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Middle Age Pangaea: Age of Bronze

Pangaea one-page command brief

Middle Age Pangaea turns forests, mobile halfmen, recuperating troops, broad Nature magic, and a
small capital Blood branch into strategic reach. Ordinary forts offer the full conventional roster, while
forests add cheap local recruitment and sacred Hierophants. The capital contributes Pandemoniacs
and White Centaurs through separate sites. Pans are the main research and ritual engine; Dryads and
the two Hierophant families provide cheaper priesthood and random Water, Earth, Nature, or Glamour
access.

The basic plan is:

use forest recruitment to widen replacement and raiding capacity without pretending it replaces forts;
match cheap Satyrs, missile Centaurs, protected Hoplites, mobile Warriors, and trampling Minotaurs to
the reported target;

label every Hierophant, Hierophantide, Dryad, Pan, and Pandemoniac by final paths as soon as
recruitment completes;

spend mundane commander turns on ordinary leadership so expensive mages remain available for
research, searching, rituals, and battle magic;

treat recuperation as a documented national advantage while leaving its exact eligibility, rate, and
timing unresolved;

connect each national ritual to its actual caster, research level, gem treasury, laboratory, terrain, and

free mage-turn;
protect secondary forests and forts so losses do not reduce the nation to one capital queue.

Pangaea converts forests, gold, resources, recruitment points, mage-turns, and Nature gems into
mobility and repeated pressure. Its main risks are expensive researchers, uneven protection, low
morale among cheap troops, capital congestion, narrow native answers outside Earth and Nature, and
overconfidence in stealth, trample, berserk, recuperation, or Magical Tunes without matchup
evidence.

Pangaea evidence and ruleset

This chapter covers unmodded Middle Age Pangaea on the Book | 6.36 live baseline. The revision-2
official manual controls the player-facing roster, costs, recruitment markings, visible paths, national
summary, capital sites, spell tables, and ritual descriptions. Nation ID 52, recruitment memberships,
random masks, site fields, spell restrictions, the absence of national item rows, and hero assignments
are cross-checked against the pinned 6.35 Inspector export at commit
cfac4311bcOb58053b8dead7bffbcO36badbd5dc.

The sources do not prove exact recuperation checks, live recruitment-interface grouping, stealth
outcomes, tune resolution, ritual implementation, hero timing, or battle performance. Those remain
unresolved. No runtime test, replay, save, or new test asset was used for this dossier.
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Pangaea conversion chain

forests, cheap local recruits, mobile troops, capital specialists, and Nature income
-> provinces, protected forest nodes, forts, temples, laboratories, and scouting reach
-> labelled Hierophants, Dryads, Pans, Pandemoniacs, and preserved mage-turns

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

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

The fragile arrows are morale, armour, capital congestion, the cost of Pans, limited native Astral and
Death access, and incomplete knowledge of several special abilities. Forest access and stealth create
options, but neither supplies information automatically or guarantees a successful raid.

Pangaea national rules that shape planning

Source-backed fact Planning consequence

Forest beings The roster is dominated by units with Forest Forest provinces can become recruitment and
Survival, and eleven records have explicit forest movement nodes, but local capacity still depends
recruitment. on ownership, infrastructure, and queue limits.

Recuperating troops The manual says troops heal battle afflictions and  Valuable survivors may recover, but no exact
marks the roster with Recuperation. chance or timing is budgeted.

Stealth Most light Satyr and Centaur lines, all five mage Scouting, concentration, and raiding options
families, and both forest commanders carry improve, but detection and movement outcomes
Stealth. remain evidence questions.

Growth limit Pretender design has a Growth limit of +1. Scale planning can lean toward population and

supplies, but the limit is not itself an economic
recommendation.

Primitive Forts The nation uses the Primitive Fort family. Fort cost, build time, administration, and siege
strength must be taken from the current fort table
rather than assumed from the label.

