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Middle Age Uruk: City States

Uruk one-page command brief

Middle Age Uruk fields large Enkidu infantry, strong priests, a broad but uneven mage corps, capital
sacreds and Mushussu chariots, province recruits, and a complete underwater recruitment branch.
Ten commanders and six troops appear in the ordinary fort tables. The capital adds two commanders
and two troops, non-fort provinces add an Enkidu Shaman and Enkidu Warrior, and underwater forts
add four commanders and two troops.

The reliable structure is:

ordinary forts recruit the armoured Enkidu line and ten commanders ranging from scouts and leaders
to priests and mages;

every non-fort province can recruit an E1 N2 Enkidu Shaman and an Enkidu Warrior, allowing useful
recruitment outside the fort network;

the capital adds Entu and Mashmashu, sacred Maidens of the Moon, and a maximum of one Mushussu
Charioteer each month;

underwater forts add Kulullu troops, commanders, priests, and mages instead of merely extending the
land roster;

the capital produces W1 E1 S2 N1 each month through three national sites;

fixed recruitable paths cover Water, Earth, Astral, Nature, and Holy, while Air is random and Fire is
absent from the recruitable mage roster;

six national rituals offer Buffaloes, Kusarikkus, Ugallu, Anzus, a Scorpion Man, and an Umu-apkallu, but
only the first two have immediate fixed-path access;

five national item records include a Nature crown and four late Earth-Astral pieces, although national
ownership does not solve the required path thresholds.

Uruk's main planning problem is coordination. It has many recruitment channels and useful
specialists, but its best paths, gems, sacreds, chariot, underwater branch, and ritual thresholds do not
automatically meet in one place or on one timetable.

Uruk evidence and ruleset

This chapter covers unmodded MA Uruk on the Book | 6.36 live baseline. The revision-2 official manual
controls player-facing roster values, explicit recruitment locations, printed paths, national rules,
capital-site output, national ritual tables, and item descriptions. Identifiers, membership sets, site
fields, random masks, hero records, nation restrictions, and national item fields are cross-checked
against the pinned 6.35 Inspector export at commit cfac4311bc0b58053b8dead7bffbcO36badbd5dc.

No Uruk, Enkidu, Mushussu, or named Uruk national-ritual match appears in the official patch ledger
through 6.36. That means no named patch correction is applied to the pinned object cross-check. It
does not prove that every engine detail is unchanged.
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Uruk conversion chain

large Enkidu bodies, province recruitment, and four monthly gems

-> target-specific infantry groups and distributed Shamans

-> ordinary mage forts plus protected capital recruitment

-> separate Water, Earth, Astral, and Nature budgets

-> battlefield support, sacred reserves, underwater access, and national summons
-> sustained fronts, remote recruitment, sieges, and Throne claims

The chain breaks when capital recruitment is treated as unlimited, when a random path is assumed
before the mage is recruited, when a ritual is counted without its caster and gem type, or when the
underwater roster is mistaken for a ready mixed-domain army.

Uruk national rules that shape the plan

Rule or asset Operational consequence

Large Enkidu population Most land troops have more Hit Points and Strength than ordinary
humans, but also occupy larger squares and have their own
resource, encumbrance, and formation limits.

Heat preference +1 Pretender scales begin from the printed national preference; this is
not a recommendation for a complete scale design.

Order limit +1 and Heat limit +1 The nation can select these scales one step beyond the ordinary
limit. The benefit still depends on the full design and map.

Strong priests Repeatable H2 priests exist on land and underwater, while capital
Entu reach H3. This supports preaching, claiming, blessing, and Call
God work without making every priest interchangeable.

Recall bonus The nation page says Uruk is good at recalling a dead God. The
precise live calculation and best use remain outside this source-only
dossier.

Fortified Cities Uruk uses its printed fortified-city building family rather than the

standard-fort label. Construction time and local value still depend on
province and campaign.

Temples cost 900 gold Religious expansion has a higher printed building cost than the
ordinary baseline and must be budgeted against forts, laboratories,
troops, and mages.

