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Middle Age Shinuyama: Land of the
Bakemono

Shinuyama one-page command brief
Middle Age Shinuyama combines very cheap Bakemono, stealthy bandits, amphibious Kappa, heavily
armed Dai Bakemono, large O-bakemono, assassins, and three recruitable mage families using Fire,
Water, Earth, Death, Nature, and Holy magic. Its capital site produces five gems each month,
weighted toward Death. The nation has no sacred troop line in the manual, but it has an unusually
large catalogue of twenty-one national Conjuration rituals.

The basic plan is:

• use the cheap Bakemono records for bodies, missiles, and terrain recruitment without pretending that
low price removes their Morale and protection limits;

• add Dai Bakemono or O-bakemono when their higher gold, resources, and recruitment points answer a
specific target;

• use highland and mountain forts to spread the three named Bakemono commander lines and light
troop production;

• use Kappa recruitment from land or underwater forts when amphibious access matters;
• record every Shaman, Uba, and Sorcerer's final paths before assigning research, forging, site

searching, ritual, or battle duty;
• separate the Nature and Air ritual plans from the capital gem income, which supplies neither path;
• treat summons as a ladder of specific bodies and mages, not one automatic late-game solution.

Shinuyama's main strategic problem is conversion. It has broad recruitable magic and a deep summon
catalogue, but many rituals require Air or Nature gems the capital does not produce, a random path,
or a high threshold reached by only a small share of very expensive Sorcerers. A successful plan joins
the roster, actual mage results, research, gems, commander time, and delivery into one package.

Shinuyama evidence and ruleset
This chapter covers unmodded Middle Age Shinuyama on the Book I 6.36 live baseline. The revision-2
official manual controls the player-facing roster, costs, terrain recruitment, printed paths, nation
summary, capital site, and ritual table. Nation ID 70, site ID 106, random masks, hero assignments,
spell restrictions, and the absence of national item rows are cross-checked against the pinned 6.35
Inspector export at commit cfac4311bc0b58053b8dead7bffbc036ba9bd5dc.

The sources do not prove the exact cave-fort bonus, mountain rebate calculation, current
random-path display, variable summon rolls, retinue or shape behaviour, assassin outcomes, hero
timing, or battle performance. Those remain unresolved. The official 6.08 ledger carries a
Shinuyama/Caelum spell-assignment correction, but its abbreviated metadata is not expanded into
guessed wording. No runtime test, replay, save, or new test asset was used for this dossier.
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Shinuyama conversion chain
cheap terrain recruits, large Bakemono, Kappa, and five capital gems
-> provinces, cave or mountain recruitment centres, and protected laboratories
-> labelled Shaman, Uba, and Sorcerer path portfolios
-> research plus separate Fire, Water, Earth, Death, Nature, and Air budgets
-> national summons, battlefield support, mobility, and magical path expansion
-> surviving forces, replacement capacity, sieges, and claims

The fragile arrows are Morale, infrastructure, gem mismatch, and mage cost. A 545-gold Sorcerer
cannot simultaneously research, search, forge, summon, and lead a ritual plan. Cheap troops do not
solve that commander-turn bottleneck.

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

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

The extra design range is not a recommendation
to take it.

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

Research value must be considered with the
entire economy and design.

Primitive Forts Shinuyama uses the primitive fort family. Construction time, administration, defence, and
recruitment capacity should be checked rather
than assumed equal to standard forts.

Cave-fort economy The manual states that cave forts provide extra
gold and resources.

Cave placement can matter, but the exact
calculation remains unresolved here.

Mountain rebate The manual states that lesser Bakemono are
rebated in mountains.

The live eligible set and displayed amount must
not be inferred from the summary alone.

No sacred troops The manual explicitly states that Shinuyama has
no sacred troop line.

A bless should justify its commanders, summons,
or Pretender rather than assuming a mass
sacred army.

Many national summons Twenty-one national Conjuration records are
confirmed.

Conjuration offers breadth, but each ritual still
needs research, caster, gems, a mage-turn,
command, and delivery.