Forest temples Temples cost 300 gold in forests. Forest dominion infrastructure receives a clear
discount and should be considered alongside
laboratories and forts.

Magical Tunes Three national Enchantment-0 spells require N1 Nature casters gain immediate battlefield options,
and five fatigue. while their exact live behaviour remains
unresolved.

Pangaea recruitment geography

The ordinary fort roster contains eight commanders and fourteen troops. The capital adds
Pandemoniac and White Centaur through Hidden Grove and The Grove of Gaia. Forests separately
recruit four commanders and seven troops: Black Harpy, Satyr Commander, Centaur Hierophant,
Centauride Hierophantide, Harpy, Satyr Sneak, both basic Satyr variants, Minotaur, Centauride, and
Centaur.

These categories overlap rather than replace one another. A forest fort can access ordinary-fort
records as well as forest recruits, while an unfortified forest can provide the explicit terrain group. The
exact live interface and every terrain edge case were not observed, so the chapter treats the
structured memberships as legal-source boundaries rather than a screenshot of the current client.

Complete Pangaea commander membership
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Black Harpy

Satyr Commander
Minotaur Lord

Centaur Commander
Centaur Hierophant
Centauride Hierophantide
Dryad

Pan

Pandemoniac

60 23 1
95 31 1
105 32 1
170 4 2
170 3 2
310 1 2
425 1 4
355 1 4

Forts and forests
Forts and forests
Forts
Forts
Forts and forests
Forts and forests
Forts
Forts

Capital only

Nine commander records reconcile. Forests can supply cheap scouts, ordinary leadership, and both H1
random-mage families without consuming a fort's ordinary commander identity. Pans and Dryads
remain fort recruits; the Blood-capable Pandemoniac remains capital-only.

Pangaea commander jobs

Source-backed role Important limit

Black Harpy

Satyr Commander

Minotaur Lord

Centaur Commander

Centaur Hierophant

Centauride Hierophantide

Dryad

Pan

Pandemoniac

Complete Pangaea troop membership

Flying stealth scout and very cheap
commander

Stealth leader for ordinary troops
Protected leadership-75 trampler

Mobile leadership-100 commander

Sacred H1 with E/N random and longbow
Sacred H1 with W/N random and short bow
Sacred N1 H2 mage-priest with W/E/N/G
random, Awe, and Seduction

E2 N3 random mage and main researcher

Capital N3 B2 mage with a rare E/N/B random

Leadership 10 restricts army command.

Twenty-three resources compete with
protected units.

No magic; resource-heavy and
matchup-dependent.

Thirty-two resources and Inspirational -1 make
the role costly.

Two recruitment points and only one magic
level.

Two recruitment points and only one magic
level.

310 gold; seduction resolution and survival
remain untested.

425 gold and four recruitment points create a
large opportunity cost.

Capital-only, four recruitment points, and no
priest path.

Harpy

Satyr Sneak

Satyr, spear and javelin
Satyr, spear only

Satyr Hoplite

9 3 6
9 4 6
9 4 6
14 24 24
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Forts and forests
Forts and forests
Forts and forests
Forts and forests

Forts
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Reveler

Centaur

Centauride

Centauride Warrior
Centauride Cataphract
Centaur Cataphract
Centaur Warrior
Minotaur

War Minotaur

White Centaur

16

25 4 12
25 3 12
30 11 17
30 28 17
35 32 21
35 11 21
40 6 6
50 23 18
55 12 29

PANGAEA | EDITION 30

3 14

Forts
Forts and forests
Forts and forests
Forts
Forts
Forts
Forts
Forts and forests
Forts

Capital only, sacred

Fifteen troop records reconcile. The two basic Satyrs share a displayed name but remain separate
objects with different weapons and Defence. The roster offers cheap bodies, bows, javelins, protected
formations, mobile striking units, tramplers, berserkers, and a capital sacred rather than one universal

line.