Distributed recruitment Enkidu Shamans and Warriors are available in non-fort provinces,
while underwater forts unlock a separate Kulullu roster.

Uruk capital sites and recruitment geography

Site or location Verified fields Recruitment consequence

Great Temple of the Moon, site 186 Two Astral pearls per month Supports the capital religious centre and
the Astral treasury

The Swamps of Ur, site 187 One Nature gem per month Adds Nature income to the capital budget

The House of Water, site 188 One Water and one Earth gem per month ~ Completes the W1 E1 S2 N1 monthly
income

Any non-fort province Nation recruitment records Enables Enkidu Shaman and Enkidu

Warrior without constructing a fort

Underwater fort Underwater recruitment records Enables four Kulullu commanders and two
Kulullu troops
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The capital produces four gems each month: W1 E1 S2 N1. It produces no Air or Fire gems. A random
Air caster or an imported Fire caster therefore remains separate from the treasury needed to use that
path.

Complete Uruk commander membership

2934 Enkidu Scout Forts

2942 Enkidu Commander 60 26 1 Forts

2946 Naditu 100 1 2 Forts

2944 Nin 105 1 2 Forts

2945 Gala 105 1 2 Forts

2949 Gudu 110 2 2 Forts

2951 Ashipu 185 1 2 Forts

2950 Ishib 220 2 2 Forts

2947 Ereshdingir 265 1 2 Forts

2943 Ensi 300 21 2 Forts

2948 Entu 400 1 4 Capital only
2952 Mashmashu 395 1 4 Capital only
2954 Enkidu Shaman 175 2 2 Non-fort provinces
3093 Kulullu Commander 60 11 1 Underwater forts
3094 Kulullu King 200 11 2 Underwater forts
3091 Kulullu Sage 265 1 2 Underwater forts
3092 Kuliltu Queen 270 1 2 Underwater forts

The ten ordinary, two capital, one non-fort, and four underwater records reconcile to seventeen
distinct commanders. The non-fort and underwater entries are additional recruitment channels, not
ordinary-fort duplicates.

Complete Uruk troop membership

Troop Resou rce Verified recruitment
pomts

2935 Enkidu Archer Forts

2936 Enkidu Spearman 16 16 9 Forts

2938 Enkidu Heavy Archer 16 24 9 Forts

2939 Enkidu Soldier 16 24 9 Forts

2941 Enkidu Royal Guard 20 26 15 Forts

2940 Enkidu Iron Warrior 22 24 17 Forts

2963 Mushussu Charioteer 170 21 16 Capital only; maximum one per month
2953 Maiden of the Moon 27 31 16 Capital only

2937 Enkidu Warrior 16 16 9 Non-fort provinces

TheHoboKingdom | Published - 14 September 2026 Page 6



DOMINIONS 6 NATION DOSSIER

_“

3089 Kulullu

3090

16

Kulullu Soldier 16 11 9
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Resource Rec Verified recruitment
s points
2 9

Underwater forts

Underwater forts

The six ordinary, two capital, one non-fort, and two underwater records reconcile to eleven distinct
troops. Mushussu Charioteer is the rider record; the Mushussu has a separate mount profile and is not
counted as another recruitable troop.

Complete Uruk roster by job

Unit or group Best source-backed role Important limit

Enkidu archers

Enkidu spear line

Royal Guard

Iron Warrior

Maiden of the Moon

Mushussu Charioteer

Enkidu Warrior

Kulullu line

High-Strength longbow fire at light or heavy
armour levels

Large shielded frontage in medium or heavy
armour

Better Attack, Defence, Morale, Hit Points, and
leadership compatibility than the basic line
Armoured axe infantry with Berserker +1

Capital sacred spear infantry with Protection 17

Capital mobile shock piece with a large trampling,
poisonous, fear-causing mount

Province-recruited axe infantry

Amphibious underwater troops with low resource
costs

Precision 10 and formation, range, armour, and
target protection still decide results.

