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For legal reasons, this book will refer to the person running the game as the “Dungeon Maestro,” or
“DM?” for short. This term reflects the fact that a Dungeon Maestro runs the game in a fashion similar to a
maestro directing an orchestra: weaving together diverse and unrelated pieces to form a cohesive story. It
acknowledges the complexity of the job without adding an unnecessary sense of the grandiose. Similar
titles would set the person running the game above the players, minimizing their importance in the
game’s story and conclusion. This change is in name only, and in no way indicates a change in the

responsibilities of the DM.



Foreword

I the real world, kami is the Japanese word for spirits, natural forces, or essence in the
Shinto fith. In the Shinto world view, everything: places, objects, and natural formations has
a spirit, or kami. These invisible spirits are often turned to in prayer or ritual for blessings or
guida hece, and the Shinto I’E]igiﬂn encourages its followers to pay the utmost respect to these
austere beings, which it places in high reqard: kami is often considered a synonym for “god”
or "del'*:y-'

In this boolk, kami are spirits of the land. Most of the time, they exist in 3 nebulous,
quasi-ethereal state, acting more as a large-scale magical effect, similar to hallow than an
actual creature. Different areas will give rise to different kinds of kami: certain kami appear in
forests while others appear in lakes and other still appear only in marketplaces. The ten kami
here are only the most common types, and other types of kami may exist, including kami
that are tied to specific objects rather than large areas. Each type of kami has its.own special

concerns and agendas, and will interact with PCs in different ways, both mechanically and
ﬂamrﬁsuy.

In a sense, kami are like 3 hew kind of elemental: they represent more complex
elements than fire, air, earth, and water, instead representing “elements” and concepts such
as the pursuit an.nc:w[edge, the hatred Gi‘rbaﬂleﬁe[dﬁ, and the stillness of the grave, or are
embodiments of the land, for exa mple, serving as the “slemental” of the forest. or of
caverhs, ot of lakes, rivers, and oceans. Because i:hey are not tied to the kinds of elements
found on the elemental planes, these kami are instead associated with the natural world,
which is wh':,-' i:|'|u.=_“}.r have the native subtype.

In order to pmperl}r convey this rich Haver in their statistics, kami needed a variety of
5pecia| and somewhat cc:mp'ex rules. As such, we :.-f:rc:ngly recommend that you take 3
moment to review the traits of the kami subtype, Fc:lund on the next two ages, before
continuing on to the kami themselves. As creatures which spend most o their time acting
more like spell effects, kami do not function quite the same as your average monster.

Thank you for taking the time to download this book, and we hope that the kami
provided here will give you and your group hours of entertainment.

Since re[}f,
The Necromancers of the Narthwest Team



Kami Traits:

All of the kami included in this book are incorporeal
spirit beings which are tied to a specific loction. In
addition to low-light vision, all kami possess the
Fc:llm[ng trgits:

Blessing (5u): While in spirit form, a kami can grant 2
variety of benefits to creatures in its teritory (see below).
The exact nature of the Blessing varies depending on the
kami. A kami cannot grant Plessings while mani%sl:ed-
Forthe PLFPOSES of Blessi M5 which rep|i::aie S-FE” effects,
3 kami's caster level is equal to its hit dice, and any DCs
are based on the kami's Wisdom maodifier,

Blessings tand o fake two forms: benefits which are
gdramted to each cregture in 3 area (such 35 the skill
bonuses all kami provide). and benefits which coveran
entire area (such as the magic circle agafr.lst evil effect the
temple kami provides). Kami can revoke any or all of
these benefits at any time 35 2 free action. IFthe benefit is
applie:t'f:a each cregture Eepara{:el':,-', the kami may grant or
revoke it by individual. allowing some to benefit while
others do not. If the benefit is applied to the entire
territory. the kami can still revoke or resume it, but must
do so for the entire territory.

Unless otherwise specified, any blessings gramted by a
kami end immediztely if the creature leaves the kami’s
teritory.

Empathic (5p): All kami can understand every spoken
language, though they cannot typiclly speak. Kami whe
possess telepathy can communicate telepathically with
any creature that has 3 language. though they typically
do so with images, emetions. and concepts rather than
wonds.

Low-Light Vision (Ex): All kami have low-light vision.

Manifestation (5u): As 3 full-round action. 3 kami cn
manifest 3 ph}rs.ica| form, allowing it o interact with
those in its territory. Each kind n%li;a mi manifests a
different type of physical body. based on the type of
territory it inhabits. While manifested, all kami have Gt
healing equal to '/z their hit dice (rounded down)} and
5|:.|El| resistance -E-q:.:a-] +o 11 + their CB. A kami gn end this
ability as a swift action. returning to its natural state (see
below). A kami may use this ability 3 number of times
per day equal to 1 + the kami's wisdom modifier l‘_'ifany].

When 3 kami whe has manifested is reduced 4o 0 hit
points, the manifestation a:b-il:'i:}r Errrrr:e:h'a‘bel}-' ends, and

the kami retreats into its spirit dwelling (see below],
where it heals at 3 rate of 1 hit point per hour until it is
fully healed. While resting in this fashion. the kami
cannet manitest again, nor an it use is blessings.

Spirit Mﬁng (Sud: A kami's spirit dwelling is 2 physical
object which anchors it to the physicl world. The type
of object varies depending on the kami's type: forest
kami typically choose trees, graveyard kami typically
choose tombstones, and temple kami often choose
stztues or gltars. The kami's spirit d,we[fl'rrg, a|r:.|rjg with its
hit dice, determines the maximum boundaries of its.
territory. Ragardless of the nature of the item, 2 kami's
spirit dwelling always has hardness E?,ml to 5 + the
kami’s hit dice. and 2 hit points per hit die the kami

Pos5855es.

Because the kami's spirit dwalling is what anchos it to
the world. it is the kami's only true vulnerability.
Dastroying the kami's spirit dwelling destroys the kami,
35 does 5ucc£55~|"-u[[}r casting :Hﬂjha:\f n'.l.aguc or 3 sirnilar spel[
on the spirit dwelling while the kami is recovering from
being reduced o O hit points. For the purposes of this
effect, treat the spirit dwelling as a spell with caster laval
equal to the kami’s hit dice. Severing the kami's bond
with s spirit dwe”irr-g is the r::-rrl':,.' way to pennanenﬂ}-'
destroy it For this reasen, most kami are very protective
of their spirit dwellings.

If 3 kami’s spirit dwelling is inside an anti-magic zone,
the kami is imme:h'a'tei}r suppressed For 35 [a-ng as its
spirit dwelling remains within an anti-magic zone. [n this
state, the kami cannot see or hear anything. noraan it
take any actions. It is not even aware of the passage of
time, though once the effect ends and the kami is no
longer suppressed, it has 3 vaque idea of how long it was
suppressed for.

Spiritual Body (Su): In their natural state, kami have no
bedies, axisting instead as a nebulous aur or
enchantment which covers 3 parﬁcu[ar arez. While in
this form, the kami cannot be attacked or damaged
directly, and are invisible to the naked eye. Characters
whe can see magical auras view kami in this state as large
douds of magical energy which cover the kami's entire
territory. This madic aura is of all schacls, and the
strength of the aura is based on the kami's hit dice.

¥While in this state, 3 kami exists simulaneoushy
throughout the entirety of its tenritory. It can ses and
hegr E"-"E!’}"H'lfl‘_lg that does an within its territory, unless 3
magical effect, or similar, prevents it from doing so. In
this form, the kami cannot attack. use its spell-like
abilities, or interact with the world in any way. with the



exception of its Hssir:lg. In order to iteract with the
world in any other way. the kami must manifest a
physical body.

Sirmilarly theare are very Fewe ways for corporeal cregtures
to interact with 3 kami while i is in this form. B cannot
be gitacked. damaged. or targeted with spells.

While in this form. kami lose their Gst healing ability,
instead reqaining hit points at 3 rate equal to their hit
dice egch hour. TI'hE:,.r cannct move, but are
simultaneously in every part of their territory. They an
see and hear, and if they have telepathy they can
communicate telepathiclly.

Raga-r::'lhﬁ of their form, kami do not need to eat, 5|EE|:.r,
or breatha.

Tetri (Sl As spirits of the land, each kami has a

ific ion to which it is bound. While in spiritual
E:n, 3 lkami exists eum':,mhere within this area, and
whether in spiritual form or while manifested the kami is
unable to legve its tarvitory.

A kami’s tenitory is limited by both its fype and its hit
dice. A kami's territory can extend c:r:l[}r so fqr as the
terrain of the areq matches the kami's type (for example,
3 forest kami's territory annot extend beyond the edqe
of the forest it inhabits). Additionally, each kami’s
teritory cannet extend beyond 100 feet per racial hit die
the kami possessas from the kami's spirit dwdlir:lg.



Battlefield Kami

This large, brutish cregture is made up of various tools of war.
Its Hght hand 15 an enormous greataxe, it left fs 3 battering
rarm, and a ballista s mourted upon s back. Several ornate
swords float around this kami, circling it like vultures.

L ESSER BATTLEFIELD KAM

AP 2600

M Large outsider (elemental, kami, native)

Inft +d; Senses darkvision 60 ft., low-light vision;
Fercepiian +8

DEFENSE
AC 23, touch 15, flat-taoted 19: (+4 Dex, 10 hatural,
—1 size)

hp 136 (15d10+65); fast bealing &

Fort +15, Ref +12, Will +4

DR 5/magic; Immune construct traits, elemental traits;
SR 21

OFFEMNSE

Speeq S0

Melee yretaxe +19 (346+9/%3), battering ram'+19
(3dé+9 plus push?

Ranged ballista #17/412/47 (548+4./12-20) or ballista
+15/+15/+10/+5 (348+4/19-20)

Space 10 ft; Reach 10 ft.

special Attacks arms of war (DC 22), ballisty master,
push ¢slam, 10 foet)

STATISTICS

Str 22, Dex 18, Con 20, Int &, Wis 11, Cha 11

Base Atk +15; CMB +20, CMP 34

Feats Blind-Fight', Grest Fortitude, Intimidating
Prowess , Point Blank Shot, Power Attack, Rapid shot,
Weapon Focus (hallista, battering ram, and greataxe)
skills Acrabatics +11, Climb +13, Kaowledge

Cenginesring) +12, Intimidate +22, Perception +8
S0 empathic, manifestation, teitory

GREATER BATTLEFIELD KAMI

XP 51,200

N Huge outsider (elemental, kami, native)

Init +5- Sanses d3rlvision 60 ., |-::f-.'—|lg.':ll': Visioh:
Percestion =25

DEFEMSE

AC 29 touch 15, flat-footed 24: (+5 Dex, #16 natural,
—2 g[zm)

hp 10 (20410+100); fast healing 10

Fort +20, Ref +17. Will +8

DR 5/ Immune construct traits, elemental traits; SR
26

OFFEMSE

Speed 50 H.