Pangaea troop jobs

Source-backed role Important limit

Harpy

Satyr Sneak

Satyr with javelin
Satyr with spear
Satyr Hoplite

Reveler

Centaur

Centauride

Centauride Warrior

Centauride Cataphract

Centaur Cataphract

Centaur Warrior

Minotaur

War Minotaur

White Centaur

Cheap flying stealth body

High-stealth spear screen

Cheap spear body with one ranged option
Slightly higher Defence than the javelin variant
Protected spear line

Stealthy berserking spear-and-hoof attacker

Mobile longbow unit with hoof attack

More precise shortbow unit

Fast high-Defence spear, hoof, and javelin fighter

Armoured lance, hoof, and javelin fighter

Heaviest protected lance body

Mobile lance-and-hoof berserker

Cheap-for-size trampler and berserker

Better-armoured trampling line

Capital sacred mobile striker

TheHoboKingdom | Published - 14 September 2026

Low morale and protection restrict direct
fighting.

Light protection and Morale 9 demand leadership
and target selection.

Still lightly protected and low-morale.
Gives up the ranged weapon.
Heavy resource and recruitment-point demand.

Light armour and berserk commitment can
become liabilities.

Low protection and cost require useful range and
positioning.

Shorter weapon range and light protection.

Moderate protection remains vulnerable to the
wrong attack.

High resources and encumbrance reduce easy
replacement.

Thirty-two resources and modest Defence create
matchup dependence.

More exposed than the cataphract line.

Low Attack and Defence make trample target
selection important.

More resources and encumbrance without
solving every counter.

Capital-only, expensive, and recruitment-point
heavy.

Page 7



DOMINIONS 6 NATION DOSSIER PANGAEA | EDITION 30

Recuperation evidence boundary

The manual marks every national commander and troop with Recuperation and summarizes the
nation as having troops that heal battle afflictions. This supports treating affliction recovery as part of
the roster's long-term value.

It does not establish which afflictions qualify, the chance per turn, whether commanders and troops
follow identical rules, when checks occur, or every interaction with healing, disease, transformation,
and temporary forms. The dossier therefore tracks valuable survivors without predicting a recovery
date.

Reading Pangaea's random paths

Centaur Hierophant H1 Guaranteed E1 or N1, 50% each

Centauride Hierophantide H1 Guaranteed W1 or N1, 50% each

Dryad N1 H2 Guaranteed W1, E1, N1, or G1, 25% each

Pan E2 N3 Guaranteed E1 or N1, then an independent 10% E1/N1/B1 roll
Pandemoniac N3 B2 Independent 10% E1/N1/B1 roll

These probabilities are derived from pinned masks 9216, 8704, 26112, and 41984. They are portfolio
probabilities, not promises about a finite recruitment run or claims about the live display order.

Pan final-path portfolio

E3 N3 45%

E2 N4 45%

E4 N3 1.667%
E2 N5 1.667%
E3 N4 3.333%
E3 N3 B1 1.667%
E2 N4 B1 1.667%

Every Pan gains either Earth or Nature. A named primary path appears at least once on 51.667% of
Pans because the rare roll can repeat it; double Earth and double Nature each occur on 1.667%. Rare
depth is useful when it appears but should not be scheduled before recruitment.

Pandemoniac rare-path portfolio

Every Pandemoniac begins N3 B2. Ninety percent receive no additional level. Earth, Nature, and Blood
each occur on 3.333% of recruits, producing E1 N3 B2, N4 B2, or N3 B3 respectively.

This capital line is the only repeatable native Blood access. A B3 result is possible but rare, so a Blood
plan should distinguish the guaranteed B2 floor from a branch that may take many capital
recruitments to appear.
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Pangaea native path boundary

Fire None Requires Pretender, independent, summon,
empowerment, or another verified bridge.

Air None Hero Arcopythera is not a repeatable solution.

