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Middle Age C'tis: Miasma

C'tis one-page command brief
Middle Age C'tis combines cheap lizard infantry, slave troops, sacred capital guards, large Sobek
warriors, strong priests, Nature and Death magic, and a dominion that changes the land around it. Its
two capital sites produce five gems each month and unlock separate sacred, Sobek, poison, and
commander lines. The Marshmaster supplies the nation's main repeatable magical depth, while the
Lizard Shaman, Empoisoner, and priest hierarchy cover narrower jobs.

The basic plan is:

• use ordinary infantry and slaves for replaceable line work instead of spending every capital resource
on elite troops;

• reserve capital recruitment for Poison Slingers, Swamp Guards, Sobek bodies, and Empoisoners when
their specific jobs matter;

• record every Marshmaster's final paths before assigning research, searching, forging, summoning, or
battle duty;

• use mundane commanders for ordinary leadership so expensive mage and priest turns remain
available;

• treat Miasma as a strategic environment with documented qualitative effects, not as a licence to
invent percentages or disease timing;

• connect Conjuration research to the actual caster and gem treasury, especially for Sacred Crocodile,
Monster Toads, Couatl, and the externally gated Scorpion Man;

• protect additional forts and laboratories so the nation can replace researchers, priests, and field mages
outside the capital.

C'tis converts heat, swamps, dominion, gold, recruitment, gems, and mage-turns into a war plan. Its
main risks are slow troops, cold-blooded fatigue, dependence on a small mage portfolio, and the
temptation to treat Miasma or poison resistance as a complete answer to an enemy army.

C'tis evidence and ruleset
This chapter covers unmodded Middle Age C'tis on the Book I 6.36 live baseline. The revision-2 official
manual controls the player-facing roster, costs, recruitment limits, printed paths, Miasma description,
and national ritual table. Nation ID 75, random masks, capital sites, spell restrictions, the Jade Mask
restriction, and hero assignments are cross-checked against the pinned 6.35 Inspector export at
commit cfac4311bc0b58053b8dead7bffbc036ba9bd5dc.

The sources do not prove exact Miasma income percentages, disease-check timing, terrain-conversion
probability, hosting order, cold-blooded fatigue outcomes, summon behaviour, assassin results, hero
timing, or battle performance. Those remain unresolved. No runtime test, replay, save, or new test
asset was used for this dossier.

C'tis conversion chain
heat preference, ordinary troops, capital specialists, Miasma, and five capital gems
-> provinces, protected forts, temples, laboratories, and dominion coverage
-> labelled Marshmasters, Shamans, Empoisoners, and priest turns
-> research, searching, Conjuration, forging, and battlefield support
-> surviving armies, replacement capacity, sieges, claims, and hostile economic pressure
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The fragile arrows are cold, movement, capital congestion, mage-turn competition, and incomplete
knowledge of Miasma's exact live calculations. A special dominion shapes the board, but it does not
replace scouting, troop matching, logistics, or a reserve.

C'tis national rules that shape planning
Rule or asset Source-backed fact Planning consequence

Heat preference The race summary prefers Heat +2; Pretender
design has a Heat limit of +1.

Cold provinces create a documented fatigue
concern for cold-blooded troops, but exact battle
loss is not assumed.

Thick hides The manual describes the lizard races as
naturally protected.

Low-resource troops are not unarmoured
humans, yet their full durability still depends on
the attack faced.

Poison resistance Ordinary C'tissians carry partial poison
resistance; several capital records carry more.

Poison is part of the roster's identity, not
universal immunity.

Miasma Dominion changes non-sea land, harms
outsiders, and favours C'tis economically.

Dominion placement matters strategically, but
exact modifiers and timing remain unresolved.

Underwater exception Underwater provinces are not affected by
Miasma's special effects.

Water borders and disciples must not be
analysed as though the land rule applied
unchanged.

Two capital sites The Temple Marsh and Empoisoners Guild divide
capital recruitment and produce W1 D2 N2 gems
in total.

Capital queues and five monthly gems must be
tracked separately.