Melee greataxe +27 (446+12/3), hattering ram +27
(4d6+12 plus push)

Ranged hallists +24/419/+14/+9 (448-5/19-20) or
ballisty +22/422 /17 /412/+7 (448+5/19-20)

Space 15 ft.; Reach 15 A

Special Attacks arms of war (DC 28), kallista master,

|:~u.i|1 (slam, 15 feet)

STATISTICS

Str 26, Dex 20, Con 22, Int B, Wis 14, Cha 12

Base Atk +20; CMB +30; CMD 45

Feats Blind-Fight”, Cleave, Great Fortitude
Intimigating Prawess', Point Blank Shot, Power Attack,
Pracise Shot, Rapid shot, Step Lip, Weapan Facus
(ballista, battering ram, and greataxe)

skills Acrobatics +28, Climb +31, Knowledge
Cengineering) +19, |ntimidate +32, Perception +25
Lanquaqes telenthy 100 f

20 empathic, manifestation, teritory

ELDER BATTLEFIELD KAM|

KP 307,200
M Gargantuan outsider {elemental, kami, native}
Intt «11; Senses darevision 120 &, low-light vision, free

seevin: Perceplion +33

= =i}

DEFEMNSE

AC 34, touch 13, Hat-footed 27: (+7 Dex, #21 maturl
4 sized

hp 578 (28410+224); fast healing 14

Fort +26, Ref +23, Will +13

DR 10/—: Immune construct tegits, clemental teaits:

SR =1

OFFENSE

Spead 30 H

Melee qreataxe +36 (6d6+16/x32, hattering ram +36
Ladé+14 plus push)

Ranged hallista #32/427/+22/¥17 (6487 M19-20) or
ballisty +30/#30/+ 25,420/ «15 (6d8+7/19-20)
Space 20 ft; Reach 20/t

5p¢-:|.a| Ablacks 3rms of war (DC 350, ballisty master,
p:l-i|; {slam, 20 feet)

spell-like Abilities (CL 20)

Caorstant—irie SEig

Al will—espedrfions retreat, greater telepor! (sell only
within territory), siispering winds (only within
terribope )

3/ day—animate abiact, move sarth

1 week—dalen s wngssgilable fortress*
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STATISTICS

Str 32, Pex 24, Con 26, Int 10, Wis 18, Cha 14

Base Ath +28. CMB +50; CMD 60

Feats Blind-Fight”, Cleave, Compat Reflexes, Far Shot,

Greyt Clegve, Great Forbitude, Improved Intiytive,

Intimidating Prowess’ . Point Blank shot, Power Attack,
Precise Shot, Rapid Shot, Step Up. Weapon Focus
Challista, battering ram, and greatans)

Skills Acrobatics «36, Climb +40, Knowledge
(enginesring) #29, Intimidate +42, jense Motive +35,
Perception +53

Languages telepathy 100 .

%0 cmpathic, manifestation, territory

Special Abilities:

Arms of War (Ex): A battlefield kami's natural Weaporns
gre tregted as adamantine for the purposes of
overcoming damage reduction and hardness, and it
inflicks 1.5 times its Strength modifier with all of its
natural attacks. Further, both its battering ram and is
graataxe are treated as primary natural attacks. Finally.
creatures which are successfully pushed by its battering
ram attack must succeed on a Reflex save or Gll prone at
their destination. The save DT is Strength-based.

Ballista Master (5u): The battlofield kami does not take
a penalty on attack rolls while wislding s ballista.
Additionally, it adds its Dexterity modifier to damage
dealt by the ballista. Finally. as long as it remains 3 part
of the battlafield kami and the battlefisld kami is alive,
the ballista has limitless ammunition. and can be
reloaded as 3 free action, allowing the battlefield kami to
male 'rn-uH'i]Jf-E atackswithitina singfe round.

Blessings:
While in spiritual form, battlefield kami grant the
following beneficial effects:

¢ Each creature within the battefizld kami's tarritory
gains a bonus to all Knowledge (engineering) and
Profession (siege engineer] checks equal to /z the
battefield kami's hit dice.

& Each creature within the batHeficld kami's tarritory
gain the benefits of the herofsm spell for as long as they
remain within its territory.

o Once per day. as a full-round action, a battefield kami
in EP'ir[‘ELIEJ form can empower two opposing watriors,
turning them inte champions of their respective armies.
Thesa creatures gain the advanced template and the
benefits of the rage spell for a number of minutes

xt[ to the kami's hit dice. WWhile this Blessing is in

. the two creatures instinctively know sach other's
locgtion, and feel 3 strong urde to seek each other out
and do battle

Ecology:

Battlefield kami are ameng the most shortlived of the
kami, for they exist enly on active battlefields, at the
site afparficuﬁar]y large or fierce bates. Somea scholars
theorize that the battefield kami are actually manifests-
tions of the rage and hatred that each side of the battle
holds for the other, and this certainly seems to have
some basis in fact, as battlefield kami are amongst the
meost malevelent and destructive of their kind. Unlike
mest kami. the battlefield kami seems to live purely to
cause 35 much carnage and Ploodshed as possible during
its brief life, escalating the scale of the battle.

It is uncertain exactly what the requirements are to
creata 3 battlefield kami, for th been known to
appear at minor skirmishes a5 often 35 at |arge-—5::a|e
battles, and at strategically unimporant locations as
often as key positions. Typically speaking. though, the
larger the battle, the mcrre]:rm-.verlrul 3 battlefield kami
will be if it is created.

Battlefield kami typiclly fvor weapons or armor as
their spirit dwelling. though occasionally they will
instead tgkea ref:ug'e in 3 command tent or 3 fortifiation.
Ultimately, it is rarely of any importance where the
kami's spirit :Lweflirpg is, 3s EhE:,.r tend to live very brief
lives, only able to maintain their presence as long as the
battle continues. Rumers maintain that certain
contested sites which see reqular battle, such as disputed
berders or 3 mine daimed by many different warlords,
are able to cregte |c:-r|~g—{:Erm homes Ffor these kami, but
there are no confirmed records of this.

If 3 battefield kami feals that the existing |eval of
combat isn't enough, it will manifest physical form,
scifen'l:[}r dec|z|r|ir:§ war on both sides of the conflict.
Formidable combatants, the battefield kami will then
proceed to hunt down and slaughter as many
commanding officers a5 it can. from both sides of the
conflict. In some cses, the two sides join forces to
u'arjquish the kami, which seemsto be p:-e::'u-e|y what it
wants them to do. In other cses, battlefield kami have
been known to completely destroy both armies,
Eﬁ;a::ﬁmhr killing themsalves as they bring an end to the
battla with their own deadly weapons. This Blind rage
lends further credence o the {']1enr:,.l that thess kami are
manifestations of soldiers’ hatred for one ancther.



Cavern Kami

This hunch-backed creature appears to be a primifive human-
oid made of various different types of stone. studded with

gems and metals. Two wicked-looking stalagmites fut up from
L:s;muide.rﬁ. Several spheres of unrefined ore float around s

LESSER CAVERN KAMI

XP 2400

W Medium ocutsider (elemental, kgmi; native)

Init +2: Senses darkvision 60 fi., low-light vision,
tremotsense 60 f; Perception «8

DEFENSE

AC 18, touch 13, fat-footed 15; (+2 Dex, +1 dodge, +5
natural?

hp 76 (Bd410+32); fast healing 4

Fort 412, Ref +8, Will «2

Defensive Abilities rack catching: DR 5/magic;
Immune elemental traits; SR 17

OFFENSE

Speed 20 ., burrow 20 B, carth glide

Melee 2 slams +13 {146+7 plus grab)

Ranged rack +11 (146+7)

Special Attacks =arthen imprisonment {DC 19), rock
throwing (60 .}

Speed 20 [, burrow 20 [, earth glide

Melee 2 slams +20 (148+10 plus grab)

]-tang:d rack +1& (148+10)

Space 10 ft.; Reach 10 .

Special Attacks earthen imprsonment (PC 24), rack
throwing (50 1)

STATISTICS

Str 24, Dex 15, Con 15, It 8, Wis 14, Cha 11

Base Atk +14; CMB +23 (+27 grapple); CMD 34

Feats Dodge, Endurance, Great Fortitude, Intimidating
Prowess, Iron Will. Power Attack ._-c'm_.||1||.'__=i_-'-

Skills Climb #24, Intimidate +#24, Knowladge
L_i'.llh___||:|:.'-||c|:rr|,~,.|} +1&, Perception +17, Stealth +15 (+23
i tocky terrain): Racigl Modifiers +8 Stealth in rocky
terrain

Languages telepathy 100 f

S0 empathic, manifestation, powerful baild, terrtory

ELDER CAVERN KAMI

AP 76,800
N Huge outsider (elemental, kami, native)
it +3: Senses dyrkvision 120 ., |r_:f.-w—||-:|||‘. sio,

tremotsense 120 i, true secing; Q’:rcuptin:u: 28

PEFEMNSE

STATISTICS

Str 20, Dex 15, Con 19, Int 4, Wis 11, Cha 11

Base Atk =8; CMB +14 (+18 grapple). CMD 25

Feats Dodge, Endurance, Great Fortitude, Intimidating

Prowess

Skills Climb #10, Intimidate +15, Knowledge
(dungeonesring) +8, Parception 8, Stealth +6 {+14 in
rocky tarmin; Racial Modifiers +8 Stealth in rocky
terrain

%0 empathic, manifestation, powerful build, territory

AP 12800
N Large outsider Celemental, kami, native)
Init +2; Senses darkvision &0 R, low-light vision

tremorsense 60 ft.; Perceplion +19
PEFEMSE
AC 24, touch 12, flat-footed 21; (+2 Dex, +1 dodge, +12

natural, =1 size)

hp 147 (14810+707: fast healing 7

Fort +16, Ref +11, Will +5

Defensive Abilities rock catching; PR 5/ —; Immune
elemental raits; SR 22

OFFENSE

AC 30, touch 12, Hat-footed 26; (+3 Dex, +1 dodge, +18
natural, -2 size)

hp 241 (21410+126); fast hegling 10

Fort +18, Ref +15, wWill +13

Defensive Abilitles rock catching: DR 10/ —; Immune
elemental traits; SR 27

OFFENSE

Speed 20 ft., burow 20 ., earth glide

Melee 2 slams +29 (5d6+135 plus grab)

Ranged rock +235 (546+13)

Space 15 ft,; Reach 15 f

Special Attacks e3rthen impriscnment (DC 29), rock
throwing (120 f.)

spell-like Abilities (CL 20)

Constart—sfone talf, fue seaing

At will— greater doleport (self only within territory),
saften earth and stone, stone shape

S5/ day— baegry prt™™ (DC19), dransmctte mud to
vock, dransiate yock to mog

1.-"m:vc':k—:;'.7.*1‘1':u|,r.-x7k{' (P 22)

STATISTICS

Skr 28, Dex 16. Con 20, Int 10, Wis 18, Cha 11
Base Atk +21; CMB +34 (+38 grapple); CMD 44
Feats Dadge, Endurance, Great Fostitude, Improved



Maturgl Attack (slam), Intimidating Prowess, [ron will
Lundge, Maobility, Power Attack, :‘ﬂ';l:ll'lr:'::\-'i_ Weapan
Facus (slam?)

skills Climb +33, Intimidate +33, Knowledge
(dungeonsering) «24, Perception +28, Sealth #19 C+27
in racky terraind; Racial Modifiers +8 Stealth in nocky
terrain

Languages tel=pathy 100 f,

empithic, manitestybon, powerful build, territons
%0 cmpatl festat \

Special Abilities:

Earthen Imprisonment (5u): A cavern kami that is
grappling an opponent can attempt to withdraw into the
ground with a successful grapple check. dragging the
opponent it's grappling inte the ground with it If

I, the cavern kami moves through tha ground
up to its burrow speed. and the target is inte the
stone, trapped just keneath the surface. This fundtions as
the spell meld into stone. except that the farget is unable
to exit the stone unless it succeeds on a Fortitude save as
a full-round action which it can make once per round
while imprisoned in this way. The save DC is Hrength-
based. A cavern kami who uses earthen imprisonment is
no longer grappling, and free to act 3s i pleases.

Powerful Build (Ex): A cavern kami's bulk allows it to
act in many ways as though it were one size ctegory
larger than it actually is, though its space and reach
remain unchanged. For the purposes of its CMB, CMD,
and any special attacks which cre about the cavern
kami’s size (such as if 3 creature tries to snallow it
whole), the cavern kami is treated as one size category
larger than it actually is. Additionally. 3 cavern kami
ahways inflicts 1.5 times its Srength medifier with its
slam attacks. These benefits stack with any effect which
would change the cavern kami's size category.