Water W-random Hierophantide or Dryad at W1 No recruitable native depth beyond W1.

Earth Pan E2, usually E3 and rarely E4; E-random Hierophant  Strong repeatable Earth is concentrated in expensive
or Dryad at E1 Pans.

Astral None Requires an external bridge.

Death None Requires an external bridge.

Nature Dryad N1; Pan N3, usually N4 and rarely N5; Nature is the broadest and deepest native path.
Pandemoniac N3 or rarely N4

Glamour G-random Dryad at G1 Repeatable chance, but only one-quarter of Dryads.

Blood Pandemoniac B2 or rarely B3; rare Pan B1 Guaranteed access is capital-only.

Holy Hierophants H1; Dryad H2 Priest access exists in forests and forts.

Pangaea capital sites and gem economy

The Grove of Gaia 14 N5 monthly gems; Growth scale limit 2; White Centaur recruitment
record
Hidden Grove 19 Pandemoniac recruitment record

The capital produces five Nature gems each month. That income directly matches all three national
rituals, but it does not make every ritual affordable on schedule: research, caster access, other Nature
spending, and mage-turn competition still matter.

Pangaea national Magical Tunes

_ e
nt

Tune of Fear Enchantment 0 5 fatigue Range 0, area 25; armour-negating,
mind-affecting boundary

Tune of Growth Enchantment 0 N1 5 fatigue Range 0, area 25

Tune of Dancing Death Enchantment 0 N1 5 fatigue Range 0, area 25; 31+ damage, armour-negating,
magic resistance applies

All three spells are national, immediately researched, and printed as unusable underwater. Every

Dryad, Pan, and Pandemoniac meets N1; Nature-random Hierophants and Hierophantides also qualify.
Legal access does not establish whether a tune is tactically safe or effective.
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Magical Tune evidence boundary

The manual establishes requirements, fatigue, range, area, broad targeting text, damage where
printed, resistance fields, and the underwater prohibition. It does not fully establish target selection,
pulse timing, friendly inclusion, mind-immunity handling, interruption, or how the area is placed in a
live battle.

The dossier therefore treats the Tunes as available tools that require report-driven scripting. It does
not promise a morale break, regeneration outcome, or damage result against a particular formation.

Pangaea national ritual reconciliation

114

Monster Boar Conjuration 5 10 Nature gems  Anonymous remote Monster Boar that creates
unrest until found and slain

Awaken Hamadryad Enchantment N4 25 Nature gems  One Hamadryad
5
Fort of the Ancients Alteration 5 N4 35 Nature gems  Complete fortress in a forest or shallow-sea
province

The manual and pinned nation restrictions agree on all three records. Printed requirements, costs, and
headline results are source facts. Remote resolution, retinue realization, exact summoned abilities,
terrain edge cases, fort type, and hosting order remain open.

Pangaea ritual access ladder

Every Pan or Pandemoniac Monster Boar Fixed N3

Nature-primary Pan Awaken Hamadryad and Fort of the N4 on 50% of Pans before the rare roll
Ancients

Any Pan with at least one added Nature Awaken Hamadryad and Fort of the 51.667% when the rare roll is included

level Ancients

Rare Pandemoniac Awaken Hamadryad and Fort of the N4 on 3.333% of Pandemoniacs
Ancients

The manual's Hamadryad description prints N3, Growth Power 1, Research -4, and a 3d6 Harpy
retinue. Those fields help identify the intended result but do not establish live retinue rolling,
persistence, shapes, or every command interaction. Fort of the Ancients additionally requires a legal
target province; Monster Boar additionally requires a useful remote target and tolerance for uncertain
resolution.

Pangaea national item boundary

The pinned Basel.csv snapshot assigns nation 52 to none of its restriction or nation-rebate fields. The
supported conclusion is narrow: there is no pinned Pangaea-restricted or Pangaea-rebate item record.

