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Middle Age Man: Tower of Avalon

Man one-page command brief
Middle Age Man turns several modest recruitment pools into a flexible human army. Ordinary forts
supply longbows, infantry, cavalry, scouts, spies, priests, and three levels of Avalon mage. Forests add
Foresters and Royal Foresters, while non-fort provinces can raise Logrian troops, Monks, and Logrian
Wise Men. The capital adds the sacred Wardens and Knights of Avalon, their commanders, and the
Crone of Avalon.

The reliable core is easy to state:

• Longbowmen provide accurate, long-ranged mundane fire behind a line chosen for the target;
• Knights of Man give every fort a heavily armoured mobile recruit;
• Wardens and Knights of Avalon are powerful sacred capital troops, but their price and limited queue

keep them scarce;
• Monks spread cheap H1 research beyond the main mage forts;
• Bards, Daughters, Mothers, and Crones are Spellsingers with fixed Glamour access;
• Mothers provide the repeatable random portfolio, while capital Crones start at N3 G2 H1;
• Logrian Wise Men recruit outside forts and add low Earth plus Fire, Air, Earth, or Nature branches;
• the Forest and Tower of Avalon supply three Nature and two Glamour gems each month.

Man can recruit many different answers, but it cannot pay for all of them at once. Mothers cost 305
gold, capital Crones cost 465 gold and four commander recruitment points, Knights of Man cost 45
gold and 32 resources, and Knights of Avalon cost 90 gold and 32 resources. A plan that spends on
every elite option can delay the forts and laboratories that make the roster useful.

Man evidence and ruleset
The scope is unmodded MA Man on the Book I 6.36 live baseline. The revision-2 official manual
controls the player-facing roster, costs, recruitment locations, national summary, communion
description, spells, and rituals. Random masks, object identifiers, capital sites, hero records, and
nation restrictions are cross-checked against the pinned 6.35 Inspector export at commit
cfac4311bc0b58053b8dead7bffbc036ba9bd5dc.

The official 6.13 patch changed the Forest of Avalon from a +2 Magic increase to its intended +1. That
correction is applied here. The patch ledger through 6.36 names no later MA Man roster or
national-spell change, but the older structured snapshot is still labelled 6.35. A live display remains
the final authority where the manual compresses a random scheme or the database carries a hidden
casting restriction.

Man conversion chain
longbows, infantry, and ordinary knights
-> secure provinces and useful forests
-> forts, laboratories, and distributed recruitment
-> Monks, Spellsingers, Mothers, and Logrian Wise Men
-> Chorus, Nature-Glamour support, and national summons
-> specialised field armies and imported missing paths
-> protected territory, sieges, and Throne operations
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The chain tends to break at three points. Gold-heavy mages and cavalry can delay the next fort. The
capital commander queue can be consumed by Crones before the army has enough leaders. Random
Mothers and Wise Men can disappear into research without being labelled for the spell or forge branch
their paths opened.

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

Standard forts Man needs an ordinary fort-and-laboratory budget; terrain
recruitment supplements the network but does not replace it.

Temples cost 300 gold Religious infrastructure is cheaper than the ordinary 400-gold
temple, but it still competes with mages, troops, and forts.

Weak priests and inspired researchers Monks are H1 Mundane Researchers and can be recruited
outside forts as well as in forts. They widen research and
preaching without adding a magic path.

Forest recruitment Foresters and Royal Foresters can be recruited in every forest.
Forest ownership can therefore add stealth, patrol, and ranged
recruitment away from a fort.

Non-fort recruitment Logrian Slingers, Warriors, Cavalry, Monks, and Logrian Wise
Men can be recruited outside forts according to the manual and
structured membership tables.

Forest of Avalon The capital site supplies three Nature gems, Wardens, Knights
of Avalon, and their commanders; patch 6.13 sets its Magic
increase to +1.

Tower of Avalon The second capital site supplies two Glamour gems and the
Crone of Avalon.