Blessings:
Whila in spiritual form. a cavern kami grants the
'Fcr"c:-wi.rr-g beneficial effedts:

¢ Each cregture within the gvern kami's tarritory dains 3
bonus to all Climb and Knowledge (dungecnesring)
checks equa| to Vi the cavern kami's hit dice.

¢ Each cregture within the gvern kami's territory gains
darkvision to 3 range of 60 feet. If the creature alveady
possesses darkvision, its existing dardovision extends an
additional 60 feet.

# Each cregture within the cavern kami's tarritory dains

the stonecunning trait of dwarves. Cregtures which
already possess stonecunning dain an additional +2
bonus to any Perception checks involving stonewark.

Ecology:

Cavern kami are typiclly found in particularly large or
extensive cave systems, especially those that run very
deep underground. Cavern kami are alse fypically found
in caves with particulady unique or unusual rock
formations, 'H'Jc:u-g]u some scholars arque that it is in Gt
the cavarn kami whe cause the formations, rather than
the other way around. On the other hand. some
schelars believa that cavern kami come inte being frem
the sense of awe and mystery which caves instill in
pecple, which could explain why they would be mose
commen in unusual or interesting verns.

Another potential indicator of cavern kami is an
abundance of rare metals or gams within 3 cavern, and
this is the mest commen regsen for cavern kami to
become dangerous. Typiclly quite slow and ponderous
creatures, they very rarely attack creatures which enter
their tarritory. When large numbars of outsiders
suddenly llood their home with lights and begin
dﬂipping away at the walls of their caverns. and sl:ea[fn-g
all of the kami's precious jewels and gems, however, the
kami respends with a vengeance, manifesting physical
form and driving the miners out by force. Tragically.
this typically ends with the miners hiring adventurers to
destroy the cavern kami once and for all.

Cavern kami almast always choose 3 rock or cry=tal
fermation for their spirit dwelling. Typically it isa
particularly noticable formation, and so they are hard 1o
miss ﬂ'haugh depending on the cvern in quewf:inr:l, it
may still be difficult to find). Cavern kami are less
protective of their spirit dwelling than most kami, and
will usually allow curious passerby to approach and even
touch their spirit dwelling without manifesting and
driving them off |'F'H'IE}" have any reason to believe that
the cregture imtends to destroy or steal their spirit
dwelling. however, the cavern kami acts immediately.
and with lethal force.

Some cavern kami become parﬁcuhrf}r jaded after
repelling numerous attempts to mine their home, and
are much less friendly to visitors. Instead of providing
Flessings. these kami are able to strip cregtures in their
teritory of darkvision, and can supposedly make
navigating their caverns more difficult, disrupting 3
creature’s sense of direction until they are lost and
forced to wander aimlessly through 3 maze of tunnels.



Farm Kami

This creature appears fo be 3 faceless humanoid, dressed like 3
peasant, Hs body is made up of wet soil, and small seedlings
sprout from its body. Where fis hands would be are instead 3
pair of wicked-looking sickles. Several potatoes, ears of corn,
and other crops float around this kami, circling  lazily.

LESSER FARM KAM

AP 400

M oSmall outsider Celementsl, kymi. native)

Init +1; Senses darkvision 60 ft., low-light vision;
Perception 5

DEFENSE

AC 14, touch 12, fat-footed 13; (+1 Dex, +2 natural, +1
stz

hp 15 (2410+4); fast healing 1

Fort +5, Ref +4, Will +0

DR 5/magic; Immune elemental drails; SR 12
OFFENSE

Speed 20 R

Melee sickle =4 (1d4+1 plus trig)

Special Attacks sickle hands

STATISTICS

Str 15, Dex 12, Con 14, It &, Wis 11, Cha 11

Base Atk +2: CMB +2 (+4 on trhp); CMD 12 (14 vs. tripd
Feats Endurance, improveg Trip"

Skills Climb #6, Perception +5, Peofession (farmet) +5

0 cn7p_1*.|1|; manifestation, tertitoby, ti||||'.5._| the fialds

GREATER FARM KAMI

XP 2400

N Medium outsider (elemental, kami, native)

Init +1; Senses darkvision &0 i, |-:'.-l.-.'-|i9|',i' VISHN:
Perception +15

DEFEMNSE

AC 19, touch Y1, flat-footed 18: (+1 Dex, +8 natul)
hp &8 (BA10+24). fast ||-:;'.'|||."||_..._' 4

Fort +3, Ref +7, Will »&

DR 5/—; Immune elemental traits; SR 17
CHFFEMSE

Speed 30 f

Melee 2 sickles +13 (1484 plus trip)

5|:n:c|E|| Attacks zickle hands

STATISTICS

Str 13, Dex 15, Con 16, Int & Wis 14, Cha 11

Base Atk -8, CMB +12 (+14 on trip attempts); CMD 23

(25 vs. tHp)

Feats Endurance, improved Trp", tran Will, Weapan
Focus (sickle)

Skills Climb «14, Handle Animal +11, Porceplion +15,
Profession (fRrmer) +11, Sense Motive +13

Languages telepathy 100 .

$Q empathic, manifeststion, teritory, tilling the fields

AP 12,800
N Large outsider (elemental, kami, native?

Init +2; Senses darkvision 120 ft.. low-light vision, #ee
seeing: Perception +11

PEFENSE
AL 35, touch 11, Hat-foated 23, {+2 Dex, +14 natural,
~1 slze)

hp 147 (14410+70); fast healing ¥

Fort +15, Ref +11, Will +10

DR 10— Immune clemental tegits: SR 22
OFFENSE

Speed 40 .

Melee 2 sickles «20 (3déeé plus trip)

Space 10 fi; Reach 10 A

Special Attacks sickle hands

Spell-like Abilities (CL1£)

Constant— e seeiing
At will—gragter teleport (self only within territory ),
Linseen senvant

S/ day—transmutte rock to mid

| week—domingte person (DC19)

STATISTICS

Str 22, Dex 14, Con 18, Int 10, Wis 18, Cha 11

Base Atk +14; CMB +21 {+25 on trp atlempts), CMD 33
(35 vs. trp)

Feats Enduranoe, Geegbes Tllp', Improved Matural

Adtack (sickle), Improved THp', leon Will, Power
Attack, Toughness, Weapon Focus (sickle)

skills Climb +23, Handle Animal +17, Knowledqe
|,\.]|:.'n:,r.';|:-h':ﬁ} 7. Perception +2; Profession {farmer)
21, Sense Motive +21

Languages *.|:|n:_:~.1t.':'_.* 100 #

50 empathic, manifestation, teritory, tilling the fields

Special Abilities:
Sickle Hands (Ex): A Grm kami's hands are made of

sickles, and so it treats its sickle atiacks as primary
natural attacks.



Tilling the Fields (5u): Each time a farm kami moves. it
can choose whether or net to till the soil as it does so.
While tilling the soil. the farm kami may enly move in
sl:ral'glﬂ: lines, and =ach s ugre it passes {hrﬂugh becomaes
difficult terrain. The farm kami ignores any difficult
terrain created by its own tilling the soil ahility.

Blessings:
While in spiritual form, a farm kami grants the following
baneficial effects:

2 Each creature within the farm kami's tenritory gain a
bonus to all Profession (Grmer) checks, and to all
Knowledqge (nature) checks invelving the raising of
crops and livestock, equal to '/z the farm kami's hit dice.

o The entirety of the frm kami's tenitory is affected as
though by the enrichment version of the spell plant
gromth.

¢ Each creature within the Grm kami's territory is
affected as though by the spell endure alements.

Ecology:

Farm kami are found at rural Grmstaads. They are more
commenly found at communal Grms, where whele
communities share the land and work it together, than
on private farms, but they can ke found in either
environment. They also seem to be more commen on
farms which primarily grow crops than farms which
primarily raisa [ivestock, theugh again. this is nota
hard-and-Gst rule. Some scholars theorize that these
kami are born from the hard work and dedication that
farmers have for the land that they work. and that they
cannot be bern unless the Grmers put their bloed, sweat,
and tears imte making the land grow.

This makes a certain amount of sense. as the kami seems
to go out of its way to encourage the inhabitants of its
territory to work harder. providing them with limited
protection from the harsh glare of the sun which makes
such manual labor so much more faxing. Further, they
seem to reserve their crop-enhancing blessings enly for
those farmers they feel have worked the hardest and
deserve the boon.

In fact, kami of this sort seem to be exceptionally loyal

to the farmers who work the soil of their territories. They

have been known to manifest in order to defend the
farm from raiding brigands. geblins, and the [ike, aven
whan thare was [itHe threat that the cregtures weuld

harm or. or even find. the kami's spirit dwelling. For
this regson, as well s the Flessings that such kami
provide for hardwerking farmers, mest commeners
view these kami as symbols of good luck, and will
ragu[aﬂ':,-' legve crﬁ;ar:ings for such kami, Ehﬂugh the
kamni seem to have litte use for any of the food or
trinkets the villagers give them.

Exceptionally pc:wer['ru] kami have been knowntogoa
step Grther in the defense of their homestead. using
their ability to dominate hostile cregtures to force them
into serving a penance as farmworkers. There are
rumots of malicious frm kami which use this ability on
anyone wheo passes through their territory, E::rcing
trgvellers 4o il s falds and tend s crops errdle-ssly,
though neo such claims have ever been proven.

Farm kami typically make their spirit dwellings out of
barns or toolsheds, theugh they have alse been known
to choose wells, fences, or even 'EI'IT.I:iJ'jg imp|emen‘|3.
On farms which feature orchards, they will often takea
fruit-bearing tree as their spirit dwelling. Such trees
produce larger, healthier fruit than normal trees of their
kind, and bear fruit all year long. even when out of
3E3500].



Forest Kami

Twin wolves made of 3 mix of earth, moss, and tree bark stare
at you with baleful Their teeth are sharp, jagged stones, as
are their claws, and they move with 3 fluid grace which doesn 't
match their form. Several moss-covered stones flogt
around each of them, ocasionally passing from one fo the

other when they are close.

LESSER FORGE KAMI

AP 1,200

MW Mediam outsider (elemental, kami, native)
Init ~1; Senses darkvision 60 ., low-light vision;
Percaotion <0

Space 10 ft; Reach 5 ft.
special Attacks worry (2dé+6)

STATISTICS

DEFEMSE

AC 18, touch 9, flat-footed 18; (-1 Pex, +3 natural}
hp 47 (5410+20); fast healing 2

Fort +7, Ref =3, Will =1

DR, 5/magic; Immune elemental teaits, fire; SR 15

OFFENSE

Spead 30 ft.

Melee slam 9 (148+7)

special Attacks breath weapon (30-foot cone of
molten ‘.l.'-l-._|_. 346 fire damage plus 5pr.-:i.af_ Reflex PC 15
half

STATISTICS

Str 20, Pex 8, Con 16, Int £, Wis 11, Cha 11

Base Atk +4; CMB +8; CMD 17 (21 vs. bull rush and
tr.'P_'.'