Pangaea still forges general items through its actual paths. Strong Earth and Nature on Pans support a
substantial generic Construction portfolio, while Water, Glamour, and Blood branches require labelled
recruits. No item chain is treated as free merely because the nation can eventually reach its path.

TheHoboKingdom | Published - 14 September 2026 Page 10



DOMINIONS 6 NATION DOSSIER PANGAEA | EDITION 30

Pangaea hero records

Rams Head White Satyr none Hero record only
Arcopythera Harpy Queen A2 N2 Hero record only
Taurotyrannos Black Bull E1 N3 B3 Pinned late-hero value 5; timing unresolved

These heroes can widen a particular game's mobility or magic portfolio, especially into Air or deeper
Blood. None belongs in a repeatable research, forging, or ritual schedule. The raw late-hero field is not
translated into a turn or probability formula.

Pangaea patch reconciliation

The current baseline is Dominions 6.36, released on 17 August 2026. The retained official ledger
contains no directly named correction for Pangaea, Pandemoniac, Hamadryad, Monster Boar, Fort of
the Ancients, or the national Tunes through that release.

This absence is not proof that every historical value was unchanged. The revision-2 manual controls
current player-facing descriptions, while the pinned 6.35 data remains labelled as a structured
cross-check. Any later discrepancy must be recorded rather than silently harmonised.

Pangaea opening priorities

1 Identify whether gold, resources, recruitment points, or commander turns limit the first expansion
cycle.

2 Use province reports to choose cheap Satyrs, missiles, protection, mobility, or trample instead of

defaulting to one troop.

Recruit mundane leadership where magic is unnecessary.

Label every random mage immediately and keep rare branches out of guaranteed schedules.

Secure useful forests for local replacement, scouting reach, and discounted temples.

Build additional fort and laboratory capacity before Pan recruitment becomes a single-queue

bottleneck.

Track the Nature treasury against rituals, searching, forging, and emergency battlefield use.

8 Keep a mobile reserve for raiding, flankers, and replacement of stealth forces that fail.

o U AW

~N

These are planning controls, not a tested expansion script. Exact party sizes, formations, scripts,
target order, stealth routes, and casualty ranges remain open.

Pangaea recruitment packages to compare

Cheap forest screen

Satyr Sneaks and the two basic Satyr variants provide inexpensive spear bodies from forts or forests.
The javelin version adds one ranged attack, while the spear-only version has higher Defence. Low
Morale and light protection make leadership, numbers, and the enemy attack profile decisive.
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Protected Bronze line

Satyr Hoplites and both Cataphracts trade large resource costs for protection and stronger contact
profiles. This package suits resource-rich forts and known physical threats, but it should not consume
every queue when mobility, missiles, or cheap replacement matter more.

Centaur missile group

Centaurs and Centaurides combine bows, speed, stealth, and hoof attacks. Longbow range and
shortbow precision create different roles. Their low protection means that missile exchange,
formation, screening, and fast enemy contact require explicit planning.

Mobile warrior wing

Centauride Warriors and Centaur Warriors provide speed, Defence, javelins or lances, and extra
contact attacks. They can reinforce or pressure distant provinces, but cost, frontage, berserk
behaviour, and enemy attack accuracy can reverse their paper advantage.

Minotaur trample group

Minotaurs and War Minotaurs offer size, strength, trample, and berserk. The cheaper forest Minotaur
is easy to distribute; the War Minotaur adds armour at greater resource cost. Size of target, formation,
fatigue, morale, and anti-large damage remain essential matchup questions.

Capital White Centaur reserve

White Centaurs are sacred, mobile, stealthy, high-Defence, and berserking. Their 55 gold and 29
recruitment points compete directly with other capital production. Bless value must be measured
against the number the capital can actually deliver.

Pangaea research response tree

Branch A: immediate Enchantment tools

Enchantment 0 already provides all three Magical Tunes. Early Enchantment research can continue
from a tool the roster can cast immediately, but the branch should be chosen for the enemy and the
wider spell list rather than the national label alone.