Communal Chants Man's Spellsingers can cast Chorus Master and Chorus Slave.
Book V owns the general communion rules and safety
discussion.

Terrain recruitment is part of Man's economy. A forest can contribute scouts and Foresters before it
has a fort, while an otherwise ordinary non-fort province can contribute a Monk or a random Wise
Man. Those commanders still cost gold and recruitment time. The map offers more queues, not free
capacity.

Man roster by job
Unit or group Best job Important limit

Logrian Slinger Cheap ranged body from forts or outside them Low protection and modest accuracy; the sling
is not a substitute for the longbow line.

Longbowman Long-ranged supporting fire Needs a screen and a target for which mundane
arrows matter; friendly troops still occupy the
line of fire.

Spearman and Longspear Inexpensive line and long-weapon control Ordinary protection and damage; each version
should be chosen for the opposing weapon and
size mix.

Logrian Warrior Javelin-and-axe reinforcement from forts or
outside them

More expensive and resource-heavy than the
basic line, with no shield against concentrated
missiles.

Tower Guard Better-defended sword line Fourteen recruitment points and eighteen
resources slow mass recruitment.
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Unit or group Best job Important limit

Forester Forest-surviving stealth archer, patrol support,
and dispersed reinforcement

Light armour and a mixed weapon set; useful
terrain access does not make it a heavy line
unit.

Landless Knight Armoured foot line with a broad sword Better protection costs resources, while the unit
still moves and fights as infantry.

Logrian Cavalry Mobile reinforcement from forts or outside them Rider 1 and a lightly protected War Horse make
it the cheaper cavalry tier, not a Knight of Man.

Knight of Man Heavy shock cavalry from any fort Forty-five gold, 32 resources, 25 recruitment
points, and separate rider and Destrier risks.

Warden of Avalon Capital-only sacred great-sword infantry with
True Sight

Twenty-six gold, 28 resources, and 33
recruitment points keep the unit specialised.

Knight of Avalon Capital-only sacred unicorn cavalry Ninety gold and 35 recruitment points; both the
rider and Armored Unicorn must survive the
attacks aimed at them.

The default army should not mix every row. Longbows need a line that holds for the expected
approach. Cavalry needs space and a target worth charging. Wardens and Knights of Avalon need a
bless and battle that justify spending the capital troop queue on them.

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

Royal Forester Stealth 55, Patrol +5, forest
recruitment

Scouting, patrolling, stealth
leadership, and moving Foresters

Leadership 10; it is a specialist,
not a general army commander.

Castellan Leadership 100 Ordinary field command No priest or magic role.

Monk H1, Mundane Researcher,
outside-fort recruitment

Research, preaching, blessing,
and light sacred support

Low morale and no non-Holy
magic path.

Bard G1, Spy, Spellsinger Intelligence, Chorus
participation, Glamour support

Two recruitment points for a
narrow battle mage and spy.

Daughter of Avalon N1 G1, Spellsinger Core research, Chorus
participation, Nature and
Glamour support

Two recruitment points and no
random path.

Mother of Avalon N1 G1 H1 plus two random rolls,
Spellsinger

Main random mage, Chorus,
rituals, battlefield support,
searching

305 gold and two recruitment
points; the useful result must be
labelled.

Lord Warden Sacred, True Sight, Leadership
100

Capital command and elite
infantry leadership

Capital-only commander turn
and 170 gold.

Knight Commander of
Avalon

Sacred mounted Leadership 100 Mobile capital command and
sacred cavalry leadership

Capital-only, 210 gold, with a
separate Armored Unicorn
mount.

Crone of Avalon N3 G2 H1 plus randoms,
Spellsinger

High Nature and Glamour,
national rituals, Chorus master,
searching

Capital-only, 465 gold, and four
recruitment points.

Logrian Wise Man E1 plus FAEN random, Research
-4, non-fort recruitment

Elemental branch access, Earth
support, searching, and forging

125 gold and two recruitment
points for reduced research
efficiency.