Feats Endurance, Power Attack, Toughness

skills Craft (any one smithing} +2, Climb +12,
Intimidate +8; Racial Modifers +4 Craft (any smithing)
S0 :|T1p.1|’c|1ic, manifestation, -:t.3|'!i|:":'f. tetritory

CREATER FOREST KAMI

AP 1,200

N Large outsider Celemertal, kami, native)

Init +5; Senses darkvision 60 f., low-light vision, scent;
Petception +24

PEFENSE

AC 25, touch 15, Hat-footed 19: (+5 Dex, +1 dodge, +10
naturgl, -1 size)

hp 125 (13410+52); fast healing &

Fort +11, Ref +13, Will +8

DR S/—; Immune elemental traits; SR 2

OFFENSE

Speed &0 IE.
Melee bite +17 (246+6/19-20 plus grab)

Str 18, Dex 20, Con 16, Int 8, Wis 14, Cha 11

Base Atk +13; CMB +18 (=22 grapple); CMD 33 (57 v
tripl

Feats Dodge, Improved Critical {bite), Improved
Natural Attack (hite), lron Will, Skill Focus
(Perception), Toughness, Weapon Focus (bite)

Skills Acrobatics +21, Climb <20, Knowledge (nature)
+@, Parception +24, Stealth +17, Survival +11 (+15 scent
tracking): Raclal Modifiers +d Survival when tracking
by scent

Languages telepathy 100 fi

SO r_'lr:pqthir_', territony. twih manifestation, woodlangd

P [

FLDER FOREST KAMI

AP 51,200

N Huge outsider Celemental, kami, native)

Inft +11; Senses Jarkvision 120 = [nw-hq:]:"-f Visic,
spenl, true seeing; Perceplion «30

DEFENSE

AC 32, touch 16, Hat-footed 24; (7 Dex, +1 dodge, «16
naturgl, -2 size)

hp M0 (204104100); fast healing 10

Fort +16, Ref +192, Wil +12

DR 10/—; Immune elemental traits; SR 24

OFFENSE

Speed 7O ft

Melee bite +24 (3d6+7/19-20 plus grab)

Space 15 ft.; Reach 10 ft.

Special Attacks worry (3dé+7)

spell-like Abilities (CL20)

Constamt— true sealng

At will —endangle (DCIS), goodberny, greatar
teleport L&:Hfarﬂ':.r within tertitory), speak nidlh plarts
3/ day —plant gronth

1/ weaek— sharnier

STATISTICS

Str 20, Dex 24, Con 18, Int 10, Wis 18. Cha 11

Base Atk +20; CMB +27 {+51 grapple); CMD 43 (47 ws.
tripl

Feats Combat Retexes, Dodge, |mproved Critical
Chitel Impraved Infigtive. Improved Matural Attack
Chite), tron Will, Skill Focus (Percaption), Spring
Adtack _"UL.'-:||1r.;::'r= Weapon Foots C it}




Skills Acrobatics «30, Climb 28, Kaowledge (nature)
423, Perception «30, Stealth +22, Survival +24 (428
scent tracking); Racial Modifiers +4 Survival when
tracking by scent

Languages telepathy 100 f

S0 empathic, territory, twin manifestation, woodland

strde

Special Abilities:

Twin Manifestation (Su): Whenever 2 forest kami
manifests, it may choose to ceate bwo separate bodies
instead of just one. If it does so. the two creatures act
independently of one another, though they share
single mind, spirit. and hit point pocl. Any effect which

R‘;;dsﬂne hit points of one of these bodies affects the
other in the same way (For E!G!ITI'FIIE, if one of the badies
is hit by a magic missile for 3 damage, each of the two
creatures loses 3 hit points). The cregtures are still
considered separate targets. so if 3 fireball would include
both craatures in its area of effect, the forest kami will
Eﬁ-ecﬁuehr i3ke double damage, a5 the damage inflicted
to each of the bodies will separately be subtracted from
its hit point total. If an effect would instantly slay one of
the forest kami's bodies, both gre slain.

The bwo bodies are qp-aHE al]:ad[rpg mmplete[}r
independently from one ancther, effectively doubling
the number of actions the forest kami can ke each
turn.

qur:,r (Ex): A forest kami whe is grapp[ir:g an
opponent shakes it vigorously back and forth in its
mouth. dealing piercing and slashing damage with each
successful d le check. This occurs in addition to any
other EfE-d:lgthe grapple check. such as pinning the
target or dealing addrhm]al damage).

Blessings:
While in spiritual form. Forest kami grant the Fﬂ]lm'[ng
beneficial effects:

@ Each creature within the forest kami's territory qains a
bonus to all Survival checks equal to Vz the forest kami's
hit dice.

o Each creature within the forest kami's territory gains
the benafits of the woodland stride ranger class feature.

¢ All plants within the forast kami's testitory are affectad
ir.:'l:hc:ugh hrﬂue m'erghm-rﬂu wersion of the spdl pJar}t

Ecology:

Forest kami, unsurprisingly, live primarily in forests and
other wooded aress. [n g:en-eral, fhe:,r seam to preFer
old-growth forests, and any forest with trees older than
200 years is almeost certain to contain at least one forest
kami, possibly more if i is large enough to accomodate
multiple tarritories. Some scholars theorize that these
kami are born from the !Eefings of awe and wonder that
such ancient forests evoke in morkgls.

Like the wolves they resemble, these kami are highly
territorial, and will not abide any visitors to their forest
who are not I'EPECEFI'.I[ of the forest's WaYs. Thr.:ugh
these kami will generally leave 3 traveller in peace as
long as he or she does not disturk the local ecosystem,
'E".IE:.I' will respond immediatefy and ﬂvagd':.r to anyone
whe they feel is disrespecting the forest On rare
oocasions, these kami have been known to tolergte
hermetic druids or rangers to live withip their territory.
allowing them to hunt and forage unmelested as long
as they do not take more than they need.

A forest kami's spirit dwelling is almost always the
largest and oldest tree in the forest (or, in the cse of
forests large enough to support multiple kami, the
oldest tree outside r::rFarr}r other kami's territory). Such
trees live much longer than normal trees of their kind.
and some such spirit :iwdlirjgﬁ have baen reported to
have been around for over 2,000 years. By contrast.
some forest kami instead choose less ebvious spirit
dwellings, such as acorns or Gllen logs. These also seem

to enjoy unnatural longevity.

Because of their territorial nature, and their dose ties to
trees, forest kami have a long and Bitter history with
loggers and forestess of all kinds. Most forest kami will
attack any creature bearing an axe, saw. or open flame
within its territory on sight. A single forest kami,
espacially one of the mare pmuer‘f:ul varieties, can be 3
hu-ge problem for an entire foresting operation,

éjmd mauling the lumberfacks, and reforming
only a few days after baing defegted. This typically
results in the forestess hl'ring MEerCenaries or
adverturers to find the kami's spirit dwelling and
destroy it once and for all.

Perhaps in an effost to ward off travelers, 3 forest kami's
territory is glmost always thickly overgrown, and Gr
more wild in appearance than the rest of the
surrounding forest. For this reason, 3 forest kami's
territory is usually relatively assy to distinguish from the
rest of the forest, at least to those who are paying
ghtention to their surroundings.



Forge Kami

This squat cregture is made of fron, with 3 patchwork of other
metals. A Ia?;ppe furts out of fts back, which bleeds thick
smoke into the air. In fis chest s 3 grate, opening into 3
smoldering fire which rages within. One of its arms ends In an
anvil, the other 3 hammer. A number of ingots of iron and
steal foat around s waist like 3 belt,

LESSER FORGE KAMI

xXP 1,200

N Medium outsider (elemental, kami, native)
Init ~1; Senses darkvision 60 &, low-light vision;
Percention 0

Melee 2 slam +20 (246+8)

Space 10 fi.; Reach 10 ft.

Special Attacks breath weapon (30-foot cone of
molten slag, 646 fire damage plus special, Reflex DC 19
half

STATISTICS

DEFEMNSE

AC 18, touch 9, flat-footed 18: (-1 Pex, +9 natural}
hp 47 (5410+20); fast healing 2

Fort +7. Ref =3, Will =1

DR 5/magic; Immune elements] traits, fire SR 15

OFFENSE

Spead 30 ft.

Melee slam #9 (148+7)

special Attacks breath weapon (30-foot cone of
molten =-|.1-:_1, et Hire damage nlus !-.F‘f:'-:'i.il_ Reflex PC 15
half}

Skt 24, Dex 8, Con 16, Int 8, Wis 14, Cha 1

Base Atk +12; CMB +21. CMD 30 (34 v=. ball rush and
trip!

Feats Endurance, Improved Bull Rush, Power Attack,
Step Up, T.l.'.ll..:ll'll:!'_"_:\-:\-. Weapan Focus (slam)

skills Craft Cany one smithing) +18, Climb +25,
Ihtimidate +15, Sense Mative «17: Racial Mnd]feﬁ LF
Craft (any smithing)

Languages telepathy 100 #

5Q crmpathic, manifestation, stability, territory

FI DER FORGE KAMI

XP 38 400
i Huge outsider (elemental, kami. native)
Inft =1: Senses darkwvision 120 F., [r:w-hx_{:ﬁ VISIcn, THkee

saaing s Parception +4

PEFEMNSE

STATISTICS

Str 20, Dex 8, Con 16, Int 4, Wis 11, Cha 11

Base Atk +4; CMB +8: CMD 17 (21 vs, bull rush and
tHip)

Feats Endurance, Power Attack, Toughness

skills Craft (any one smithing} +@, Climb +12,

Intimidate +8; Racial Modifers +4 Craft (any smithing)

S0 :|:1pat|'|ic, manifestation, '~.t.1||'!i|'."::,r. territory

GREATER FORGE KAMI

AP 6,400
N Large outsider Celamental, kami, native)
Init =1; Senses darkvision 60 R, low=light vision;

F'-:n:-:p’cn::-l', 2

AL 27, touch 9. lat-footed 25: (=1 Dex, +20 natural,
—2 size)

hp 180 (19410+76); fast healing ¢

Fort +14, Ref +10, will +12

DR 10/ —; Immune ¢lemental trais, fre; SR 25

OFFENSE

DEFENSE

AC 23, touch 8, flat-footed 23; (=1 Dex, +15 natural, -1
&[ze)

hp 114 (12410+48); fast healing &

Fort +11, Ref +7, will +5

DR 5/—; Immune elemental traits, firg; SR 20

Speed 30 R

Melee 2 slam +27 (346+10)

Space 15 ff.; Reach 15 fi

Special Attacks breath weapon (30-foot cone of
molten slag, 946 fire damage plus special, Reflex DC 22
half

Spell-like Abilities (CL 190

Constant— fre seaing

At will—feat metal (DT18), mending, greater
telencrt (self only within teritory)

3/ JJ':*'—J':'-.'J"I*.".::J'&_'. ke whole

1/ wock—animate |_".|'I':_fr_'|.1'

STATISTICS

OFFENSE

Speed 30 H

Str 30, Pex B, Con 16, Int 10, Wis 18, Cha 11

Base Atk +19; CMB +31; CMD 40 (44 v=. bull rush and
tripd

Feats Awesome Blow, Dichard, Endurance, Greater full
Rush, Improved Bull Rush, iron Will, Power Attack,
Step Up, Toughness, Weapon Focus (slam)



Skills Craft (any one smithing) +26, Climb +32,
Intimidate #22, Sense Motive +22; Racial Modifers +4
Craft (any smithing)

Lanquages telepatin 100 &

S0 empathic, manifestation, stability, torritory

Special Abilities:

Breath Weapon (Ex): Creatures who fail their Reflex
save are cogted in molen s[ag in addition to taking the
listed damage. At the beginning of that creature’s next
turn, it takes the listed damaqge again. this ime without
being allowed 3 saving throw, and is slowed until the slag
is removad. This damage does not continue through
further reunds. As 3 full-round action which provokes
attacks of opportunity. a coated creature cn scrape off
the cooling slag. which causes the weapen or tool used
to scrape the slag off to taks the listed damage as well. By
waiting 10 minutes for the slag to fully coel. the
character can remene it over the course of an hour
without further damage to himself or his weapons.

Stability (Ex): Forge kami raceive 3 +4 racial bonus to
their Combat Maneuver Defense when resisting a bull
rush or trip attempt while standing on the ground.

Blessings:
While in spiritual foem, 3 E}rge kami grants the
following beneficial effacts:

¢ Each creature within the forge kami's territory gains a
bonus to all Craft checks involving metalwerk equal to
*/2 the forge kami's hit dice. Additionally, the time
required to make such checks i reduced by half.

» Each creature within the forge kami's territory gains
the benafits of the endure elements spell, as well as fire
resistance 5.