Mount Shinuyama and the capital economy
Mount Shinuyama is capital site ID 106. The pinned row carries F1, W1, E1, and D2 gem fields,
producing five gems per month. It does not produce Air or Nature gems even though ten of the
twenty-one national rituals use Air or Nature as their first path and therefore consume those gems.

The opening ledger should track each path separately. Death supports the largest portion of the
summon ladder; Fire, Water, and Earth each fund narrower branches. Air and Nature require site
searching, trade, events, Pretender support, or another documented source before their rituals
become repeatable purchases.

Complete Shinuyama commander membership
Commander Gold Resources Rec points Verified recruitment

Bakemono Scout 30 7 1 Forts; all highlands and mountains

Noppera-bo 150 5 1 Forts

Bandit Leader 60 16 1 Forts
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Commander Gold Resources Rec points Verified recruitment

Bakemono Chief 60 8 1 Forts; all highlands and mountains

Kappa Chief 70 1 1 Land and underwater forts

Bakemono General 115 27 1 Forts

Shuten-doji 150 1 1 Forts

Bakemono Shaman 115 1 2 Forts; all highlands and mountains

Uba 190 1 2 Forts

Bakemono Sorcerer 545 2 4 Forts

Ten commander records reconcile. The ordinary roster does not contain a capital-only mage, so
additional forts can recruit all three mage families. Terrain access still differs: highlands and
mountains add Scout, Chief, and Shaman recruitment, while underwater forts add Kappa Chief
recruitment rather than the full land roster.

Shinuyama commander jobs
Commander Source-backed role Important limit

Bakemono Scout Cheap stealth reconnaissance with short bow Scouting does not itself establish report detail or
survival.

Noppera-bo Stealthy, fear-causing assassin with Spirit Sight Assassin and detection outcomes remain
engine-dependent.

Bandit Leader Stealthy leader with Pillage bonus Pillaging has diplomatic and economic costs as well
as immediate output.

Bakemono Chief Cheap terrain-accessible leader Leadership 50 limits the size of forces it can carry.

Kappa Chief Amphibious commander with recuperation Underwater access does not prove combat
suitability in either environment.

Bakemono General Leadership 100 conventional commander Gold and resources compete with the troop line.

Shuten-doji Supernatural leader with Sleep Aura,
invulnerability, and mixed leadership

Aura, protection, and life-drain outcomes require
matchup evidence.

Bakemono Shaman H1 random mage and terrain recruit Research penalty and one random level constrain
efficiency and certainty.

Uba W1 D1 N1 random mage with strong undead
leadership

No Holy path; Nature and Water depth depend on
the random result.

Bakemono Sorcerer F2 W1 E2 D2 H1 random mage with broad
leadership

545 gold and four recruitment points make every
non-mage task expensive.

Complete Shinuyama troop membership
Troop Gold Resources Rec

points
Verified recruitment

Bakemono-Sho, club 7 1 3 Forts; all highlands and mountains

Bakemono-Sho, yari 7 2 3 Forts; all highlands and mountains

Bakemono Archer, light 7 3 3 Forts; all highlands and mountains

Bakemono-Sho, armoured yari 8 6 9 Forts

Bakemono Archer, armoured 8 7 9 Forts
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Troop Gold Resources Rec
points

Verified recruitment

Bandit, yari 9 11 5 Forts

Bandit, wakizashi and bow 9 16 5 Forts

Bakemono Warrior 9 8 12 Forts

Kappa 20 1 8 Land and underwater forts

Dai Bakemono, no-dachi 25 27 19 Forts

Dai Bakemono, no-dachi and long bow 25 31 19 Forts

O-bakemono 25 2 4 Forts

Twelve troop records reconcile. Duplicate display names remain separate because equipment,
armour, cost, or recruitment demand differs. The three seven-gold light records carry the
highland-and-mountain exception; the armoured eight-gold records do not inherit it from their names.