The heavier profile spends more resources and
gains encumbrance.

Twenty gold, 26 resources, and 15 recruitment
points limit massing.

Higher recruitment cost and loss of shield change
its defence profile.

Thirty-one resources and capital-only recruitment
make casualties expensive.

170 gold, one-per-month limit, and separate
rider-and-mount behaviour prevent mass
replacement.

Non-fort access is valuable, but local resources
and travel still govern delivery.

Underwater recruitment does not establish
mixed-army movement, supply, retreat, or battle
outcomes.

Uruk commander and mage portfolio

Enkidu Scout

Stealth 40, forest and mountain

Intelligence and route checking

Does not lead the field army.

Twenty-six resources compete with
heavy troops.

Low morale and 10 magic
leadership.

The useful path is not known before
recruitment.

Spell Singer timing and outcomes
remain unresolved.

A single random level does not
satisfy high ritual thresholds.

survival
Enkidu Leadership 50 Ordinary land command
Commander
Naditu S1 H1, sacred Inexpensive research, Astral utility,
priest work
Nin H1 plus W/E/S/N random, sacred Flexible low mage-priest
Gala N1 H1, Spell Singer, sacred Nature and chorus support
Gudu H1 plus A/E random, sacred Low Air or Earth support
Ashipu S1 N1 H1, Disease Healing 1 Research, disease support,

Astral-Nature work
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treated as a guaranteed timetable.
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Ishib

Ereshdingir

Ensi

Entu

Mashmashu

Enkidu
Shaman

Kulullu
Commander
Kulullu King

Kulullu Sage

Kuliltu Queen

W1 H2 plus A/W/E/N random

W1 S2 H2, Fortune Teller 5

W1 N1 H2 plus W/E/S/N random,
Leadership 100

W1 S2 H3 plus W/E/S/N randoms

S3 N1 plus A/W/E/S and pinned
secondary randoms

E1 N2, Research -4

Amphibious Leadership 50

W1 H2, amphibious Leadership 100

W?2 plus A/W/S/N random, Research

+4

W1 N1 H2 plus A/W/S/N random

Strong priest and flexible elemental
or Nature support

Fixed Astral-Water work and event
support

Army-priest-mage and flexible
random

Capital high priest, deep
Astral-Water base, sacred
command

Deep fixed Astral, national ritual
preparation, high magic leadership

Province recruitment, Earth-Nature
access, first two national rituals

Underwater mundane command

Underwater priest and army
command

Underwater research and path
support

Underwater priest-mage and
command

Reading the common Uruk random masks

Final path must be recorded before
assigning a job.

Does not add Earth, Nature, Air, or
Fire.

300 gold and 21 resources
compete with both mages and
troops.

Four recruitment points and
capital-only queue pressure.

395 gold, four recruitment points,
and uncertain second live display.

Research penalty makes its
non-research jobs important.

Underwater fort only and no magic
path.

Does not provide Earth or Astral.

Random result and underwater
infrastructure govern availability.

Final path remains a recruitment
result.

The pinned records contain several one-level random pools. A 100% one-level result is divided equally

among the paths in its mask.

_ Fixed paths Guaranteed random pool Each primary outcome
Nin H1

W, E, S, or N 25%
Gudu H1 AorE 50%
Ishib W1 H2 A, W, E, orN 25%
Ensi W1 N1 H2 W, E, S, or N 25%
Kulullu Sage W2 A, W, S, orN 25%
Kuliltu Queen W1 N1 H2 A, W,S,orN 25%

The table describes recruitment probabilities, not a schedule. Gold, recruitment points, location,
survival, and the order of results still determine when a path exists.

Reading the Entu random paths

The pinned Entu record has W1 S2 H3, one guaranteed W/E/S/N level, and an independent 10%
second roll from the same four paths. The manual displays one ?1 marker and does not expose that
second field.