The capital queue should answer a current need. A Crone gives paths and ritual certainty. A Lord
Warden or Knight Commander moves an elite force. Recruiting the expensive mage every turn
without funding armies, forts, and field leaders can leave Man rich in theory and slow on the map.
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Reading Avalon's random paths

Mother of Avalon distribution
The manual prints the Mother as N1 G1 H1 with two random levels. The pinned record resolves two
guaranteed and independent rolls:

1 one level from Nature or Glamour;
2 one level from Water, Earth, or Nature.

The six combinations are equally likely.

Final paths Probability per Mother

W1 N2 G1 H1 16.67%

E1 N2 G1 H1 16.67%

N3 G1 H1 16.67%

W1 N1 G2 H1 16.67%

E1 N1 G2 H1 16.67%

N2 G2 H1 16.67%

A Mother has a 50% chance to reach G2, a 33.33% chance to gain Water, a 33.33% chance to gain
Earth, a 66.67% chance to reach at least N2, and a 16.67% chance to reach N3. Four independent
Mothers give about a 93.75% chance of at least one G2 result, 80.25% for at least one Water result,
80.25% for at least one Earth result, and 51.77% for at least one N3 result.

These chances describe recruitment, not timing guarantees. A G2 Mother owns Geas, Summon Cu
Sidhe, and the Glamour threshold of Herd of Unicorns. Water and Earth Mothers open different general
spell and forge branches. An N3 Mother reaches thresholds that the ordinary Daughter cannot.

Crone of Avalon distribution
Every Crone begins at N3 G2 H1. The pinned 6.35 record then gives:

• one guaranteed level chosen equally from Air, Water, Earth, Nature, or Glamour;
• an independent 10% chance of a second level from the same five-path set.

The guaranteed result is 20% for each named path. Including the second roll, the chance of receiving
at least one chosen path is 21.6%. Ten percent of Crones receive two random levels; two percent
receive both levels in the same path, and eight percent receive two different paths.

The current manual compresses the Crone to ?1 and does not expose that 10% second slot on the
nation page. This dossier keeps the extra roll labelled as pinned structured evidence until a live 6.36
recruitment card or another current official source resolves the display.

Logrian Wise Man distribution
The Logrian Wise Man has fixed E1 and one guaranteed level chosen equally from Fire, Air, Earth, or
Nature.

Final paths Probability per Wise Man

F1 E1 25%

A1 E1 25%



DOMINIONS 6 NATION DOSSIER MAN | EDITION 30

TheHoboKingdom | Published - 14 September 2026 Page 7

Final paths Probability per Wise Man

E2 25%

E1 N1 25%

For any named result, 1 - 0.75^n gives the chance of seeing at least one after n independent recruits.
That is about 57.8% after three, 76.3% after five, and 94.4% after ten. The expected wait is four
recruits, but the non-fort provinces, gold, commander points, and laboratories needed to use the
result still have to exist.

National spells and caster access
Spell School and requirement Native caster Planning use and boundary

Chorus Master Thaumaturgy 1, G1, Spellsinger Bard, Daughter, Mother, or Crone Starts the master side of Man's
national Chorus. The official manual
limits it to Spellsingers.

Chorus Slave Thaumaturgy 1, G1, Spellsinger Bard, Daughter, Mother, or Crone Starts the slave side. Caster count,
path mix, fatigue, timing, and
retreat safety must be planned
together.

Summon
Black Dogs

Conjuration 2, D2, 5 Death gems No recruit or listed national hero
has D2

Summons 20 Black Dogs. Owning
the ritual does not create its caster.

Summon Cu
Sidhe

Conjuration 3, G2, 5 Glamour
gems

Crone or G2 Mother Summons 10 sacred Cu Sidhe.
Research, gems, commander
capacity, and the army that will
lead them all matter.

Geas Thaumaturgy 3, G2 Crone or G2 Mother National combat control. Target
selection, resistance checks, and
battle value remain context
dependent.