Shinuyama troop jobs
Troop Source-backed role Important limit

Light Bakemono-Sho Extremely cheap club or yari frontage with
stealth

Low Hit Points, Morale, protection, and combat
skills limit durability.

Light Bakemono Archer Cheap short-bow missile body with stealth Low Morale and protection make return fire and
contact dangerous.

Armoured Bakemono Better-protected yari or bow profiles Higher resources and recruitment points reduce
the mass advantage.

Bandits Stealthy medium infantry with yari or mixed bow
profile

Pillage bonus and stealth do not guarantee
successful raiding.

Bakemono Warrior Better-skilled wakizashi infantry Still a small, moderately protected body rather
than a heavy line.

Kappa Amphibious, recuperating claw-and-koppo troop High encumbrance and environment-specific
value need battle evidence.

Dai Bakemono Large, armoured heavy infantry with melee or
long-bow profile

Twenty-five gold, high resources, and size
change frontage and replacement cost.

O-bakemono Large high-Strength great-club attacker with low
resource cost

Modest protection and defence expose it while
closing and after attacking.

Recruitment geography and infrastructure
Shinuyama has three overlapping recruitment networks. Ordinary forts support the full land roster.
Highlands and mountains add the light Bakemono troops plus Scout, Chief, and Shaman even where
the ordinary fort table is not the controlling route. Land and underwater forts add Kappa and Kappa
Chief.

This makes terrain a production question rather than flavour. A cave or mountain position may
combine national economic or rebate rules with terrain recruits, while a water-connected fort can
create amphibious command. The exact cave bonus, mountain discount, legal fort interaction, and
underwater campaign value remain untested; each site should still be judged by income, resources,
position, construction time, and intended output.
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Reading the Shinuyama random paths
The pinned masks use Fire 128, Air 256, Water 512, Earth 1024, Astral 2048, Death 4096, Nature
8192, Glamour 16384, and Blood 32768. Mask 5760 is Water, Earth, or Death. Mask 13824 is Water,
Death, or Nature.

Mage Guaranteed roll Independent extra roll

Bakemono Shaman one W/E/D level, 33.33% each none

Uba one W/D/N level, 33.33% each none

Bakemono Sorcerer one W/E/D level, 33.33% each 10% chance of one W/E/D level

These are portfolio probabilities, not delivery dates. Several recruits can fail to produce the named
path, and the high price and four-point recruitment demand of Sorcerers make large-sample
assumptions costly.

Bakemono Sorcerer probability boundary
Every Sorcerer begins F2 W1 E2 D2 H1. For any one named W/E/D path, the chance that at least one
of the two random slots adds that path is 35.56%. The chance that both slots add the same named
path is 1.11%. Across the whole second slot, 90% receive no extra level, 3.33% repeat the guaranteed
path, and 6.67% add a different W/E/D path.

The rare double-Death result reaches D4 and meets Summon Dai Oni's D4F1 threshold natively. That
is a legal possibility in the pinned scheme, not a recruit that can be scheduled to arrive by a particular
turn.

Shinuyama native path boundary
Path Repeatable recruitable access Boundary

Fire Sorcerer F2 No other recruitable mage carries Fire.

Air None Requires a summon, hero, Pretender, independent,
empowerment, or another verified bridge.

Water Uba W1; Sorcerer W1; random depth on all three mage
families

Uba or Sorcerer can reach W2; rare Sorcerer reaches
W3.

Earth Sorcerer E2; random Shaman or Sorcerer depth Sorcerer reaches E3 commonly enough to plan as a
portfolio, but not on demand; rare result reaches E4.

Astral None Hero Tamamo-no-Mae carries S2, but heroes are not
repeatable access.

Death Uba D1; Sorcerer D2; random depth on all three
families

Sorcerer reaches D3 on 35.56% and D4 on 1.11% of
pinned outcomes.

Nature Uba N1 with W/D/N random One-third of Ubas reach N2; no recruitable mage
reaches N3 unaided.

Glamour None Hero and summoned access do not make it recruitable.

Blood None Requires an external verified bridge.