¢ Once per day, while in sp-irl'hal form, a5 3 Full-round
action, a forge kami may grant a specific and powesrful
blessing on an item as it is being forged. When
completed. the item’s magical enhancement bonus will
be increased by 1/5 the forge kami's hit dice, rounded
dewn. .-"-"u.]{:a-naﬁl..'eh_,.r, if the Fc:rge kami is angered, it may
instead curse the item, reducing its enhancement bonus
by a like amount or applying one of the cursed item
special abilities found in the Pathfinder Roleplaying
Game Core Rulebook. This blessing is permanent, and
does not end if the item is removed from the kami's
territory. Such blessings and curses are not always
immediztely apparent to the cafter.

Ecology:

Forde kami are primarily found in forges and smithies,
but are ﬂcmsiana![}r found in metalworks, Gotories, and
ather areas with excessive amount of orafting. There is
even one well-documented incident where 3 forge kami
made its home in a cobbler's shop. much 1o the surprise
and astonishment of the cobbler in question. Some
scholars beliove that E'.!rge kami gre formed fom the
craftsmanship and love of the trade which metalsmiths
and other craflsmen develop in their work.

This viewpoint is strengthened by the fact that these
kami seem te value and reward oaflsmen whe dedicate
themselves to their work. fvoring those who spend the
extra time to make an exceptional item over those whe
rush and mass-produce shmtdil}r—craﬁed goods. These
kami also fake exception to those whe do not put pride
in their work, 'H'.Iﬂl.[-g]'l in all cases ‘H‘.IE}" ara more iving
with apprentices and others whe are new to the craft. In
rare cases where the kami becomes exceptionally
frustrated with a craftsman, it will begin cursing their
work in an attempt to drive them away from the forge

o F.u:f:nry-

Forge kami typically choose anvils, the forge itself. or 3
masterworl item which had been crafted in the teritory
for their spirit dwellings. These items are [argely
unzffected [:-y the kami's presance, but never dull or rust,
which is the only tell-fale sign that the item is serving as
3 spirit dwelling to those who cannot see magical auras.

Becguse 3 forge kami's territory is typically very small,
{'he':,r take 3 great investment in each individual crafter or
smith, and seem 1o do their best to try and coax each
individual's inner potential to be the best he or she can
be. almest as though they themselves were Fnr-:_:]ing and
tempering the smiths, crafting them into better paople.

Forge kami are slow to anger, but when they do it i5 very
explosive and devastating. Generally speaking. 3 forge
kami will not manifest unless someone is either
destroying or stegling the crafts in its tenitory, in which
case it will use lethal rce to protect its home and
anything which was made there. The only other time a
forge kami is likely to manifest is if its spirit dwelling is
thraztened. Normally this will be because it is being
stolen or the forge is being attacked, 3s above, but the
kami will 3lse manifest iFthe !E:lrge"s owner tries o sell
its spirit dwelling. dissuading the seller aither by its
empathy ability. or by brute force if nacessary.



Graveyard Kami

Even though this creafure wears 3 hooded robe, you can tell
something sn't qurte Hght about . It reeks of sulfur and
decay, and on closer inspection you can see that its skin (s
made of bones, grave soil, and a thick black sludge. Its long
claws are pure bome, and tts back is severely hunched. Several
funeral ums float around the cregture, as though trying
unsuccesstully ta escape .

XP s, 400
N Medium outsider (elemental, lami, native)
Init +11; Senses darkvision &0 ., ||I:|,_"-i|-:||1’r A0 R low-

light visian: Perception +18

DEFEMNSE

AC 22 touch 18, Hat-footed 14; (+7 Dex, +1 dodde, +4
natural)

hp 114 (12410+48); fast healing &

Fort +12, Ref +17, Wil 4

PR 5/magic; Immune elemental traits, undead traits;
SR 20

OFFEMSE

Speed 30 A, fly 30 R (perfect

Melee 2 claws #19 (148+4)

Fl._i.r.-gn:] soulfire #19 touch (446 p|'.|-.= energy drgin, O
18]

5Fh:q:i=’|| Attacks eherdy deain (1 level DC18), soulfike
STATISTICS

Str 18, Dex 24, Con 18, Int 4. Wis 11, Cha 14

Base Atk <12: CMB <16, CMD 34

Feats Blind Fight, Dodge, Improved |nitiative, Lightning
Peflexas Skill Focus (Petception), Weapon Fingsse

skills Escape Artist +17, Fly +15, Knowledge Creligion}
+12, Perception +16, Stealth «17
S0 empathic. manifestation, territory

XP =8 400
N Large outsider Celemental, kami, natpeed

Init #12: Senses darkvision 60 R, lifesight 60 ft., low-
light vision; Perception +50

DEFENSE

AC 28 touch 18, flat-footad 19, (+8 Dex, +1 dodge, +10
nattiral, =1 size)

hp 180 (19410+74); fast healing 2

Fort +15, Ref +21, will +8

DR 5/—; Immune elemental traits, undead traits; SR 25

OFFENSE

Speed 30 ft., fly 60 fi. (perfect)
Maelee 2 claws +26 (246#6)
Ranged soulfire +26 touch (7dé plus energy drain, DC

27
wha

Space 10 ft.; Reach 10
Special Attacks energy drain (2 levels, DC 22}, soulfive

STATISTICS

Str 22, Dex 26, Con 16, Int B, Wis 14, Cha 16

Base Atk #19. CMB +26; CMD 45

Feats Blind Fight, Podge; Improved Inttiative, Improved
Natural Attack (claw), Lightning Reflexes, Lightning
Stance, Mobility, Skill Focus (Perception}, Weapan
Finesse, Wind Stance

Skills Escape Artist +30, Fly +358, Knowledge (religion?
+18, Perceplion +30, Ghazlth +26

Lanquages telepathy 100 i

50 empathic, manitestition, teritory -

wP 2400
M Huge cutsider (elemantal, kami, native)
Init #13; Senses darkvision 120 ft., lifesight 120 & low-

|L:_.||I‘|.' wislon, frae SECI Pr_'r.:«:pfl:n +41

DEFENSE

AC 28 touch 18, Hat-footed 19 (+9 Dex. +1 ;Emi-.f;:_‘, 10
natural, =2 size)

hp 322 (28410+168); fast hegling 14

Fort +21, Ref +27, will +13

DR A0/ —: Immune elemental traiks, undead traits: SR
500

CFFENSE

Spead 30, fly 120 f (perfuct)

Melee 2 claws +36 (346+7)

Ranged soulfire +35 touch (946 plus energy drain, DC
24}

Space 15 fi; Reach 15 fi.

Special Attacks energy drain (1dd+1 levels. DC 28),
saulfire

Spedl-like Abilttias (CL 207

Constant—deathwgdch, true soeing

At will—desth Lnell (DC 18), gregter feloport (selt
only within territory), speak with dead
Sfday—animate dead . commandg undead | rifve dosd
1/day—fnger of dezth (DC 21)

1/ wetk— true resurrection”

"This spell can also be used to return 3 destroved



undead to unlife,

STATISTICS

Str 24, Dex 28, Con 20, Int 10, Wis 18, Cha 18

Base Atk =28 CMB =37, CMD 57

Feats Blind Fight, Combat Reflexes, Dodge, Improved
Initiative, Improved Natural Attack (claw?, Lightning
Reflexes, Lightning Stance, Lunge, Mobility, Skill Focurs

( Perception) 1n:|ﬂ:'1:|L:=.i_ Weapon Finesse, Weapon
Focus Celaw), Wind Stance

Skills Escape Artist +40, Fly +&4, Knowledge Creligion?
+31, Perceplion +41, hanse Motjve +35, Stealth +32
Languages telepathy 100 i

%0 empathic, manifestation, LekHioHy

Special Abilities:

Energy Drain (5u): A creature hit by a graveyard kami's
soulfire gains ane or mare negative levels. This ability
never triggers more than once per round. redardless of
the number of attacks a graveyard kami makes in that

round.

Ufﬂlght (Su): A graveyard kami is able to see the
life-force of ceatures arcund it. as nebulous and hazy
auras which linger about them in the air. This functions
as blindsight. except that it only allows the graveyard
kami te detact living or undead creatures, and allows it
to distinguish one the other. it cannot see
constructs, or other creatures neither living nor dead,
with this ahility.

Soulfire (5u): As a standard action, 3 graveyard kami can
fire 3 bolt of harmful energy at 3 creature, directly
attacking the target’s soul. Thisis g ranged touch aHad:
with a maximum range of 30 feet, and which an enly
affect living creatures. On 3 successful hit, the creature
akes the listed amount ufdamage. half of which is
negative anerdy and the other half of which i untyped.
A successful Fortitude save halves the damage. The save
DC is Charisma-based.

If 3 creature has at least one negative leval from the
graveyard kami'’s soulfire when it dies, it must succeed on
a2 Will save (of the ame DC) or have its soul utterly
consumed, making i impossible for the creature to be
raisad or resurrected by any means without first having a
wish or miracle st to restore the slain creature’s soul
from ablivion.

Blessings:
While in spiritual form, graveyard kami grant the
following beneficial effects:

¢ Each cregture within the draveyard kami's territory
gains a bonus to all Knowledge (religion) checks equal
to /2 the graveyard kami's hit dice.

# Corpses interred within the graveyard kami's territory
dain the benefits of the gentle repose spell.

+Corpses interred within the graveyard kami's territory
are harder to resurrect or animate. Characters
gttempting to cast animate dead. or similar madgic, or
gHempting to cast taise dead. or similar magic. ona
creature which has been buriad in 3 graveyard kami's
territory must succeed on 3 caster level check (DC 10 +
/= the graveyard kami's hit dice + the g rd kami’s
Wisdom medifier) or the spe” Hils. This Joas net
end if the corpse is removed from the kami's territory.
or if the kami is slain.

Ecology:

Graveyard kami are found prima-ril'}r in graveyards,
cemeteries, mauscleums, cryphs, and other places where
the dead are ritually buried. Some scholars theorize that
graveyard kami are created by the sense of mouming
and loss which pervade such places. In rare cases, they
have been known to appear at the sites of ancient and
terrible battlefialds, making a silent vigil over the corpses
left o rot at the battles end. While some scholars
theorize that these in particular graveyard kami are the
remnants of 3 battefield kami which oversaw the battle,
other scholars believe that they are instead creatad by
the ||Er:|guerir|g reehirjgs ﬂFreg“rei: in the souls of the dead

soldiers.

Graveyard kami typiclly take 3 tombstone or coffin as
their spirit dwelling. Such objects bear the test of time
better than mest, and it is s3id that any tombstone
which serves as 3 graveyard kami's spirit dwelling will
always be legible.

Graveyards inhabited by g rd kami often feel
EP-EEiHH’}" E‘.!r[':ﬂdl'm_:], which o leads commoners o
believe that the graveyard is haurted, and they often
hire adventurers to deal with such non-existent spirits.
For its own part. tha graveyard kami seems primarily
interested in ensuring that any creature interrad within
its territory remain dead and lifeless, and =o pﬂ'mai—ﬂy
come into canflict with gravercbbers. tomb raiders.
necromancess, and those who seek to return their lost
loved ones teo life.



Library Kami

This creature appears to be made of bools, serolls, and
parchment, stacked and arranged to mimic the form of 3
robed wizard. s clothes are covered in 3 fine, spidery writing
which makes it look almest like it is wearing 3 tapestry. Several
ancient tomes, musty and omate, float around 1t 35 it 4nifts
silently through the air.

LESSER LIBRARY KAMI

AP 4,800

N small outsider (elemental, kami, native)

Init +&; Senses darkvision 60 ft, low-light vision;
Perception +0

GREATER LIBRARY KAMI

AP 25600
N Medium ocutsider (elemental, kami, native}
Init +7: Senses darkovizion 60 f |-:u1.~.-—|i!.||1t wision:

Perception +2

PEFENSE

AC 28, touch 18, flat-tooted 20: (+7 Dex, +1 dodge,
+10 natural)

hp 155 (18d10+54); fast hegling 9

Fort +14, Ref =20, will +10

DR 5/— Immune lemental traits; SR 24

QFFEMSE

DEFENSE

AC 22 touch 18, fat-footad 15; (+6 Dex, +1 dodge, =4
natural, 1 size)

hp 75 (10410200 {3st |'|i:.1||£.'1._:| 5

Fort +9, Ref +12, Will +5

DR 5/madic; Immune alements] trait. SR 19

OFFENSE

Spead 30 1.