Portfolio result Probability per Entu

No second random level 90%
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Portfolio result

Second level matches the first path
Second level differs from the first path
A chosen named path appears at least once

A chosen named path appears twice

URUK | EDITION 30

Probability per Entu

2.5%
7.5%
26.875%

0.625%

A Water primary raises the fixed W1 to W2, while an Astral primary raises S2 to S3. Two matching
results can rarely produce W3 or S4. Earth and Nature begin from zero and can rarely reach level two

through two matching rolls.

Reading the Mashmashu random paths

The Mashmashu has fixed S3 N1. Its guaranteed one-level pool is A/W/E/S. The pinned record also
contains an independent 10% A/W/E/N level that the manual's single ?1 marker does not show.

Result family Probability

Primary Air, Water, Earth, or Astral

No secondary level

Any one of Air, Water, or Earth appears in at least one slot

Matching Air, Water, or Earth in both slots

Secondary Nature level

Primary Astral level

25% each

90%

26.875% for that named path

0.625% for that named path

2.5%, raising fixed N1 to N2

25%, raising fixed S3 to S4

The secondary pool does not contain Astral, and the primary pool does not contain Nature. No
Mashmashu result reaches the national S5 or A3 ritual threshold without another proved bridge.

Uruk native path boundary

Water

Earth

Astral

Nature

Air

Holy

Fire, Death, Glamour, Blood

W1 on Ishib, Ereshdingir, Ensi, Entu, Kulullu
King, and Kuliltu Queen; W2 Kulullu Sage;
several randoms

E1 Enkidu Shaman; several randoms

S1 Naditu and Ashipu, S2 Ereshdingir and
Entu, S3 Mashmashu; several randoms

N1 Gala, Ashipu, Ensi, Mashmashu, and Kuliltu
Queen; N2 Enkidu Shaman; several randoms

Random Gudu, Ishib, Mashmashu, Kulullu
Sage, or Kuliltu Queen

H1, H2, and capital H3 recruits

No recruitable mage

TheHoboKingdom | Published - 14 September 2026

Broad fixed access, but W2 E2 together is not
printed on a recruit.

Fixed E1 casts Summon Kusarikkus; higher
Earth depends on randoms, boosters,
empowerment, summons, or a Pretender.

Deep fixed access reaches S3; Call Apkallu
still requires S5.

Fixed N2 casts Herd of Buffaloes and forges
the restricted Nature crown.

No fixed recruit has Air, and no recruit
reaches A3 unaided.

Strong land and underwater priest depth, with
cost and recruitment-channel differences.

Require independents, a Pretender,

empowerment, summons, transformations, or
another proved bridge.
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The two heroes add deeper Water, Earth, Nature, and Holy access, but heroes are not repeatable
recruitment and are not assumed to arrive on schedule.

Uruk national ritual reconciliation

Requirem Cost Printed result
ent

Herd of Buffaloes Conjuration 3 8 Nature gems 5 or more Buffaloes
360 Summon Kusarikkus Conjuration 4  E1 4 Earth gems 2 Kusarikkus
361 Summon Ugallu Conjuration5 A3 24 Air gems 1 A3 Ugallu
362 Call Anzus Conjuration 7 W2 E2 4 Water gems 2 Anzus
318 Contact Scorpion Man Conjuration 8 E1F1 12 Earth gems 1 Scorpion Man
363 Call Apkallu Conjuration 8 S5 60 Astral pearls 1 A3 W3 E2 S4 N2 H2 Umu-apkallu

The six structured rows restrict to nation 66 and match the official Ur ritual table inherited by Uruk. 5+
Buffaloes remains a printed minimum; no extra-path scaling formula is inferred.

Uruk ritual access from repeatable mages

Every Enkidu Shaman directly qualifies for Herd of Buffaloes and Summon Kusarikkus. Other Earth or
Nature randoms may also qualify, but the fixed Shaman makes both early thresholds independent of
capital luck.