Branch B: Monster Boar pressure

Conjuration 5 unlocks Monster Boar for every Pan and Pandemoniac. Ten Nature gems and a
mage-turn buy a remote unrest threat, not a guaranteed province loss. Detection, response cost,
unrest timing, and target value must be evaluated separately.

Branch C: Hamadryad access

Enchantment 5 unlocks Awaken Hamadryad. A Nature-primary Pan reaches N4, and the capital's five
Nature gems can fund the ritual over time. The summoned commander's printed N3 and Harpy
retinue may extend Nature operations, but the live result remains bounded by the unresolved
summon details.
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Branch D: strategic fort creation

Alteration 5 unlocks Fort of the Ancients for N4 casters. The spell can convert thirty-five Nature gems
and a mage-turn into a complete fortress in printed legal terrain. Its value depends on fort type,
location, timing, treasury, and opportunity cost rather than research level alone.

Branch E: Construction and generic path conversion

Construction converts common Earth and Nature access into equipment and can use rarer Water,
Glamour, or Blood recruits when labelled. Because Pangaea has no national item restriction or rebate
in the pinned snapshot, every item plan should use ordinary requirements and current cost rules.

Pangaea battlefield packages

Satyr line with Nature support

Cheap Satyrs hold space while a labelled Dryad, Pan, or Hierophant provides legal support. Protected
Hoplites can anchor selected points. Morale, arrows, armour, fatigue, and the exact Tune interaction
determine whether the package works.

Centaur mobile force

Warriors or Cataphracts create the contact line while Centaurs and Centaurides add missiles. A
mundane Centaur Commander carries leadership where possible. Terrain speed, formation width,
missile exposure, and anti-large counters must be checked before committing.

Minotaur breakthrough group

Minotaurs concentrate trample and berserk attacks on a chosen section. Satyrs or Centaurs can cover
space around them. The package fails when targets, fatigue, morale, friendly congestion, or anti-large
damage make trample inefficient.

Sacred White Centaur group

White Centaurs combine speed, Defence, stealth, berserk, sacred status, and several attacks. The full
package includes capital recruitment, bless value, priest support, replacement time, and a plan for
counters. Sacred status does not prove expansion or battlefield results.

Stealth pressure group

Satyr Sneaks, Revelers, Centaur Warriors, White Centaurs, and stealth commanders can assemble
pressure away from the visible line. Legal stealth is source-backed; detection, coordination,
movement resolution, patrol interaction, and combat success remain runtime questions.

Pangaea information and pressure network

Black Harpies supply cheap flying stealth scouts from forts and forests. Many national units can move
stealthily, allowing force concentration to remain partially concealed. This strengthens report
gathering and threat projection only when orders, detection risk, leadership, and fallback routes are
managed.
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Monster Boar adds remote economic pressure, while forest recruitment broadens local recovery after
losses. Neither mechanic reveals enemy orders. A safe information plan still layers scouts, province
reports, army estimates, protected laboratories, and a reserve.

Pangaea Pretender families

What it can solve What it must not conceal

Fire, Air, Astral, or Death bridge

Blood acceleration

Economy and infrastructure

White Centaur bless

Awake expansion body

Adds paths missing from repeatable
recruitment and widens searching or
counters

Reduces dependence on the capital
Pandemoniac queue

Funds Pans, forts, laboratories, temples,
and protected troops

Improves the capital sacred line

Reduces pressure on lightly protected
early troops

A path on the Pretender does not create
researchers, gems, or safe availability.

Hunters, slaves, laboratories, unrest
control, and opportunity cost still matter.

Gold does not create local resources,
recruitment points, or mage-turns.

Capital throughput and 29 recruitment
points per unit limit mass.

Performance depends on map, scales,
chassis, bless, scripting, and opponents.