Melee slam =17 (1d6+3}

Spell-like Abilities (CL 10)

Constant—cammtrenend Logudges, defect magic, reid
magic

Typical Spells Prepared (CL B)
dth—/esser globe of ipvalnerability | wainbosw patictn,

siibvert spell e

3rd—dleap siumber (DCAT), protection from energy,
raw of exbgustion (DCIT), suggestion (DC 17}
Ind=scorching ray (2}, make whole, fouch of idiocy
1st—charm person (DCA5), magic missile (2), shielf,
sleep (DCAS) wnssen senant

O—arcane mark, mage hind, mending, touch of

# tigeee (I 14)

Speed 30

Malas 2 slams +26 (14833

Spell-like Abilities (CL18)

Cohstant—grane sight, comprefend lnguages, read
irdgic

Typical 5pells Prepared (CL13)

Tth—Banishmert (DC 23, fnsanity (DC 23)

fith— _c,'f:*.;l‘c.'-:.l'}k;.:::,u" maaeic, quards gl wands, .{_‘_a,.':,'r}ff
ke

Sth—dlowdkadl (DC 21}, domingts persan (DC21),
telopatiic hond . waves of Gtigue

dth— fesser globe of iovilnerability, phartasmal kifler
CPC 200 rarmbow pattern, subvert spelf™ (2,
Srd—dlaap slumber (DC A7) (2), protection from
enengy, [y af exhausiron (DC17), Seiggestion {7
(2)

_'-'|1j—~.|:|:|r:|1||1.__] kay (2), make Whole  toich of idiocy
(3]

Tst—chann person (DCAS), magic nefssile (20, shieid,
slegp (DC15) anseen servant (3)

O—arzane mark, mage hand, mending . touch of
Gtigue (DC 14)

STATISTICS

STATISTICS

Base Atk +10; CMB +11; CTMD 28

Feats Arcane Strike, Combat Casting”, Podqe, Eschew
Matenals, tron Will, Serbe Seroll”, spell Penetration”,
Weapon Finesse

3kills Escape Artist +18, Knowledge (arcang) +24,
Rn:-.-wL.h:g: l;|'.-:'5{'-'_1r1_,.f:' +22 .'*2_'1-'_1'.+..'{._l.|:|_:: {any two other)
+22, Knowledge (untrgined) +10, Sanse Motive +13,
spellcraft <17

5C3 cantrips, empathic, manifestation, spellcasting,
territory, vast knowledae

Gtr 16, Dax-24, Con 16, Int 24, Wis 14, Cha 13
Base Atk +18. CMB +21; CMD 39
Feats Arcane Strike, Combat Casting’, Podge, Eschew
Materials, Greater Spell Penetration, iron Will,
Lightring Reflexes, Polrt Blank Shot, Scrbe Seroll®,
E-pr_'ll Papetigtion Weapon Finesse, Weapoh Foous
{slam?
Skills Escape Artist +28, Knowledge (arcanal «42,
Knowldege Chistory) +42, Knowledge Creligion) «42,
Knowledge (nokility} 42, Knowldege (any twa other)
+42, Knowledae (untrained} +21, Sense Motive +23,
Spelleraft +28
Languages telapathy 100 ft



5Q canttips, empathic, manifestation. L:11L:||r.1'.~t|rlg,
territory, vast knowledge

ELDER LIBRARY KAM

AP 153,600

N Large outsider (elamental, kami, native)

Init +%: Senses dardovision &0 I-::u.*;-'iﬂ"l’f visicn, Trae
sdeiing; Parception +4

DEFEMNSE

AC 53 touch 12, Hat-foated 23: (49 Dax, »1 du-}.gu. +14
natural, -1 size)

hp 275 (22410+154); fast healing 11

Fort +19, Ref +24, will +13

DR 10/—;: Immune =lemental faiks: SR 29

OFFEMSE

Speed 30 f1.

Melee 2 slams +31 (2d6+6)

Spell-like Abilities (CL 20

Constant—comprabend Gnguages, greater ancane
sighit, redd raagic, troe sesitg

Typical Spells Prepared (CL 1)

Sth— bﬂ:q.ﬁ“ refige, Hmestop

Bth— Ainding (DC 23), discern location, mind Blank,
temporal stzses (DC 23)
Tthe—Bgnishnent (DC 23}, gregter
frasgeity (DC 23) (2)
bth—dlisirtegrpte ( I"x_ 22), gregter dispel magic
geards and wards, l2gend love, permanent image (DC
23

Sth— clowrdiall (DC 21), domingte person (DC 21,
z'.;."r_l,ﬂf:'f::c Aot (20, waves ".'fj‘:..'n{.:..l.:.l.:' [

dth—fesser globe of imvdlnerability, plhantasmal killer
(0 20, rarnbow pattern, seiEnvert .=;,-:-r.'.l:" 5§
Srd—dlzep slumber (DC17) (2), protection from
ey, r_.l_rr_".f'-n:*:r.lf.l.'.lc.l.ai:':r:'ﬂ (DT A7), suggestion (DC1F)
(2]

2nd—scorching ray (2), make whale, touch ;:.*).f.".-x:p

scrytiag (DC 23),

(3]

Ist—eharm peron (DC15), magic misste (20, shield,
sicep (DC 15} wsmscon sengnt (3)

O—arcane mark, mage hand, mending, touch of
fatigue (D} 16)

STATISTICS

Str 22, Dex 28, Con 22, Int 28, Wis 18, Cha 14

Base Atk +22- CMB + '5'. CMD 49

Feats Arcane Strike, Combat Casting”, Podge, Eschow
Materials, Greater Spell Penetiation, tron Will,

Lightrning Reflexes, Maximize Spell, Paint Blank shot.
: i i F

Precize Shot, Ouicken SP«:IIE', Scribe Scrol|”, Soel)
Penetration
Focus (slam)

Skills Escape Artist +34, Knowledge (arcana} +34,
Knowldege Chistory} +34, Knowledge (nobility) +42,

F - ] i
ki 'Ir:ugh'm“ CWeanon Finesse, 'r“-.’::.]Fn:]

Knowledge (planes) +42, Knowledge (religion) +42,
H.nan-::ﬂ: Lany thies other) 442 Knowle: {_|-"
{untrained) +30, Sense Mative +29, Spellcraft +34
Languages telepathy 100 L

5Q cantrips, empathic, manifestation, spelleasting
territory, vast khowledge

Special Abilities:

r‘? (5p): Library kami cast spells as 3 wizard
whnse | ua-J to their TR LI['JFEI"_r" kami
au{:nmahmlh' know all sorcerer/wizard spells they can
cast, and do not need a spallbook, but still prepare spells
each day. The spells listed in the library kami's stat-black
are not the enly spells they know, but rather are
E!ETITPIE of 3 'l'}-'piql contiguration n-FspFJE such 3 kami
might have prepared at a given time.

Vast Knowledge (Ex): Library kami treats all
Knowledge skills as class skills (taken separately).
Additionally, library kami gain an enhancement bonus
to all Knowledge checks equal o V2 their hit dice. and
may make such checks untrained.

Blessings:
While in spiritual form, library kami grant the fellowing
beneficial effects:

¢ Each creature within the library kami's territory qains a
bonus to all Knowledge chedks equal to 1/4 the library
kami's hit dice.

o All books withina |i|:'rz|r:,r kami's territory are protected
from acid and fire damage as though by the spell
protection from enetgy. and are abso completely water-
(this protection extends to other liquids as well,

such 35 alechal and ail).

» All cregtures within 3 likrary kami's territory are
affected as though by the comprehend languages spell.
Ecology:

Library kami are found in repositories afknmuia&ge of
all kinds, though they typically preﬁar libraries, especially



pquc libraries. A |EE-rarJ.r does not need to be Espe::ia”':,r
|large to create 3 library kami, many privately-owned
libraries of nobles, scholars and even the cccsional
innkeeper have been known to be homes to these
strange creatures. In fact, the power of the libiary kami
seems to be Hied more to the qua|r|:].— of the kﬂﬂh‘led-ge
the library confains than the quantity, and libraries
containing particularly rare or important knowledge
creata the strongest kami. Some scholars believe that
library kami are creatad by devetion to knowledge and
the pursuit :::'Fhl'gher |Earning.

A library kami's spirit dwelling is almost always the
oldest or rarest tome in the collection, though in
libraries which employ ctalogs listing the dassifition
and lecation of all the |i]:|ta-r'5r’5 boaoks, the Jj]:l'l'ﬂ'!‘:,-' kami’s
spirit dwelling may be the cataley. instead. Library kami
are very protective of their spirit dwelling, but becguse
they are so prﬂ-[:nur::t[}rﬁed 1o the pursuit of knowledge.
they will allow careful and res visitors to the
|:il'|ra-r3,r to exgmine the bool Th-E:,r a-Jwa}'s manifest
before allowing anyeone to take the book however, doing
their best to impart its great importance to the reader.

Library kami are among the most sociable of the kami,
and will acl:ua“'y spend a great deal of time manifestad.
serving as de facto librarians. In this way, they may
enforce the library's silence, vealmly and serenely
reminding any noisemakers that the library is to be silent
at all times. In the c35e of troublemakers who refuse to
c:lsey, the Jil‘-"!'ﬂ‘r'f karmi will E::rdH}r E:aq:sd them, or. in the
case of particularly powerful library kami, will usually put
them in suspended animation indefinitely.

If the [ibrary comes under attack. from miders,
barbatians, arsonists, or book thieves, the library kami
will defend it to the best of its ghility. though where fire
is invelved, it often prefers to stay non-manifested, in
order to protect the books from the fires.

When 3 ||EE-rE||-J.r kami's ph}rsiql bad}r is destroved, a
number of bocks and scrolls remain behind. These
books and scrolls contain some of the library kami's vast
spall knowledge. A character who retrieves such
remnants can use them to copy spells into his or her
5|:|E|JJ:rnﬂk, A I:il!rar"-,r kami leaves one such spdl per hit
dice it posesses, chosen randomly from amongst the
spalls it is able to cast (3 lesser library kami. for example.
would leave 10 different spells, sach of a level between
1st and 4th, and determined randomly). These scrolls
remain until the kami finishes its ]'Jealir:g, at which pointt
they vanish in a puff of Blue smoke.

Scme library kami live in ancient ruins or temples rather

than libraries, protecting ancient relics or heirﬂg]yphs_
Some of these kami are willing to allow curious
investigators to examine the ancient knowledqe and
artifacts which they quard, as long as they do so carefully
and deo not remove or destroy anything. On the other
hand, some of these kami instead are E!'l.'h'E'IThEl':,-' hostils
towards any who comes near their territory, sesing
themselves as quardians of the area, and not abiding by
any trespassers.

Regardleaﬁ of their view towards visitors, |i]:|ta-r':,-' kami
whe inhabit such ruins often take relics or other andent
artifacts as their spirit dwelling. rather than books,
though they still tend towards the mest andent or rare
such itemn.



Marketplace Kami

A strange mockery of 3 merchant stands before you, fts portly
body and garish robes made entirely of varous wares and
miscellamy ome might find in 3 bazaar. s head &5 made from
an iron cook-pot, one hand 3 hammer or spade, the other
ending in 3 set of | A number of ancient coins ot
around the merchant’s head like 3 halo of gold.