Summon Ugallu needs A3, while the recruitable portfolio reaches at most A2 on the rare matching
secondary results of Mashmashu, Kulullu Sage, or Kuliltu Queen and otherwise Al. Call Anzus needs
W2 E2 on one caster; no recruit has that fixed pair, and the pinned random combinations do not
produce both at level two unaided. Contact Scorpion Man needs Fire, which no recruitable mage
possesses. Call Apkallu needs S5; fixed S3 Mashmashu can reach S4 from its primary Astral result but
no pinned recruitable outcome reaches S5 unaided.

These are path-threshold statements. Boosters, empowerment, summons, a Pretender, or another
legal bridge can change them, but the chapter does not assume such a bridge exists before it is
named and funded.

Uruk capital and ritual gem economy

The capital's W1 E1 S2 N1 income directly funds the two accessible early rituals: Herd of Buffaloes and
Summon Kusarikkus. The same gems also compete with forging, battlefield use, site searching, and
later path development. Astral is the largest capital income but the S5 national ritual remains beyond
an unaided recruit.

Uruk receives no capital Air or Fire gems. Summon Ugallu therefore needs both a higher Air caster and
an Air treasury. Contact Scorpion Man needs a Fire caster even though its printed cost is paid in Earth
gems. Caster access and payment type must be recorded separately.

Uruk national item boundary
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Construction Printed properties Access boundary
and paths

Headdress of the Construction 5, N1

Strength +2; Retinue 1; nation

Many land mages qualify at N1;

Bull restricted the live retinue arrival and
replacement details remain
unresolved.

104 Dawn Fang Construction 9, E2 Magic Resistance +1, Affliction National rebate field is pinned; no
S1 Resistance 1, Awe +1, double recruit has fixed E2 S1.
damage against undead and
demons
184 Shield of the Construction 9, E2  Magic Resistance +1, Affliction Same E2 S1 and late-research
Dawn S1 Resistance 1, Fire Resistance +5, boundary.
Awe +1
216 Helmet of the Construction 9, E2  Magic Resistance +2, Affliction Same E2 S1 and late-research

Dawn S1 Resistance 1, Awe +1 boundary.

275 Armor of the Construction 9, E2 Hit Points +10, Magic Resistance Same E2 S1 and late-research

Dawn S1 +1, Affliction Resistance 2, Fire boundary.

Resistance +15, Awe +1

The four Dawn pieces carry Uruk national-rebate fields in the pinned item records. That establishes a
nation-specific discount marker, not the final live price after every modifier and rounding step. The
forge screen controls the displayed cost. The Headdress is restricted to a defined nation list that
includes Uruk rather than carrying the same rebate field.

Uruk national hero records

2433 Utnapishtim Favored of Enki N3 H2; sacred; inspirational penalty; pinned late-hero field 5

2965 U'an Apkallu W4 E3 N2 H3; Research +10; high leadership; pinned late-hero

field 10

The two national hero attributes identify powerful but non-repeatable access. No arrival probability,
arrival turn, guaranteed ritual bridge, or interpretation of the late-hero raw values is inferred.

Uruk patch reconciliation

No direct Uruk, Enkidu, Mushussu, Mashmashu, Ereshdingir, Kusarikku, Ugallu, Anzu, Apkallu, or
Buffalo name match was found in the official ledger through 6.36. No patch change is therefore
attached to the dossier's roster or national assets.

This negative ledger result is narrow. It confirms only that the collected official announcement text
contains no named match; it is not proof against undocumented changes or behaviour that can only
be observed in the current engine.

Uruk opening priorities

The opening should secure a commander, enough protected frontage for the nearby independent
weapons, and a research plan that uses recruitable mages without choking the troop queue. Enkidu
infantry cost sixteen gold each but differ sharply in resources, shield use, weapon, Morale, and
recruitment points. Exact expansion counts remain open because map generation, scales, formation,
bless, opposition, and combat rolls change them.
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Non-fort Enkidu Shamans and Warriors let productive provinces contribute before a fort is built. The
Shaman's E1 N2 gives immediate ritual and research-path value, but Research -4 means its best job
may be site searching, forging, ritual work, or battlefield support rather than remaining in a
laboratory.