Holy Shaman H1; Sorcerer H1 No recruitable H2 or sacred troop line is established.
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Shinuyama national rituals: Oni and underworld branch
Ritual Level Requirement Cost Printed result

Summon Ko-Oni 1 D1 4 Death gems five or more Ko-Oni

Summon Ao-Oni 2 W1 D1 7 Water gems five or more Ao-Oni

Summon Aka-Oni 3 F1 D1 7 Fire gems five or more Aka-Oni

Ghost General 4 D3 10 Death gems one Shura

Summon Oni 4 E1 D1 8 Earth gems five or more Oni

Summon Kuro-Oni 5 D2 F1 9 Death gems five or more Kuro-Oni

Summon Gozu Mezu 6 D3 6 Death gems one Ox-head and one Horse-face

Summon Oni General 6 D2 F1 20 Death gems one Oni Shugo

Summon Dai Oni 8 D4 F1 45 Death gems one Dai Oni

The Sorcerer directly meets Ko-Oni, Ao-Oni, Aka-Oni, Oni, Kuro-Oni, and Oni General thresholds. A
Death-deep Sorcerer reaches Ghost General and Gozu Mezu; only the rare double-Death Sorcerer
reaches D4 for Dai Oni without another bridge.

Shinuyama national rituals: Tengu, spirit, and monster
branch
Ritual Level Requireme

nt
Cost Printed result

Summon Karasu Tengus 2 N1 A1 2 Nature gems three Karasu Tengu

Summon Konoha Tengus 3 A1 E1 3 Air gems five or more Konoha Tengu

Summon Omukade 4 E2 D1 5 Earth gems one Omukade

Contact Dai Tengu 5 A2 E1 55 Air gems one Dai Tengu, ten Tengu Warriors, fifteen Karasu
Tengu

Contact Nushi 5 W2 N1 25 Water gems one Nushi

Every Sorcerer meets Summon Omukade. A Water-random Uba meets Contact Nushi. The three
Tengu rituals need Air, which no recruitable mage provides and the capital does not fund. Their
national status does not make them immediately castable.

Shinuyama national rituals: animal and shapeshifter
branch
Ritual Level Requirement Cost Printed result

Summon Okami 3 N1 4 Nature gems ten or more Okami

Contact Bakeneko 3 N2 8 Nature gems one Bakeneko

Ambush of Tigers 3 N2 9 Nature gems fifteen or more Tigers

Contact Mujina 5 N2 21 Nature gems one Mujina

Contact Tanuki 5 N2 26 Nature gems one Tanuki

Contact Jorogumo 6 N2 D1 32 Nature gems one Jorogumo
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Ritual Level Requirement Cost Printed result

Contact Kitsune 6 N2 30 Nature gems one Kitsune

Every Uba can cast Summon Okami. A Nature-random Uba reaches N2 and can cast the remaining
Nature rituals, including Contact Jorogumo because Ubas already have D1. The capital produces no
Nature gems, so caster access and treasury access must be solved separately.

Shinuyama ritual access ladder
Access class Rituals Reliable caster route

Fixed Sorcerer Ko-Oni, Ao-Oni, Aka-Oni, Oni, Omukade,
Kuro-Oni, Oni General

Every Sorcerer has the printed thresholds.

Fixed Uba Okami Every Uba has N1.

One-third Uba branch Bakeneko, Tigers, Mujina, Tanuki, Nushi,
Jorogumo, Kitsune

N-random Uba for N2 group; W-random Uba
for Nushi.

Death-deep Sorcerer Ghost General, Gozu Mezu At least one added Death level; 35.56% in
pinned scheme.

Rare double-Death Sorcerer Dai Oni Both random slots add Death; 1.11% in pinned
scheme.

External Air bridge Karasu Tengus, Konoha Tengus, Dai Tengu No recruitable Air mage.

This ladder should be checked against the actual recruited portfolio before research and gems are
committed. A path probability is not a caster standing in the correct laboratory.