Summon
Barghests

Conjuration 4, D2, 7 Death gems No recruit or listed national hero
has D2

Summons 14 sacred Barghests. A
Pretender, summon,
empowerment, or independent
path must supply the missing Death
caster.

Herd of
Unicorns

Conjuration 4, G2 N1, 10 Glamour
gems

Crone or G2 Mother Summons 10 sacred Unicorns. The
pinned record also restricts the
source province to forest terrain;
check the current spell card before
committing the gems.

The Death rituals are the clearest access warning. Man owns them nationally, but its repeatable roster
and six listed national heroes contain no Death path. Researching those spells before building a real
D2 route creates no casting capacity.

Man national item boundary
The revision-2 manual does not list a separate Man item portfolio, and the pinned BaseI register has
no nation-57 restriction or rebate record. Man can still forge ordinary items when a mage meets their
paths. Those designs remain general objects, not national equipment.

This matters for planning. A Water or Earth Mother and an elemental Wise Man may open useful
forging thresholds, but their random path does not create a discount. Item cost, booster order, and
replacement access should be checked before a rare mage is assigned to repeated forging.



DOMINIONS 6 NATION DOSSIER MAN | EDITION 30

TheHoboKingdom | Published - 14 September 2026 Page 8

Man opening priorities
The opening has six linked jobs:

1 identify which nearby provinces need longbows, shields, long weapons, cavalry, or a different answer;
2 preserve enough gold for the first infrastructure target while recruiting a line that can protect the

archers;
3 use forests and safe non-fort provinces as extra recruitment points where the map supports them;
4 begin Monk, Daughter, Mother, or Bard recruitment without leaving the armies short of leadership;
5 decide whether the capital commander queue needs a Crone, Lord Warden, or Knight Commander;
6 label every Mother, Crone, and Wise Man as soon as its paths are known.

Recruitment packages to evaluate from reports

Package Intended target Failure signal

Spear line with Longbowmen Ordinary infantry and lightly protected
targets

The line breaks before the arrows matter,
or shields and armour make the volleys
inefficient.

Tower Guard or Landless Knight screen Stronger conventional melee and missile
pressure

Resources buy too few bodies, or
armour-negating attacks remove the
investment.

Knight of Man reserve Exposed flanks, ranged troops, and
time-sensitive reinforcement

Anti-large weapons, control, or mount
losses turn the charge into an expensive
trade.

Logrian mixed reinforcement Provinces where outside-fort recruitment
adds useful bodies quickly

The local queue consumes gold without
producing a coherent formation.

Warden or Knight of Avalon core Battles where the bless and sacred traits
answer a known threat

Capital scarcity and losses cost more
than an ordinary troop solution.

These are report templates, not fixed expansion counts. Independent strength, formations, scales,
bless, terrain, and combat rolls change the required party. No battle result is invented here.

Man research response tree

Branch A: fixed Glamour support
Thaumaturgy 1 gives every Spellsinger access to Chorus Master and Chorus Slave. Alteration 2 gives
G1 Blur and Mirror Image. Thaumaturgy 3 gives G1 Luck and the national G2 Geas. This branch is
available before a rare elemental random appears, but each spell still needs a protected caster and a
battle where its effect matters.

Chorus is a force multiplier, not a substitute for planning. Masters and slaves should be counted
before the script is chosen. Book V records the official rule that an unconscious Chorus Slave leaves
the Chorus; the field plan must account for the resulting path and fatigue change.

Branch B: national summons
Conjuration 3 opens Summon Cu Sidhe to every Crone and half of Mothers. Conjuration 4 adds Herd of
Unicorns to the same casters because they also meet N1. The capital already receives three Nature
and two Glamour gems each month, but that income must also support battlefield gems, searching,
and any other rituals.
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Summon Black Dogs and Summon Barghests sit on the same research branch but need D2. They
should remain a future option until the nation actually owns a Death caster.

Branch C: Nature protection and pressure
Crone access makes N3 dependable from the capital. Enchantment 3 gives Regeneration to N3,
Conjuration 5 gives Howl to N3 with three Nature gems, and Alteration 6 gives Wooden Warriors to N3
with one Nature gem. Mothers add repeatable lower Nature and a one-in-six N3 result.