Uruk recruitment packages to evaluate from reports

Shielded Enkidu line

Spearmen and Soldiers provide shielded bodies at two armour levels. Select the heavier Soldier only
when its extra protection is worth eight more resources and higher encumbrance. A mundane Enkidu
Commander keeps the mage queue separate from troop leadership.

Enkidu missile group

Archers and Heavy Archers use longbows with Strength 15. The heavier profile trades eight resources
and mobility for protection. Missile range and damage still depend on current rules, while target
armour, shields, weather, precision, and friendly positioning decide battlefield value.

Capital sacred reserve

Maidens of the Moon provide protected sacred infantry, while one Mushussu Charioteer can be added
per month. These are distinct pieces: the Maiden is a costly spear infantry profile, while the Charioteer
depends on a separate trampling and poison-capable mount. Bless, formation, friendly size, and
rider-and-mount outcomes remain case-specific.

Distributed province group

Enkidu Warriors can be recruited outside forts and paired with local Enkidu Shamans. This turns
otherwise undeveloped provinces into replacement and support points. It does not remove local
resource limits, travel time, vulnerability, or the need for leadership.

Kulullu underwater group

Kulullu and Kulullu Soldiers provide two resource levels, while the Commander, King, Sage, and Queen
supply command, priesthood, research, and magic. This is a real underwater recruitment branch, but
moving land assets into it or emerging onto land remains a separate logistics problem.

Uruk research response tree

Branch A: early Conjuration

Conjuration 3 opens Herd of Buffaloes for every Enkidu Shaman. Conjuration 4 adds Summon
Kusarikkus from the same fixed E1 N2 chassis. The branch converts separate Nature and Earth
treasuries into large tramplers or sacred magical guardians, but the printed Buffalo count is variable
and battlefield performance remains untested here.
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Branch B: Astral control and support

Naditu and Ashipu provide S1, Ereshdingir and Entu provide S2, and Mashmashu provides S3 before
randoms. Research should be selected around a named control, protection, or resistance problem.
Deep Astral access does not by itself supply bodyguards, safe spell range, fatigue management, or a
legal S5 ritual caster.

Branch C: Nature and Earth support

Gala and several mixed mages provide N1, while the province Shaman guarantees E1 N2. This branch
can combine buffs, protection, recovery support, site searching, the Headdress, and the first two
national summons. Its value depends on which spells answer the actual enemy and whether the
caster can reach the army.

Branch D: path bridges and late national assets

Later goals include A3 for Ugallu, W2 E2 for Anzus, E1 F1 for the Scorpion Man, S5 for the
Umu-apkallu, and E2 S1 for the Dawn items. None is an automatic recruitable threshold. Each project
should name the booster, empowerment, hero, summon, Pretender, or other bridge; the research,
gems, and mage turns; and the force that will use the result.

Uruk battlefield packages

Shielded line with mixed priest support

Enkidu Spearmen or Soldiers hold the line while an Ishib, Ereshdingir, Ensi, or another selected
mage-priest supplies the script. A mundane commander handles leadership. The package still needs
an answer to armour, fatigue, flanks, and spells that can strike its large formations.

Province force with Shaman support

Warriors recruited outside forts can assemble near a threatened route while Shamans add fixed Earth
and Nature access. The package is useful for distributed defence and replacement, but low
infrastructure and travel can leave it fragmented.

Capital sacred and chariot force

Maidens provide the stable sacred line and the monthly Mushussu adds a mobile shock piece. Entu
can supply H3 and selected magic. The package is expensive in capital resources and commander
time, and the mount's Trample, Fear, poison, attacks, and survival must not be collapsed into the
rider's profile.