LESSER MARKET KAMI

AP H00

N small outsider (elemental, kami, native)

Init +3: Senses darkvision 60 ft., low-light vision;
Petception +5

PEFEMSE

AC 16, touch 15, Hat-footed 12; (43 Dex, +1 dodae, +1
natural, +1 size}

hp 21 (3410+6); (35t bealing 1

Fort =5, Ref +6, Will +1

PR 5/magic; Immune elemental traits; 5K, 13
OFFEMSE

Speed 50 ft.

Meles 2 slyms +5 (1d6+1)

special Attacks disarming strike

STATISTICS

Str 13, Dex 16, Con 14, Int 4, Wis 11, Cha 11

Base Atk +3 CMB +4; CMD 18

Fegts Podge, Improved Disarm’, Mohility

Skills Climb +7, Escape Artist <7, Perception +5, Sleight
of Hand +4, Steglth +12

5Q empathic, manifestation, territory

XP 3,200
N Medium cutsider {elemental, kymi, native)
Init +2: Senses darkvision 60 ., low-light vision;

Perception +14

Spa:la] Attacks disarming strike

STATISTICS

Str 16, Dex 20, Con 14, Int B, Wis 14, Cha 11
Base Atk «9. CMB +13. CMD 28

Feats Podge, Improved Disarm’, Improved Initiative,
I"-’|n|'~|||l':,'_ Weapon Finesss, Weapon Focus {claw)
Skills Climb +15, Escape Artist #17, Perception +14,
Sleight of Hand +17, Stealth 17

Languages telepathy 100 it

50 empathic, manifestation, tenitory

ELDER MARKET KAM

AP 12200

M Large outsider {elemental, kami, native)
Intt +11; Senses darkvision 120 &, low-light vision, éree
seeing; Perception 425

PEFENSE

AC 28, touch 17, lat-footed I1; (47 Dex, +1 dodge, +12
natural,
hp 152 (16410#64); fast healing B

Fort #13, Ref +17. will +11

DR 10/ —; Immune elemental traits; SR 25

| size

OFFEMSE

STATISTICS

Speed 50 ft.

Melee 2 slams =23 (2d6+4)

Space 10 it Reach 10 ft

Special Attacks disarming strike

Spell-likes Abilities (CL 14}

Copstant— frwe sooing

At will-—greater teleport (self only within territony),
mdde hand, mending

3/ day— greater imvisibility, locite obrect | mafor
Sredhon

Sptodi——stngtine (DC 23)

DEFEMSE

AC 22 touch 16, flat-footed 16; (+5 Dex, +1 dodge, +6
matural}

hp 67 {9410+18); fast healing 4

Fort +8, Ref +11, Will +5

DR 5/—. Immune slemantal traits. SR 18

OFFEMSE

Spead 40 [t

Melee 2 slams +14 (148+3)

Str 18, Dex 24, Con 16, Int 10, Wis 18, Cha 11

Base Atk +18; CMB +15; CMD 28

Feats Dodge, Improved Critical (claw), Improved
Disarm’, Improved Initiative, Tron Will, Mobility,
Toughness, Weapon Finesse, Weapon Focus Cclaw)
Skills Climb +23, Escape Artist +26, Perception +23,
Sende Motive +23, Sleight of Hand +26, Stealth +22
Languages telepathy 100 R,

S0 :l'r'.n;uthn:. manifestation, tekritory



Special Abilities:

Disarming Strike (Ex): VWhen a market kami hits with
both slam attacks, it can athernpt to disarm its target ofa
single held fem as a free action by making a disarm
combat maneuver. If the athempt succeeds, the kami
absorbs the item into its body. healing 5 hit points in the
process. Tha cregture can attempt to get the item back
with a successful disarm attempt of its own, and if the
market kami is slain the itemn does not dissalve with the
rest of its body. but remains behind instead. If the
market kami ends the manifestation before sither of
these events happen. however, the item is lost until the
kami chooses o manifest aqain. at which time the an]’:,-'
way to recover the item will be through a successful

disarm attempt.

Blessings:
While in spiritual form, a market kami grants the
following beneficial effacts:

# Each creature within the market kami's territory dains
a bonus to all Appraise and Diplomacy checks equal to
%z the market kami’s hit dice. Less Gir-minded market
kami instead provide a bonus to Bluff and Sleight of
Hand checks.

+ Each creature within the market kami's tesritory can

identify the magicl erties of magic itemns using the
Appraise skill instead of the Spelleraft skill, and without
the use of detect magic. This takes one minute, and the

DC s equaE £ 20 + the tem’s caster level Less Hir-
minded market kami instead cause all detect magic.
J'dn:nﬂﬁ{, and similar spells cast within its territory to fil,

or provide false results.

2 The entirety of the market kami's territory is affectad
as though by the spell zone of truth. Less Gir-minded
market kami instead grant the benefits of glibness to
each creature within their territories.

Ecology:

Market kami can be found anywhere large amounts of
trade or business s conducted. They are most
commenly found in large bazaars or open markets,
Ep-al:ia[[}r if such p[aa:ﬁ are on major trade routes or
otherwise see a great deal of exotic goods, merchants,
coin, and buyers. The size of the market seems to be less
impertant to the kami's power than the variety of goods
which can be found within.

These scholars who believe that kami are the result of
certain thoughts, feelings, or emotions are bitterly

dividad a5 to what leads fo the cregtion of 3 market
kami- some believe that market kami are created from
the greed of merchants looking to make a quick profit,
as well as that nF‘]:largain seekers.” Others beliove that
these kami grise from the desire for Gir exchange, and
from good and honest merchants, as well a5 buyers whe
are willing to pay what things are worth. In truth, both
sides of the argument seem to have merit, as both types
of market kami are known to exist. Each camp of
schelars elaims that the other kind of kami is the result
of seme kind ﬂi:penrersinr: or other transformative
event.

Market kami tend to take any kind of item as their spirit
dwelling, sometimes taking residence in 3 fine sword. or
3 length of silk rope, or an cld coin. Because of the
highly fAuid nature of goods in 3 bazaar, most market
kami are able to move from one spirit dwelling to
another. This has 3 number of restrictions. and as faras
has been recorded, the market kami is only able to shift
from an item that is beir:g sold. to the item which is
being used to purchase it. In this way. the market kami
will weave its spirit dwelling throughout the market,
meoving from stall to stall and hand to hand.

ﬂhiuus[}r, bacguse the twe kinds of market kami are
very differentt from one another, they act in very
differart ways. Fair-minded market kami act like self-
appointed guardians of the market and of the traders
and customers therein. They will go out of their way to
thwart 51:]1&111|'r:|g, greedy merchants whe try to chezt
their customers, as well 35 doing their best {0 stop
pickpockets and other thieves causing trouble. In
extreme cases, they may even manifest to stop such
pickpockets, dissrming them of their ill-gotten gains
and returning them to their rightful owners. In cses
where the thief is able to get away. these kami often
turn to adventurers or other capable hands in the
market. empathically urging them to recover the lost
doads.

By compariscn, the greedy market kami create chaos in
the marketplace. enabling liars. cheats, and theives to
run rampant, and creating an atmesphere where
everyone looks out for him- or herself. These kami
Jregufarh,r manifest o steal choice items from travellers
or passerby. taking them for themselves and creating an
ever-growing hoard of its own body. They are
particularly attracted to magicl items and the sorts of
rare art cbject and coins that adventurers tend to
accumulate, which often put these twe groups in direct
odds as the market kami steals the advernturers’ hard-
egrmed loct, then absconds with it.



Temple Kami

This cregture appears to be 3 stone lion. It wears 3 thick,
bralded rope a5 2 collar, and s eyes smolder with green fire.
Several ornate paper lanterns flogf around s head, darting and
wegving in an intricate danes.

LESSER TEMPLE kKaAMI

XP 3,200

N Medium autsider (elemental, kami, native)

Init +7; Senses darkvision 60 it low-light vision, scent;
Percaption +15

DEFENSE

AC 18, touch 14, Hat-Footed 14; (+4 Dex, #4 natural)
]‘up B5 (9410434 ); fast |1::.'|||I'|r:] 4

Fort +2, Ref «10, Will «5

Defensive Abilities ferocity: DR 5/magic; Immune
elamertal traits; SE 18

OFFENSE

Speed 40 .
Melee bite +15 (148+8), 2 claws +15 (146 «6)
Spn:c:'a| Attacks pounce, roar (DC 1)

STATISTICS

Melez bite +23 (246487 2 claws +25 ({d8+8)
Space 10 f; Reach 5 %
5|:h:cf.1| Attacks pounce, ko {21

STATISTICS

Str 24, Dex 20, Con 16, Int 8, Wis 14, Cha 11

Base Atk +16: CMB +25 (+22 grapple); CMD &0 (44 v,
trip)

Feats Dodge, Improved Initigtive, Mability, Run, lron
Will, skill Facus (Perception), Toughness, Wind Stance
Skills Acrobatics +28, Climb +27, Knowledge Creligion)
+18, Perception +27, Stealth «24; Raclal Modifiers <4
Acrobatics. +4 Sealth

Languages telepathy 100 f

S0 n_'rr:pqihin:, minifetation, territary

ELDER TEMPLE KAMI

XP102,400

N Huge outsider (elemental, kami, native)

Init +7: Senses darkvision 120 £, |L':-|.-.-|i.__]|',~t Visio,
scent, frue seeing: Perception +25

Str 22, Dex 18, Gon 16, Int 4, Wis 11, Cha 1

Base Atk +3: CMB #15 (+19 grapple). CMD 29 (33 v
trip}

Feats improved Initiative, Ran, 1ron Will, Skill Focus
(Perception), Toughness

Skills Acrobatics #15, Climb +15, Knowledge (religion)
+3, Percaption +15, Steszlth +15; Raclyl Modifiers +4
Acrobatics, +4 Steglth

5Q empathic, manifestation, territory

TER TEMPLE KM

AP 19 200

N Large outsider Celemertal, kami, native)

Init «2: Senses darkvision 60 ft., low-light vision, scent;
Petception +27

CREA

DEFENSE

AC 3D, touch 14, flat-footed 24; (#5 Dex, 1 dodge,
F16 natural, =2 size)

hp 250 (20410+140); fast healing 10

Fort «18, Ref +19, will +12

Defensive Abilitles ferocity: DR 10/ —: Immune
elemental traits; SR 28

QOFFEMSE

PEFENSE

Speed 40 i

Melee bite +28 (24B+10), 2 claws +28 (2d46+10)

Space 15 ft.; Reach 10 ft.

Spedial Attacks pounce, roar (DC 26)

Spell-like Abilities (CL 14)

Constymt=— irie seeitg

At will— Blass napter, grater talspart (self only within
territony ), Grsden enant

3 day—atonement shout (PC18)

1/ week—mark of fustice

AC 25, touch 15, Hat-footad 19: (+5 Dex, +1 dodge, +10
natural, -1 size)

hp 152 (16410+64); fast healing B

Fort +13, Ref «15, Will +5

Defenstve Abilities ferocity; DR 5/—: Immune
elemental traits: SR 23

STATISTICS

OFFENSE

Speed S0 1.

Str 30, Dex 20, Con 22, Int 10, Wis 18, Cha 11

Base Atk +20; CMB +32 (+29 grapple); CMD 47 (51 s,
trip}

Fests |3ml-._|c_'. Improwved Initigtive, I|.__1§1’.'.=1i|*.¢:] Roflaes
Lunge, Mohility, Run, Tron Will, skill Focus

{ Perception}, Toughness, Wind Stance

Skills Acrobatics +32, Chimb +53, Knowledge (religion}



+25, Perception +33, Sense Motive 27, Steghth +24.
Racial Modiffers +4 Acrobatics, +4 Stealth
Lanquages telepathy 100 it

5Q empathic, manifestation, teritory

Special Abilities:

Roar (5u): A temple kami's roar carries 3 pu'ﬁ'erﬁl[
.wpemafural Emnp-ulsicrn, driving m\a}ri‘hase who do not
belong within its temple. Each creature within 100 feet
of the temple kami. whe can hear its roar, and who the
temple kami views as an enamy, must succeed on a Wil
save or be overwhelmed with 3 desire to flee from the
temple kami's territory. Creatures who il their sgve
leave the temple kami's territory as quickly as they are
able, and will not willingly return for 3 duration of one
day per hit die the temple kami es. Even those
creatures wheo succeed on their Will saves feel 3 profound
sense of unease while within the hmpha kami’s territory,
and suffer 3 -4 morale penalty to AC. attack rolls, ability
checks. damage rolls, skill checks, and sving throws a5
leng as they remain within the temple kami's territory,
for 3 duration of one day per hit die the temple kami
POSsEs5es. The save DT is Constitution-based. The 'I:Un'ple
kami may use this ability once per day.