The choice depends on the army and opponent. Protection does not answer every elemental or
armour-negating attack. Regeneration does not prevent a unit from dying to a single large hit. Howl
and other battlefield pressure still depend on placement, duration, and the enemy's rear security.

Branch D: Logrian Earth and elemental access
Every Wise Man can cast the E1 Earth Grip at Alteration 1. The 25% E2 result reaches Strength of
Giants at Enchantment 1, Earth Meld at Alteration 3, and Summon Earthpower at Conjuration 3. Fire,
Air, and Nature results widen searching and low-path utility, but one random level does not make Man
a deep elemental nation.

Research should follow the recruited result. A plan that assumes an E2 Wise Man on a fixed turn has
only a 25% success chance per recruit. If the branch matters, recruit across several eligible provinces
and keep a fallback that uses fixed Nature and Glamour.

Man battlefield packages

Longbow line
A Castellan or other suitable commander holds the infantry line while Longbowmen fire from protected
positions. The line type is selected from the report: spears for cheap frontage, longer weapons for the
right approach, or heavier troops when ordinary protection is the limiting factor. More archers do not
repair a screen that collapses too early.

Cavalry reserve
Knights of Man or the cheaper Logrian Cavalry wait for a flank, rear, or reinforcement job. Their riders
and mounts are separate creatures under Dominions 6. Formation, charge lanes, anti-large weapons,
and the survival of both parts remain battle questions.

Avalon sacred force
Wardens bring capital-only sacred infantry with True Sight. Knights of Avalon add sacred Armored
Unicorns and mobility. The bless should solve an identified weakness or improve a job the units
already perform. Capital scarcity means they should not be treated as a mass replacement for
ordinary infantry and cavalry.

Spellsinger cell
Bards and Daughters provide cheap G1 Chorus bodies, while Mothers and Crones bring the paths that
benefit from the Chorus. The cell needs a clear master-slave count, script, gem allocation, guard plan,
and retreat route. Losing the cell can remove both battle magic and a large block of research.
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Distributed recruitment column
Forests add Royal Foresters and Foresters. Non-fort provinces add Logrian troops, Monks, and Wise
Men. This can replace losses and widen research without waiting for every fort, but the resulting
pieces still need commanders, laboratories where required, supply, and a route to the front.

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

Economy and infrastructure Pays for 305-gold Mothers, 465-gold Crones,
cavalry, forts, laboratories, and temples

More income does not remove capital turns,
commander points, or resource limits.

Sacred support Improves Wardens, Knights of Avalon, and
national sacred summons

Most ordinary Man troops remain mundane,
while the best sacred recruits are capital-only.

Death bridge Supplies the missing D2 for Black Dogs and
Barghests and may open broader Death work

One Pretender is not distributed access;
searching, gems, timing, and replacement still
matter.

Elemental bridge Makes a required Fire, Air, Water, or Earth
threshold dependable instead of waiting on
randoms

The bridge should name its first search, forge,
ritual, and battlefield job.

Early tempo Covers an opening that the available troop
mix cannot handle safely

Lost scales, afflictions, and chassis risk may
cost more than the early provinces gained.

Man already has strong Nature and Glamour. A Pretender earns its cost by repairing a real bottleneck,
supporting the scarce sacreds, or improving the economy that recruits the roster. Adding more of an
existing path without a funded job can leave the original problem untouched.

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

Shielded or heavily armoured line Cavalry pressure, Earth support from
Wise Men, control, sacreds, or imported
damage

Assuming another block of mundane
arrows will solve protection by itself.

Fast flankers and flyers Protected rear positions, reserves,
guards, wider formations, and local
commanders

Leaving Longbowmen and Spellsingers
as one exposed rear cluster.

Large units and cavalry Long weapons, layered lines, control, and
concentrated fire

Sending expensive cavalry into the
enemy's preferred anti-large fight.