Strong priests Recruitable H1, H2, and H3 priests are verified. Temple work and sacred leadership are available
without pretending every priest is also a
researcher.

Miasma evidence boundary
The manual states that C'tis dominion brings heavy rain, turns non-sea land into swamps or drip
caves, slightly increases income in provinces owned by C'tis, and severely reduces income in enemy
provinces. Warm-blooded beings without Swamp Survival are subject to disease. The Pretender and
sacred units are described as immune; disciples otherwise suffer the enemy treatment. Underwater
provinces are excluded.

Those statements establish direction, eligibility, and broad strategic pressure. They do not establish
the numeric income modifiers, how frequently disease is checked, whether all changes occur in the
same hosting step, the probability or rate of terrain conversion, or every interaction with ownership
changes and allied armies. This dossier uses Miasma to frame decisions while keeping those
calculations open.

C'tis capital sites and gem economy
Site ID Verified fields

The Temple Marsh 62 W1 D2 N2; Swamp Guard, Sobek Warrior, Sobek Sacred Guard, and
Sobek General recruitment records

Empoisoners Guild 12 Empoisoner and Poison Slinger recruitment records
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The sites supply one Water, two Death, and two Nature gems each month. This directly funds several
national Conjuration branches, but not Contact Scorpion Man's Earth cost. Site membership
establishes legal capital recruitment, not the order in which those units should consume the queue.

Complete C'tis commander membership
Commander Gold Resources Rec points Verified recruitment

Taskmaster 40 2 1 Forts

Commander of C'tis 55 15 1 Forts

Lizard Lord 95 21 1 Forts

Hierodule 40 1 1 Forts

High Priest of C'tis 115 1 2 Forts

Lizard King 340 5 4 Forts

Lizard Shaman 125 2 2 Forts

Marshmaster 330 1 2 Forts

Sobek General 200 31 1 Capital only

Empoisoner 125 6 2 Capital only

Ten commander records reconcile. The ordinary forts can recruit the complete priest ladder and both
non-capital mage families. The capital adds the Sobek General and Empoisoner, so using that queue
for specialist commanders has an opportunity cost even before troops are considered.

C'tis commander jobs
Commander Source-backed role Important limit

Taskmaster Cheap leader with Taskmaster +2 Slave morale interaction and final rout outcomes
remain battle questions.

Commander of C'tis Leadership 75 conventional commander Resource cost competes with protected troops.

Lizard Lord Leadership 100 protected commander More expensive than the ordinary commander
and has no magic.

Hierodule Cheap H1 priest Low leadership and no research path limit
broader use.

High Priest of C'tis H2 priest and modest leader Two recruitment points and 115 gold compete
with mages.

Lizard King H3 priest with leadership 150 Four recruitment points and 340 gold make
routine command expensive.

Lizard Shaman S1 N1 sacred mage-priest Narrow fixed paths and two recruitment points
constrain volume.

Marshmaster W1 D2 N2 random mage with undead leadership Every turn spent outside research or magic
carries a large opportunity cost.

Sobek General Sacred, protected capital commander with
Taskmaster

Capital-only and resource-heavy.

Empoisoner Stealthy D1 N1 assassin with poison weapons Assassination, patience, poison, and survival
outcomes remain unresolved.
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Complete C'tis troop membership
Troop Gold Resources Rec points Verified recruitment

Militia 7 2 5 Forts

C'tissian Heavy Infantry 10 15 11 Forts

City Guard 10 10 11 Forts

C'tissian Light Infantry 10 5 11 Forts

Runner 12 2 7 Forts

Slave Warrior 13 3 8 Forts

Falchioneer 13 17 18 Forts

Elite Warrior 15 9 9 Forts

Poison Slinger 24 6 32 Capital only

Sobek Warrior 30 34 13 Capital only

Swamp Guard 19 21 22 Capital only, sacred

Sobek Sacred Guard 55 37 33 Capital only, sacred, maximum two per month

Twelve troop records reconcile. The capital-only group contains four distinct jobs rather than one
obvious default: poison missiles, a large protected Sobek body, a smaller sacred guard, and a very
expensive limited Sobek sacred.