Shinuyama summon boundary
The manual prints fixed results for some rituals and x+ for others. The plus sign is retained without
inventing its random distribution. Summoned commanders print paths, leadership, retinues, shapes,
stealth, auras, or other abilities, but those object descriptions do not establish how every form,
follower, item slot, battle script, or strategic order behaves in 6.36.

Summons can extend paths and army types, but each extension should be recorded in a chain: legal
initial caster, research, gem cost, resulting unit, resulting paths, any further booster or ritual, and the
total turns and gems spent. Skipping a link turns possible access into imaginary access.

Shinuyama national item boundary
No pinned item row names nation 70 in its six restriction fields or two nation-rebate fields. The safe
conclusion is narrow: this audit found no Shinuyama-specific item or rebate record in the pinned
snapshot.

Shinuyama can still forge generic items when a mage meets the Construction and path requirements.
Summoned or hero mages may widen that access, but neither their arrival nor an item treasury
should be assumed. Final costs under forge bonuses, sites, hammers, or other modifiers remain
separate evidence questions.
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Shinuyama hero records
Fixed name Unit name Verified magic Boundary

Yukinaga Heart Hider F1 D1 Hero record only; timing unresolved

Sojobo Tengu King A4 E1 N2 H2 Pinned late-hero value 10; timing semantics unresolved

Tamamo-no-Mae Kitsune S2 N2 G3 Pinned late-hero value 10; timing semantics unresolved

Zennyo Ryuo Dragon of the Cave W2 N2 Pinned late-hero value 10; timing semantics unresolved

The hero table shows major possible Air, Astral, Glamour, Nature, and Holy extensions. None belongs
in a schedule that must work every game. The raw late-hero field is not converted into a turn, chance,
or event rule without a current authoritative explanation.

Shinuyama patch reconciliation
The current baseline is Dominions 6.36, released on 17 August 2026. The local official ledger records a
6.08 correction involving Shinuyama, Caelum, and a Call spell. Its abbreviated terms are enough to
flag a historical assignment problem but not enough to reconstruct the exact sentence safely.

The revision-2 manual and pinned spell restrictions agree on the twenty-one active rituals in this
chapter. That agreement controls the present dossier, while the 6.08 entry remains a warning against
older spell lists. No direct Shinuyama correction was identified in the separate 6.36 announcement.

Shinuyama opening priorities
1 Record whether the starting bottleneck is gold, resources, recruitment points, commander turns, or

Morale support.
2 Match light Bakemono, armoured Bakemono, O-bakemono, Dai Bakemono, or Kappa to the reported

province instead of defaulting to one line.
3 Use cheap Chiefs or Generals for mundane command so expensive mage turns remain available.
4 Label every random mage by final paths immediately.
5 Establish additional mage recruitment where terrain, economy, and position justify the fort.
6 Track Death, Nature, and Air ritual plans separately from research progress.
7 Keep a reserve that can replace fragile cheap troops or respond to raiding without recalling the entire

field army.

These are planning controls, not tested expansion scripts. Exact formations, party sizes, target order,
and casualty expectations remain open.

Shinuyama recruitment packages to compare

Light Bakemono mass
Seven-gold club, yari, and bow records provide cheap bodies and terrain recruitment. Their low Hit
Points, Morale, and protection mean numbers must be paired with leadership, formation, target
selection, and a replacement plan. A mountain rebate may improve price, but its exact live effect
remains unresolved.
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Armoured Bakemono line
The eight-gold yari and bow records buy more protection at higher resource and recruitment-point
cost. They can reduce immediate fragility without becoming a high-Morale heavy line. Compare their
local production limit against simply adding more light bodies or saving resources for Dai Bakemono.

Large Bakemono package
Dai Bakemono provide armoured no-dachi or long-bow profiles; O-bakemono provide high Strength
and a great club at low resource cost. Size, frontage, protection, Defence, and enemy weapon damage
change which profile fits. Neither "large" nor "strong" proves survivability.