Blessings:
While in spiritual form, 3 temple kami gramts the
E:Hm-rjng beneficial effacts:

+ Each creature within the temple kami's territory gains a
bonus to all Knowledde (religion) and Perception checks
equal to /2 the temple kami's hit dice.

& The i:empE-E kami’s territory is protected as ﬂ'laugh J:ry
the spell magic circle against evil. This is a single effect
which covers the entire territory.

¢ Onee per day, while in spirit form, 25 3 Full-round
action, the i:emp[-e kami can affect its entire territory as
though with the prayer spall.

Ecology:

Temple kami are found primarily in monasteries,
Eemp|ﬁ, shrines, and r:ha]:!efs, Epeu:ia”y the more remote
and secluded kind. They tend to prefer the kind of
meonastery or temple whare the monks or priests live in
the building full-time, and which are largely salf-
sufficient, but this is by no means 3 hard-and-fast rule.

In fact, some temple kami instesd make their homes in
palaces, castles. and the like. though these kami do not
substantially differ from the temple kami who make
their homes in actual tamples.

Some scholars believe that '|:emp|e kami are cregted |:.-1,'
the devoticn and piety. as well as self-sacrifice, of the
members of the temple that the kami inhabits. As
evidance for such claims, they point to the temple
kami's preference for secluded, self-sufficient
menastesies, where the menks often dive up much of
their daily lives in favor of their new religious path. They
also point out that temple kami are among the most
loyal and protective of all kami, and they seem to have
little purpose beyond quarding their tervitory from
those whe would asssult & Cthers believe that femp-]e
kami are created directly by gods and other gregt
powars, and spacifically set in a temple to quard it frem
that deity’s enemies. 1f this is true. ne deity has ever
apenly admitted to doing so. which seems somewhat
suspect. :

In the case of temples or shrines devotad to evil deities
or religions, the temple kami are somewhat altered. They
provide 3 magic circle against good. rather than a magic
circle against evil. and tend to ke far more vindictive in
dealing with interlopers. often preferring to maim.

rather than kill, so that the der can later be
interregated or sacrificed. Feportadly, temple kami exist
which are neither goed nor evil aligned. and may
provide other protective spFJJs, such as magic circhs
against chaos.

A temple kami's spirit dwelling is usually an altar, or else
3 statue of some kind. In some cses, temple kami
instead choose elaborate stained-glass windows,
tapestries, or items of ritual significance (such as a high
priest’s ceremanial darments) as their spirit dwelling
instead.

Typica”‘:,-r, {:em-p]e kami do not manifest unless their
territory is being invaded. They are often the bane of
temple—raiding bandits, brigands. or adventurers, though
they typiclly preﬁar'l:c:- simply chase off such interopers
with their frightening roar. In rare cases, when 3 temple
or shrine is under dire threat from within (for Er;ample,
if one of the derics or priests is corrupt), the temple
kami may turn to apable adventurers to deal with this
threat, espedially if ts own ability to address the problem
is insufficient.



Water Kami

Rising up from the water 15 3 vaguely feminine form, though
s fegtures gre blank. Iﬁbadfyas made mostly of water, tho

it also contains 3 number of rocks and 3 dezl of fine, sandy si
Circling the creatuire are 3 number of small fish, which seem to
have no trouble breathing as they lazily swim through the air
around the creature’s head.

LESSER WATER KAMI

XP a0

N Small outsider Celemental, kami, native)

Init +2; Senses datkyvision 60 ft, low-light vision;
Perception +8

DEFENSE

AC 1B, touch 16, Hlat-footed 13; (+5 Dex, +2 natural, +1
size)

hp 34 (4410412} fast bealing 2

Fort +7, Ref +2, Will +1

Defensive Abilities watery form;: DR 5/magic; Immune
elemental traits; SR 14

QOFFEMNSE

Spead 30 [ swim 60 £t

Melee 4 slam +6 (1d4)

Ranged water et +10 touch (148 plus drench)
Space 5 ft.; Reach 10 ft,

Special Attacks drench, water jet

STATISTICS

Str 10, Dex 20, Con 16, Int 4, Wis 11, Cha 11

Bayse Atk +4;: CMB +3. CMD 14

Fegts ||erI'u'.'E-.': Ihitiative, Weapon Focus {alam)
Skills Perception +8, Steglth +15, Swim <17

S0 =mpathic, manifestation, terHtory

JATER KAMI

CREATER ¥

AP 4,800

M Medium outsider (elementsl, kami, native)
Init +%: Senses darkvision 60 1., low-light vision;
Percention +156

Spead 30 H; swim 60 1

Melee 2 slams +14 (146+3)

Ranged water (et #15 touch (246 plus drench}
Space 5 ft.; Reach 10 ft

Spﬂ:la] Attacks drench, water |et

STATISTICS

Str 16, Dex 20, Con 16, Int 8, Wis 11, Cha 11

Base Atk «10. CMB +13; CMD 29

Feats Dodge, Improved Inttiative, Step Up, Toughness,
Weapon Focus (slam)

Skills Escape Artist +18, Intimidate +13, Perception +14,
Stealth +18, Swim +24

Languages telepathy 100 f

SQ empathic, manifestation, terdtory

ELDER WATER KAM

P 25600
N Large outsider (elemental, kami, native}
Intt +11; Senses darkvision 120 i, low-light vision, e

seeting; Perception +22

DEFENSE

AL 30, touch 17, Mat-footed 21; (48 Dex, +1 dodge, +12
natural, -1 size)

bp 171 (18410+72); fast healing 9

Fort +t4, Baf +18, will +12

Defensive Abilities watery form: DR 10/ —; Immune
elemental teaits; SR 24

OFFENSE

DEFEMSE

AC 24 touch 16, |'|.1t—l'm'3-l'-::c1 18: (+5 Dex, +1 dc::i-:]::, +H
natural)

hp 95 (10410+401; fast healing 5

Fort +10. Ref 12, Wil <3

Defensive Abilities watery form; DR 5/—; Immune
elemental traits; SR 19

Speed 30 M ; swim &0 R,

Melee & dam +26 (148+5)

Ranged water jot +25 touch (446 plus drench?

Space 10 . Reach 15 ft.

Special Attacks drench, water jet

Spell-like Abilities (CL 18)

Constant— e seefing

At will = abscerring mist, greater telaport (sell only
within territon)

3/ day—control water

SFl er'a;: :.:;.:l

1 wesw —fsarrams

STATISTICS

OFFEMNSE

Str 20, Dex 26, Con 16, Int 10, Wis 1H, Cha 11

Base Atk +18; CMB +15 CMP 31

Feats Blind-fight, Combat Reflexes, Dodge, Improved
Initiative, lron WIll, Step Up, Toughnes, Weapon
Finedse, Weapon Focus (lam)



skills Acrobatics «28, Escape Artist +28, Intimidate +21,
Perception +22, Stealth 428, Swim +32

Languages telepathy 100 f.

S0 ::|1_.".1l|1n:. manifestation, territory

Special Abilities:

Drench (Ex): The water kami's touch puts out non-
rr:lagir_a| Azmes GFLargE size or smaller. The water kami
can also dispel magical fire it touches as dispel magic
(caster [eval E;:ILIEIS the water kami's hit dice).

Water Jet (5u): As 3 standard action, a water kami can
firea jet of water at its target Thisis 3 ranged touch
gttack with 3 maximum range of 60 feet. which deals the
listed ameount of kludgecning damage on a successful
hit. ."'.d;di'l:iﬂna"':.r. any creature hit with 3 water kami's
water jet is affected by its drench ability.

Watery Form (Ex): Because the water kami iz partially
made of water, its form is enly somewhat sclid. making
it resistant to physical attacks. Whenever 3 cregture
gHacks 3 water kami with a physical attack (such asa
manufactured wazpon or 3 natural weapen), therais 3
20% chance that the attack automatically misses. This
defense doesn't apply to touch attacks or attacks with
nen-physical weapens, such as 3 scorching ray era
brilliant energy weapon. This miss chance applies to
madic weapons, as well 35 mundane ones. Because this
miss chance comes from the creature’s insubstartial
form, rather than from concealment or an illusion. the
Blind-Fight feqt and similar abilities do not apply to it

Blessings:
While in spiritual form, a water kami grants the
fc:”awing beneficial effects:

+ Each creature within the water kami's territory gains a
bonus to all Profession (sailor) and Swim checks Equa|
to V2 the water kami’s hit dice.

# Each creature within the water kami's territory is
affected as though by the spell water breathing.

¢ Each creature within 3 water kami's territory gains a
dadree of calm and peace of mind. Affected creatures
gain a morgle bonus to Will sgves vs. fear effects and any
spell or effect which references emotions (such as rage or
calm emotions).

Ecology:

Water kami can be found in any large body of water,
from lakes and oceans to streams, rivers, and
occasionally even wells and reservoirs. Water kami
appear in bodies of water of nearly any size, and seem o
be attracted to an area more by the purity of the water
than by the amount Some schalars believe that water
kami are the result of the reliance that commen felk
have on the water sources the kami live in. This applies
both to the water a5 a source of drinking and bathing
water. 35 well as a3 source of fish and other foodstuffs.

In part, this belief comes from the Gt that water kami
make a habit of protecting those who venture into their
territories. whether by allowing drowning ceatures 1o
braathe water as Easi[}r as gir, or b':.r improving a sailor's
ghility to keep his ship afloat in 3 dangerous storm.

By contrast, other scholars believe that water kami arise
from the sense of peace and tranquility which such
water sourcas can inspire in others. These schelars point
out that the other kami seem to spring more from
emotions and Edings than 'in{angéHE’ suchasa
reliance on water. Due to the Gt that water kami have
been known to appear in wells and reservoirs, this seems
somewhat suspect, though it is cevainly true that water
kami have 3 calming effect on those in their territory.

A water kami's spirit dwelling i typiclly an exceptional
pearl or section of coral, which typically glows a Gint
Hue-green coler, Water kami typically allow swimmers
in their tenitory to view their spirit dwelling, but naver
allew them to touch it. always maniﬁ‘-:—:l:ing and driving
them away if revoking its water breathing blessing
temporarily doesn't get the message across. In smaller
territories, such as wells and reservoirs, the water kami
tends to take 3 more mundane spivit dwelling. such as 3
brick or bucket. In Es’c—n'rmring streams and rivers, 3
water kami's spirit dwelling is typiclly a large stone that
will not be swept away. though, even if it is. this simply
displaces the water kami's territory further downriver.

Sailors and fishermen often give nﬂferiugs atsmall
shrines devoted to loml water kami, hoping to recieve
the kami's blessing and stay on its good side in case any
vielent storms arise. Typically pea:ef:uf creatures, water
kami rarely come into any kind of conflict. though they
will E:!:'_G'Eiﬂr:lﬁ”':,-' come to blows with those who would
pollute or divert their tesritories. Water kami who are
unable to reach the seurce of such distress Cparticularly
those in rivars) often turn to adventurers with plaas for
help. At the same time. farmess attacked for diverting
rivers to irrigate their Crops often turn to adventurers 35

well.
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