C'tis troop jobs
Troop Source-backed role Important limit

Militia Very cheap spear body Low Morale and combat skill restrict independent
use.

Heavy Infantry Protected spear line Resources and cold-blooded encumbrance can
limit sustained fighting.

City Guard Middle protected spear line Does not carry the Heavy Infantry's full armour.

Light Infantry Mobile spear-and-javelin profile Lower protection exposes it to missiles and
contact.

Runner Fast spear-and-bite body Low protection and Morale make speed alone
insufficient.

Slave Warrior Trident-and-bite slave profile Needs suitable leadership and should not be
treated as ordinary morale.

Falchioneer Ambidextrous two-falchion attacker Recruitment and resource demand are high for a
non-sacred body.

Elite Warrior Better-skilled trident infantry Moderate protection still leaves matchup
dependence.

Poison Slinger Capital poison missile specialist High recruitment-point cost and live poison results
need target evidence.

Sobek Warrior Large, heavily protected capital fighter Thirty-four resources and capital dependence
constrain replacement.

Swamp Guard Sacred protected falchion line Capital-only and recruitment-point heavy.

Sobek Sacred Guard Large sacred halberd body Fifty-five gold, thirty-seven resources, thirty-three
points, and a two-per-month limit prevent mass
assumptions.
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C'tis capital queue doctrine
The capital supplies four troop specialists and two commander specialists. Poison Slingers compete
with sacred and Sobek production through recruitment points. Sobek Warriors and both sacred guards
also consume substantial resources. Empoisoners consume mage-capable commander turns, while
Sobek Generals occupy the same capital commander system.

A useful capital plan therefore begins with the job required: poison delivery, sacred staying power,
large protected bodies, specialist assassination, or capital leadership. The answer changes with
resources, bless value, enemy composition, and the number of non-capital forts already producing
Marshmasters and Shamans.

Reading the Marshmaster random paths
Every Marshmaster begins W1 D2 N2. The pinned record adds one guaranteed level from Water,
Astral, Death, or Nature, then an independent ten-percent second level from the same four-path pool.

Final addition Probability

No named path among either roll 73.125% for any one chosen W/S/D/N path

Exactly one level in a chosen path 26.25%

Two levels in the same chosen path 0.625%

Any second random level occurs 10%

Second roll repeats the first path 2.5% overall

Second roll adds a different path 7.5% overall

A chosen path appears at least once with probability 26.875%. Several recruits can still miss it, and
the 330-gold cost means probability should be used for portfolio planning rather than an assumed
delivery turn.

Marshmaster final-path portfolio
Primary result Ordinary final paths before the second roll Primary probability

Water W2 D2 N2 25%

Astral W1 S1 D2 N2 25%

Death W1 D3 N2 25%

Nature W1 D2 N3 25%

The second roll can deepen the same path or add one of the other three. Rare W3, S2, D4, or N4
outcomes exist at 0.625% for each named path. They are possible assets, not infrastructure that a
plan may assume before recruitment.

C'tis native path boundary
Path Repeatable recruitable access Boundary

Fire None Requires Pretender, independent, summon,
empowerment, or another verified bridge.
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Path Repeatable recruitable access Boundary

Air None Requires an external bridge.

Water Marshmaster W1; random depth to W2 or rarely W3 Sacred Crocodile requires W2.

Earth None Contact Scorpion Man requires both Earth and Fire.

Astral Lizard Shaman S1; random Marshmaster S1 or rarely S2 Shaman already meets Contact Couatl's Astral
requirement.

Death Empoisoner D1; Marshmaster D2, random D3 or rarely
D4

Native strength is repeatable but concentrated in
Marshmasters.

Nature Shaman and Empoisoner N1; Marshmaster N2, random
N3 or rarely N4

Every Marshmaster meets Monster Toads' N2
requirement.

Glamour None Requires an external verified bridge.

Blood None Requires an external verified bridge.

Holy Hierodule H1, High Priest H2, Lizard King H3, Shaman
H1

Strong priest access is separate from research magic.