No exact design is endorsed without game settings, map, opponents, legal chassis, and versioned

evidence.

Pangaea matchup and failure matrix

Massed light units

Heavy armour

Accurate missiles

High-Defence elites

Large or trample-resistant targets

Fast flankers or flyers

Mindless or mind-immune forces

Raiding and patrol pressure

Satyr numbers, missiles, Minotaur trample,
reachable area effects, and battlefield
control

Minotaur strength, buffs, fatigue plans,
Earth/Nature magic, and suitable weapons
or summons

Protection, screens, speed, stealth
approach, and target disruption

Multiple attacks, buffs, morale pressure,
fatigue, and magic that avoids Defence

Protected lines, missiles, Centaur attacks,
magic, and other counters

Guards, layered formations, reserves, and
mage spacing

Physical damage, suitable magic, and
non-morale plans

Cheap scouts, forest recruits, mobile
reserves, forts, and route discipline

Monthly Pangaea audit

Sending expensive Centaurs into poor
frontage without support.

Assuming javelins and hooves solve
protection unaided.

Exposing light Centaurs and Satyrs in open
exchanges.

Relying on low-Attack Minotaurs alone.
Treating trample as universal damage.
Leaving expensive Pans exposed behind a
thin line.

Building the script around Tune of Fear.

Assuming stealth makes an army
undetectable.

Is each fort or forest node limited by gold, resources, recruitment points, or commander turns?
Are the two same-name Satyr variants recorded separately in recruitment plans?
Is the capital queue producing a deliberate Pandemoniac or White Centaur rather than an automatic

default?
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Is every random mage labelled by final paths?

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

Are recuperation and stealth claims still limited to the evidence available?

Are Nature gems reserved against all three rituals, searching, forging, and emergencies?

Does every ritual have research, a legal caster, the correct gems, a laboratory, a legal target, and a
free mage-turn?

Are heroes and rare Pan or Pandemoniac outcomes excluded from schedules that must be repeatable?
Are morale, armour, movement, fatigue, supply, patrols, and replacement routes checked before
battle?

Pangaea unresolved evidence boundary

The following remain open:

A W N R

13

exact Recuperation eligibility, chance, timing, affliction coverage, and interaction rules;

live 6.36 random-path display and ordering for all five mage families;

forest-recruitment interface grouping, terrain edge cases, and queue presentation;

Magical Tune targeting, pulse timing, resistance, friendly inclusion, immunity, interruption, and
underwater implementation;

expansion-party sizes, formations, scripts, stealth routes, and casualty ranges;

stealth movement, detection, patrol, seduction, and survival outcomes;

Minotaur trample, berserk, fatigue, congestion, and target-selection outcomes;

Awaken Hamadryad retinue roll, shapes, persistence, command, and complete live abilities;
Monster Boar detection, unrest timing, resolution order, and target response;

Fort of the Ancients terrain legality, fort type, hosting order, ownership, and shallow-sea edge cases;
hero arrival timing, late-hero semantics, and live special behaviour;

specific Pretender designs, blessings, matchups, and map performance;

R-047, R-058, and all other parked engine-dependent investigations.

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 Pangaea nation pages, Magical Tunes, national rituals, forging,
and fort construction.

Illwinter official patch history through 6.36. No Pangaea, Pandemoniac, Hamadryad, Monster Boar, Fort
of the Ancients, or national Tune correction is inferred from a negative ledger search.

Structured snapshot

Dominions 6 Data Inspector, commit cfac4311bcOb58053b8dead7bffbcO36badbd5dc, pinned to the 6.35
data update; used for nation identity, fort and forest recruitment, random masks, capital sites, spell
restrictions, item-field boundaries, and hero records.
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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. Recuperation timing, forest-interface behaviour,
stealth and patrol results, Tune resolution, ritual implementation, hero timing, and combat outcomes
remain unresolved.
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