Stealth and raiding package
Bandits, their Leader, Bakemono Scouts, Noppera-bo, and light Bakemono offer stealth-linked
pressure. Reports, detection, patrols, assassination, movement, fort interaction, and diplomatic cost
decide results. The package should be used to create a specific threat rather than because a stealth
value exists.

Kappa water-link package
Kappa and Kappa Chiefs can be recruited from land and underwater forts and are amphibious. This
can connect theatres or hold water access, but high encumbrance, local opposition, leadership,
supply, and underwater combat conditions remain part of the decision.

Shinuyama research response tree

Branch A: early Conjuration bodies
Conjuration 1-3 opens Ko-Oni, Ao-Oni, Karasu Tengus, Aka-Oni, Konoha Tengus, Okami, Bakeneko, and
Tigers. Fixed Sorcerers and Ubas cover several thresholds, but Tengu rituals need external Air and the
N2 rituals need a Nature-random Uba. Research should follow the actual caster and treasury.

Branch B: Sorcerer core summons
Conjuration 4-6 opens Oni, Omukade, Ghost General, Kuro-Oni, Gozu Mezu, and Oni General. Every
Sorcerer covers Oni, Omukade, Kuro-Oni, and Oni General; Death depth gates the other two. This
branch aligns well with the capital's D2 income but still spends rare, expensive mage-turns.

Branch C: Nature commander ladder
Conjuration 5-6 opens Mujina, Tanuki, Nushi, Jorogumo, and Kitsune. A correctly randomed Uba covers
each threshold, but the capital has no Nature income. The operational package therefore requires
search, trade, or another treasury source before the research pays off.

Branch D: high Conjuration and Dai Oni
Conjuration 8 plus D4F1 and 45 Death gems reaches Summon Dai Oni. Only a rare double-Death
Sorcerer reaches the threshold natively in the pinned scheme. The branch should not be scheduled
until the caster exists or another explicit D4 bridge is documented.
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Branch E: ordinary battlefield and Construction needs
The nation also needs research that helps its actual troops and mages survive current enemies. Fire,
Water, Earth, Death, Nature, and Holy provide many possible buffs, attacks, and protections, while
Construction can convert paths into generic items. No universal sequence is claimed because
opposition, sites, gems, and recruited randoms change the answer.

Shinuyama battlefield packages

Cheap line with mage support
Light or armoured Bakemono occupy space while a labelled Shaman, Uba, or Sorcerer casts effects its
actual paths support. Mundane commanders should provide leadership where possible. Low Morale
and protection make guards, spacing, reserves, and the enemy's attack profile important.

Large-unit striking group
Dai Bakemono or O-bakemono concentrate stronger attacks and larger bodies. They need a line,
formation, or target that lets those attacks arrive without wasting their size and cost. Enemy reach,
armour, Defence, missiles, fatigue, and control effects remain report-dependent.

Missile mix
Short bows, long bows, and the mixed Bandit profile create several missile options. Range, precision,
enemy shields and armour, weather, friendly obstruction, ammunition, and closing speed determine
value. The roster does not prove a fixed archer ratio.

Summon-supported force
Oni, spirits, Tengus, monsters, animals, or summoned commanders can add specialised bodies. The
complete package includes gems, ritual turns, leadership, magic leadership where required, supply,
route, and a battlefield job. A summoned unit is not useful merely because it is national.

Shinuyama information and pressure network
Bakemono Scouts provide cheap reconnaissance. Bandits and Bandit Leaders add stealth and
pillaging. Noppera-bo add assassination, patience, fear, and Spirit Sight. Several national summons
also print stealth or unusual perception and leadership abilities.

This is a toolkit, not a success rate. Report quality, Glamour and invisible detection, patrol interaction,
assassin battles, counter-assassination, and stealth movement remain engine-dependent. The safe
practice is to layer scouts, record observations, protect expensive specialists, and avoid making a war
plan depend on an unverified detection channel.

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

Air bridge Makes the Tengu ritual branch legally
reachable and can support Air site searching

A path does not create the large Air treasury
required by Contact Dai Tengu.
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Family What it can solve What it must not conceal

Nature economy Funds the broad animal and shapeshifter ritual
branch

Native N2 is random and the capital produces
no Nature gems.