C'tis national ritual reconciliation
Ritual Level Requirement Cost Printed result

Sacred Crocodile Conjuration 4 N2 W2 1 Nature gem one Sacred Crocodile

Summon Monster Toads Conjuration 5 N2 5 Nature gems three Monster Toads

Contact Couatl Conjuration 7 N1 S1 40 Nature gems one Couatl

Contact Scorpion Man Conjuration 8 E1 F1 12 Earth gems one Scorpion Man

The manual and pinned nation restrictions agree on all four records. The table proves printed
requirements, costs, and results. It does not prove summoned forms, item slots, command behaviour,
battle performance, or later path access beyond the printed unit description.

C'tis ritual access ladder
Access class Ritual Repeatable route

Every Marshmaster Summon Monster Toads Fixed N2

Water-random Marshmaster Sacred Crocodile W2 plus fixed N2; 26.875% have at least one added
Water level

Every Lizard Shaman Contact Couatl Fixed S1 N1

External Fire-and-Earth bridge Contact Scorpion Man No recruitable C'tis mage has Fire or Earth

Caster access must be joined to research, the correct gem type, a laboratory, and a free mage-turn.
Contact Couatl is legally easy for the Shaman but costs forty Nature gems; Contact Scorpion Man has
a modest cost but no native caster.



DOMINIONS 6 NATION DOSSIER C'TIS | EDITION 30

TheHoboKingdom | Published - 14 September 2026 Page 10

C'tis national item: The Jade Mask
The Jade Mask is item ID 226, a Construction 9 helmet requiring D6 N3 and twenty Death gems. The
manual lists Death Magic +2, Magic Resistance +3, regeneration, poison resistance, fear, darkvision,
and Rigor Mortis. The pinned item row restricts it to the three C'tis nation IDs 27, 75, and 113 and
records no national rebate.

The restriction does not create the D6 N3 forger. A rare Marshmaster can reach D4 or N4, but no
recruitable result supplies the complete threshold alone. Any forging plan must show the exact
boosters, empowerment, summon, hero, Pretender, or other bridge rather than treating a national
artifact as automatically available.

C'tis hero records
Fixed name Unit name Verified magic Boundary

Niklatu Lizard Hero none Hero record only

Murmur Guild Master D3 N3 Pinned late-hero value 5; timing unresolved

Kabti'ili Ancient Shaman S2 N2 H1 Hero record only

Nakhtun Eshash Sobek High Priest H3 Hero record only

Atun Shar Sobek Sauromancer W2 D3 N2 Pinned late-hero value 5; timing unresolved

These records can widen a particular game's priest and magic portfolio, but none belongs in a
schedule that must work every game. The raw late-hero field is not translated into an arrival formula
without a current authoritative explanation.

C'tis patch reconciliation
The current baseline is Dominions 6.36, released on 17 August 2026. The retained official ledger
contains no directly named correction for C'tis, Miasma, Marshmaster, Empoisoner, Sobek, or the Jade
Mask 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.

C'tis opening priorities
1 Check whether the first recruitment bottleneck is gold, resources, recruitment points, or commander

turns.
2 Match spear lines, javelins, slaves, dual weapons, or elites to the reported province instead of

defaulting to one unit.
3 Use ordinary commanders for expansion leadership where their capacity is enough.
4 Label every Marshmaster by final paths immediately.
5 Build additional mage recruitment so research and field support do not remain capital-dependent.
6 Track Water, Death, and Nature gems separately even though the capital provides all three.
7 Maintain a reserve for raiding, cold-weather problems, or replacement of slow armies.

These are planning controls, not tested expansion scripts. Exact party sizes, formations, scripts, target
order, and casualty ranges remain open.
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C'tis recruitment packages to compare

Cheap spear screen
Militia, Light Infantry, City Guard, and Slave Warriors provide several prices and levels of protection.
They can cover space while expensive mages remain behind the line. Morale, leadership, cold, and the
enemy's damage profile decide which mixture survives.