Underwater Kulullu force

Kulullu Soldiers provide the armoured line while a King commands and a Sage or Queen supplies
magic. The force should be planned within the underwater roster first. Mixed-domain movement,
retreat, supply, and combat outcomes remain open rather than being inferred from Amphibious tags
alone.
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Uruk Pretender families

What it solves What it must not conceal

Economy and infrastructure

Fire bridge

Air bridge

Earth-Astral bridge

Sacred design

Awake expander

Funds 900-gold temples, fortified cities,
capital mages, and resource-heavy troops

Opens Contact Scorpion Man and Fire
searching or forging absent from recruits

Reaches the A3 Ugallu threshold without
relying on a future random ladder

Supports the E2 S1 Dawn set and can help the
W2 E2 or S5 projects

Supports Maidens, sacred mages, Kusarikkus,

Ugallu, and other sacred summons

Supplies early independent-taking power while
other queues develop

Uruk matchup and failure matrix

Massed light infantry

Heavy armour

Armour-piercing or armour-negating

damage

High Defence, ethereal, or Glamour

targets

High Magic Resistance or mindless units

Fast flankers and flyers

Raids and dispersed pressure

Underwater objectives

Large shielded lines, high-Strength
arrows, Buffaloes, Kusarikkus, and
target-specific area magic

High Strength, axes, Earth or Astral
support, fatigue, summons, and
armour-answering magic

Spacing, resistance, disruption,

summons, and a different line profile

Area effects, magic weapons, attack
support, Spirit Sight summons, and
control

non-MR effects

Guards, reserves, dispersed mages, and

protected routes

Scouts, province Warriors and Shamans,

local forts, and replacement
commanders

Kulullu recruitment, underwater

commanders, and a separate logistics

plan

Monthly Uruk audit

Is each queue limited by gold, resources, recruitment points, location, or travel time?

Are non-fort Shaman and Warrior provinces being used without leaving them undefended?

Does the current troop mix answer the reported weapons, protection, numbers, size, and terrain?

Is a mundane commander available so a mage can keep its research, ritual, or battle job?

Has every random mage been labelled by final displayed paths before receiving a task?

Are Water, Earth, Astral, Nature, Air, and Fire treasuries being treated separately?

Does each national ritual have a legal caster, research level, gem budget, commander, and delivery

route?
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Income does not create capital turns or
remove local resource limits.

A path without Fire gems, research, and
delivery remains incomplete.

Air income and the 24-gem ritual cost still
need a plan.

Construction 9 and national rebates do not
make the items early.

Most Enkidu troops and the Mushussu rider
are not improved merely by being in the same
army.

Afflictions, counters, and delayed scales can
erase the gain.

Paying capital prices for work ordinary
Enkidu can perform.

Assuming spears or longbows solve
every protection level.

Treating mundane Protection as
universal defence.

Assuming size or Strength answers
unrelated defensive mechanics.

Building the battle around one Astral
resistance check.

Leaving expensive Entu or Mashmashu in
an open rear cluster.

Keeping every useful commander and

mage in the capital.

Treating an underwater roster as proof
that a land army crosses domains
cleanly.
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Are the capital's four recruitment points being divided deliberately among Entu and Mashmashu?
Is the monthly Mushussu limit being treated as a slow reserve rather than a mass-recruitment line?
Does any underwater operation have its own commanders, supply, movement, retreat, and
replacement plan?

Uruk unresolved evidence boundary
The following claims remain open:

exact expansion-party ranges for Enkidu infantry, missile groups, Maidens, and Mushussu Charioteers;
live 6.36 confirmation of the Entu and Mashmashu secondary random fields, which the manual does
not display;

exact Call God recall advantage and its interaction with current priest commitment;

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

rider, Mushussu, Trample, Fear, poison, dismount, and separate-target outcomes under specific
attacks;

underwater movement, supply, retreat, and battle outcomes for mixed Uruk and Kulullu forces;

the variable scaling behind Herd of Buffaloes beyond its printed minimum;

live discounted costs of the Dawn set and the Headdress retinue's arrival and replacement behaviour;
hero arrival timing and the meaning of the pinned late-hero values;

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 cfac4311bcOb58053b8dead7bffbcO36badbd5dc, 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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