Economy and infrastructure Funds forts, laboratories, large armies, and
545-gold Sorcerers

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

High Death bridge Makes D4 access reliable for Dai Oni The 45-gem ritual and Conjuration 8 remain
substantial costs.

Sacred or awake design Supports sacred commanders or supplies
early province-taking

The recruitable troop roster has no sacred
line.

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

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

Massed light units Cheap frontage, bows, large attackers,
summons, and reachable area effects

Spending every resource on a small
premium line.

Heavy armour Dai or O-bakemono attacks, buffs,
fatigue, armour-answering magic, and
suitable summons

Assuming short bows or light clubs solve
protection.

High Defence, ethereal, or Glamour
targets

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

Treating Spirit Sight on one assassin as a
universal answer.

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

Clustering 545-gold Sorcerers behind
fragile troops.

Fire, cold, poison, or fatigue pressure Resistance, spacing, alternative troops,
and matching summons

Assuming all Bakemono or Oni share the
same resistances.

Underwater pressure Kappa route, suitable summons,
independents, and water magic

Treating amphibious access as automatic
underwater superiority.

Gem denial Conventional roster depth and low-gem
magic

Researching twenty-one rituals as
though every treasury were funded.

Raiding and covert pressure Scouts, reserves, patrols, forts, and
redundant mage recruitment

Relying on one capital-adjacent
laboratory or one expensive mage stack.

Monthly Shinuyama audit
• Is each production centre limited by gold, resources, recruitment points, commander turns, or terrain?
• Are light, armoured, large, stealth, and amphibious troops assigned jobs that fit their recorded

profiles?
• Is every Shaman, Uba, and Sorcerer labelled by final paths?
• Are mundane commanders available where using a mage would lose research or ritual tempo?
• Are cave bonuses and mountain rebates still described only at the evidence level actually established?
• Are Fire, Water, Earth, Death, Nature, and Air gem balances tracked separately?
• Does every planned ritual have research, a legal caster, gems, a mage-turn, leadership, and delivery?
• Are variable summon quantities left as printed notation rather than converted into invented averages?
• Are hero and summoned paths excluded from schedules that must be repeatable?
• Has any pinned-only field been kept separate from current observed behaviour?
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Shinuyama unresolved evidence boundary
The following remain open:

1 exact cave-fort gold and resource bonuses, eligible buildings, stacking, and live display;
2 the exact lesser-Bakemono mountain rebate, eligible records, stacking, and live display;
3 expansion-party sizes, formations, scripts, and casualty ranges for each troop package;
4 live 6.36 random-path display and timing for Shamans, Ubas, and Sorcerers;
5 exact probability distributions behind every printed x+ summon result;
6 summoned unit shapes, retinues, item slots, magic paths after transformation, and strategic-order

behaviour;
7 Noppera-bo assassination, fear, Spirit Sight, stealth, and counter-detection outcomes;
8 Kappa underwater performance and land-water campaign conversion;
9 the exact wording and superseded state addressed by the abbreviated 6.08 Shinuyama/Caelum spell

correction;
10 hero arrival timing, late-hero field semantics, and live special behaviour;
11 final generic-item costs under combined forge modifiers;
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 Shinuyama nation pages, national rituals, terrain recruitment,

forging, and fort construction.
• Illwinter official patch history through 6.36. The abbreviated 6.08 Shinuyama spell correction is

recorded without inventing an unnamed object or effect.

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

data update; used for nation identity, roster membership, random masks, capital-site data, ritual
restrictions, hero records, and item membership.

Interpretation boundary
Roster entries, printed costs, paths, site income, active ritual requirements, and pinned metadata are
source facts. Openings, recruitment packages, research branches, army packages, Pretender families,
and matchup responses are strategy. Cave and mountain modifiers, live random displays, summon
distributions and forms, special-unit abilities, underwater performance, hero timing, forge-modifier
stacking, and combat results remain unresolved.
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