Protected infantry line
Heavy Infantry, City Guard, Falchioneers, and Elite Warriors trade more resources or recruitment
points for armour, attacks, or skill. They should be compared against the local resource ceiling rather
than assumed superior because their individual profile is stronger.

Capital sacred group
Swamp Guards and Sobek Sacred Guards convert the capital, resources, recruitment points, and any
useful bless into sacred force. The larger Sobek is limited to two per month and costs heavily in every
queue. A bless should be judged against the actual number and role of sacreds that can be delivered.

Sobek line
Sobek Warriors and Sacred Guards provide large, well-protected bodies with strong attacks. Their
cost, size, resource demand, movement, fatigue, and replacement route matter as much as their raw
durability.

Poison pressure group
Poison Slingers and Empoisoners create ranged or covert poison threats. Poison resistance, missile
accuracy, target selection, friendly exposure, assassin battles, and the exact effect sequence remain
matchup and runtime questions.

C'tis research response tree

Branch A: national Conjuration opening
Conjuration 4 and 5 unlock Sacred Crocodile and Monster Toads. Every Marshmaster can cast the toad
ritual; a Water-random Marshmaster reaches the crocodile threshold. The branch uses Nature gems
and should be compared against site searching and other Nature expenditure.

Branch B: Couatl bridge
Conjuration 7 unlocks Contact Couatl. Every Lizard Shaman has N1 S1, so the caster is repeatable
even though the forty-gem cost is substantial. The summoned Couatl's printed paths can widen the
portfolio, but its live strategic and battlefield behaviour remains untested here.

Branch C: high Conjuration and external paths
Conjuration 8 unlocks Contact Scorpion Man at E1 F1. C'tis has neither path on a recruitable mage.
Researching the ritual before documenting a legal caster and Earth treasury creates a dead endpoint.
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Branch D: Death and Nature support
Marshmasters naturally support Death and Nature research families, while Empoisoners and Shamans
cover lower thresholds. The useful school depends on the opponent: protection, fatigue, undead,
battlefield control, resistance, and troop survival all change the answer.

Branch E: Construction and path bridges
Construction can convert W/S/D/N access into generic items and later support the Jade Mask chain.
The artifact itself sits at Construction 9 and D6 N3, so the forge plan must be written as a sequence of
actual path gains and costs rather than a nation label.

C'tis battlefield packages

Infantry line with Marshmaster support
Ordinary spear or elite infantry holds space while a labelled Marshmaster casts from its actual
W/S/D/N paths. A mundane commander handles leadership where possible. Cold, fatigue, friendly
exposure, and enemy attack type determine which support package is legal and useful.

Sacred capital force
Swamp Guards and Sobek Sacred Guards form a smaller premium line under priest support. The
package includes capital recruitment, resource limits, bless value, H1-H3 availability, and replacement
time. Sacred status does not prove that the line fits every opponent.

Sobek striking group
Sobek Warriors or sacred guards provide large protected bodies for a chosen point of contact.
Frontage, weapon reach, defence, fatigue, enemy armour answers, and route speed can all turn high
individual statistics into poor conversion.

Poison and harassment package
Poison Slingers pressure at range while Empoisoners threaten commanders or isolated targets. This
package is evidence-sensitive: poison resistance, patrols, bodyguards, scripts, accuracy, and
assassination resolution must be checked rather than assumed.

C'tis information and pressure network
C'tis has no recruitable scout named in its national commander table, so ordinary independent
scouting and other verified sources remain important. Empoisoners supply stealth and assassination,
but using a 125-gold capital mage as an information tool carries queue and survival costs.

Miasma adds territorial pressure by changing the environment of dominion-covered land. That
pressure does not reveal enemy orders or replace reports. The safe information plan layers scouts,
province reports, reserves, and protected commanders while keeping unverified disease and
conversion timing outside operational promises.
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C'tis Pretender families
Family What it can solve What it must not conceal

Fire and Earth bridge Makes Contact Scorpion Man legally reachable
and can add missing site-search paths

A caster does not create an Earth treasury or
Conjuration 8.

Jade Mask forger Supplies high Death/Nature or a shorter
booster chain

Construction 9, twenty Death gems, and exact
path steps still matter.