High Defence, Glamour, or ethereal
targets

Area effects, buffs, True Sight assets,
magic weapons, and researched control

Treating high arrow volume as
guaranteed contact.

Armour-negating or elemental magic Spacing, resistance, pressure on casters,
summons, and shorter exposure

Buying heavier human armour against
damage that ignores it.

Mind and MR attacks Better-MR Avalon troops, buffs, spacing,
imported Astral, and target-specific
counters

Assuming a sacred tag protects ordinary
soldiers from MR checks.

Raiding and dispersed pressure Forest recruitment, non-fort queues,
scouts, Bards, cavalry, and prepared
local leaders

Keeping every useful commander and
mage in the capital.

Attrition and mage loss Monks for distributed research, protected
rare randoms, reserves, and retreat
planning

Risking the only Water, Earth, Fire, or Air
result in routine frontline work.
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Monthly Man audit
• Is the next gold piece buying troops, a field leader, a mage, or the infrastructure that multiplies later

recruitment?
• Does every Longbowman group have a line that can hold for the expected approach?
• Are forests contributing Royal Foresters or Foresters where that queue is useful?
• Are safe non-fort provinces producing the right Logrian unit, Monk, or Wise Man?
• Is the capital commander queue solving a path or leadership shortage?
• Are Mother, Crone, and Wise Man randoms labelled by final paths and assigned jobs?
• Does the current research target have a legal caster already recruited?
• Are Nature and Glamour gems divided between battle use, summons, and reserves before spending

begins?
• Is a Chorus sized and scripted around its actual masters and slaves?
• Do the Death rituals have a real D2 route, or are they only names in the spell list?
• Are capital sacred losses justified by the battle and supported by the bless?
• Can the research stack survive a raid, assassination attempt, or forced retreat?

Man unresolved evidence boundary
The following claims remain open:

1 exact expansion-party ranges for each line, longbow, cavalry, and sacred package;
2 live 6.36 display confirmation of the two Mother rolls, the Wise Man mask, and especially the Crone's

pinned 10% second random;
3 current spell-card confirmation of Herd of Unicorns' forest-source restriction;
4 Chorus fatigue, casting-time, path-boost, unconscious-slave, and script outcomes in specific battles;
5 Geas target choice, resistance, and practical value against different formations;
6 rider-and-mount survival outcomes for Logrian Cavalry, Knights of Man, and Knights of Avalon;
7 the economic payback of distributed Wise Man and Monk recruitment on different maps;
8 hero arrival timing and the value of late elemental or Astral access;
9 modded Man variants, which remain separate from this unmodded chapter.

These questions stay visible without becoming guessed conclusions or new test assets. R-047, R-058,
and the rest of the hands-on runtime queue remain parked.

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
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• Dominions 6 Data Inspector, commit cfac4311bc0b58053b8dead7bffbc036ba9bd5dc, pinned to the 6.35
data update; used for mage random masks, recruitment records, capital sites, national spell
restrictions, national item fields, and current object cross-checks.

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.


	Middle Age Man: Tower of Avalon
	Man one-page command brief
	Man evidence and ruleset
	Man conversion chain
	Man national rules that shape the plan
	Man roster by job
	Man commander and mage portfolio
	Reading Avalon's random paths
	Mother of Avalon distribution
	Crone of Avalon distribution
	Logrian Wise Man distribution

	National spells and caster access
	Man national item boundary
	Man opening priorities
	Recruitment packages to evaluate from reports

	Man research response tree
	Branch A: fixed Glamour support
	Branch B: national summons
	Branch C: Nature protection and pressure
	Branch D: Logrian Earth and elemental access

	Man battlefield packages
	Longbow line
	Cavalry reserve
	Avalon sacred force
	Spellsinger cell
	Distributed recruitment column

	Man Pretender families
	Man matchup and failure matrix
	Monthly Man audit
	Man unresolved evidence boundary
	Dossier source register
	Official
	Structured snapshot
	Interpretation boundary