Economy and infrastructure Funds forts, laboratories, temples,
Marshmasters, and capital elites

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

Sacred support Improves the limited capital sacred line The strongest sacred is capped at two per
month and remains capital-only.

Awake expansion body Reduces pressure on the slow early roster Performance depends on map, scales, bless,
chassis, and opponent evidence.

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

C'tis matchup and failure matrix
Enemy problem First answer to examine Avoid

Massed light units Protected line, dual attacks, poison pressure,
summons, and reachable area effects

Spending the entire capital queue on a tiny
elite group.

Heavy armour Falchioneers, Sobek attacks, buffs, fatigue,
poison where relevant, and armour-answering
magic

Assuming spears and slings solve protection
unaided.

Cold pressure Resistance, fatigue control, shorter battles,
alternative bodies, and route choice

Treating cold-blooded as flavour text.

Poison-resistant enemies Conventional damage, magic, sacreds, and
non-poison summons

Building the whole battle plan around Poison
Slingers.

Fast flankers or flyers Guards, reserves, layered lines, and mage
spacing

Leaving Marshmasters exposed behind slow
infantry.

Undead or lifeless forces Priests, Death/Nature options, suitable
summons, and physical damage

Assuming disease or poison affects every
target.

Dominion resistance Temples, priests, strategic concentration, and
ordinary economic strength

Treating Miasma as guaranteed control
without candles.

Raiding Scouts, reserves, forts, and distributed
recruitment

Depending on one slow capital army to answer
every incursion.

Monthly C'tis audit
• Is each fort limited by gold, resources, recruitment points, or commander turns?
• Is the capital queue producing a specific specialist rather than merely the most expensive record?
• Is every Marshmaster labelled by final paths?
• Are mundane commanders handling work that does not require magic or priesthood?
• Are Miasma claims still limited to the exact qualitative evidence available?
• Are Water, Death, and Nature gem balances tracked separately?
• Does every national ritual have research, a legal caster, the correct gems, a laboratory, and a free

mage-turn?
• Are heroes and rare double-randoms excluded from schedules that must be repeatable?
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• Are cold, movement, supply, fatigue, poison resistance, and replacement routes checked before
battle?

• Has any pinned 6.35 field been kept separate from current observed behaviour?

C'tis unresolved evidence boundary
The following remain open:

1 exact Miasma income increases and reductions, eligibility, rounding, and stacking;
2 disease-check frequency, hosting order, resistance, immunity, and ownership-change interactions;
3 swamp and drip-cave conversion rate, selection, timing, and interface display;
4 live 6.36 Marshmaster random-path presentation and timing;
5 exact cold-blooded fatigue outcomes across temperature, battle length, and unit profiles;
6 expansion-party sizes, formations, scripts, and casualty ranges;
7 Poison Slinger and Empoisoner targeting, poison, assassination, patience, and survival outcomes;
8 summoned-unit forms, magic, slots, leadership, and strategic-order behaviour;
9 hero arrival timing, late-hero field semantics, and live special behaviour;
10 the complete legal Jade Mask forging chain and final costs under combined modifiers;
11 disciple, allied-army, and underwater edge cases beyond the manual's explicit wording;
12 specific Pretender designs, blesses, matchups, and map performance;
13 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 C'tis nation pages, Miasma, national rituals, forging, and fort

construction.
• Illwinter official patch history through 6.36. No C'tis, Miasma, Marshmaster, Empoisoner, Sobek, or Jade

Mask correction is inferred from a negative ledger search.

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

data update; used for nation identity, roster membership, random masks, capital sites, ritual
restrictions, the Jade Mask restriction, and hero records.

Interpretation boundary
Roster entries, printed costs, paths, site income, ritual requirements, and pinned metadata are source
facts. Openings, recruitment packages, research branches, force packages, Pretender families, and
matchup responses are strategy. Exact Miasma income, disease checks, terrain conversion and
hosting order, cold-blooded fatigue, summon forms, hero timing, assassination, and combat outcomes
remain unresolved.
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