


1.overview

O e e A o el aegy came.or 2.4 players sef el (apeicNG
the Edo period. Players assume the roles of kami, the spiris of the land. Using a combination of
aymme iy polish baicerol, B colection, patten bulding, and Jght card AYSAING
players will work to balance their Favor with the people and their connection to Nature in order to be
crowned Kami-sama, the chief deity of the villages.

2. Components

+ 1 game board (comprised of 4 villages/wedges)

+ 8 kami sheets.

+ 20 action cubes (5 in each of 4 player colors)

+ 4 VP, or Victory Point, discs

« 8 Favor/Nature markers

« 1 score track

« 1 year token

+ 80 shrines (20 in each of 4 player colors)

+ 60 villager cards (15 for each of 4 villages)

+ 15 goal cards (4 of which have backs which denote Year 1)

+ 4 player reference cards

+ 48 village tokens (12 for each of 4 vilages)

+ 2 advent tokens (1 red advent token and 1 blue advent token)
+ 10 kami-specific components (4 Seed, 4 Moon, 1 Fear, and 1 Rage token)
+ 1 first player token (used in the 2-3 player game only)

+ 20 Kitsune cards (used in the 2 player game only)

, * This rule book

24 Kitsune card
Tiitsane token

2 Advent Tokens
redand Ibluc)

48 village tokens
2 peruitoas

1score track

first player
marker

=)
=

20 action cubes
5 per player color)




3. Setup

(D Assemble the board pieces as shown and place
the board in the middle of the play area
In clockwise order: farming village @, wealthy
village @, fishing village @ ,
and holy vilage @

(@ Each player should position themselves so that
one of the four villages is directly in front of them.
‘The village in front of a player is their “current
village.”

® Each player chooses a color and takes the VP
disc, all 5 action cubes (setling 2 aside), and the
number of shrines listed below of the chosen color.

4Players 3 Players 2 Players

@ Each player takes two random kami sheets,
chooses one, and returs the other to the box.
Each player then takes all of the components
specific {o that kami, if any. These components
are listed under the passive ability of each kami.

(® Each player places one Favor/Nature marker on
the 0 space on both the Favor and Nature track at
the top of their kami sheet.

(® Each player takes 3 of their action cubes and
places them next to their kami sheet. Place the
two action cubes that were set aside in the spaces
under Year 2 and Year 3 on the score track as
reserve. Players will gain access to one additional
action cube at the end of each year.

fear 1

ar 2 Year

(@Place the score track near the board.

(®)Place the year token on Year 1 on the score
track.

(®Eachplayer places the VP disc of their player
color on the 0 space of the score track.

(@@Shuffle the 4 villager decks, placing them
in the following order: farming village top
left, wealthy village top right, fishing village
bottom e, and holy village botiom right.

(@Randomly draw 2, non-Year 1, goal cards
and place them face down in a stack by the
score track. These will be the goal cards for
the Year 2 and 3. Choose 1 random Year 1
goal card and place it faceup on top of the.
other 2 goal cards. Return the rest of the
goal cards to the box.

@Piace all ofthe village tokens near the board.
Randomly determine a first player in any
method agreed upon by the players. Rotate
the board sothat the farming village is infront
o the first player.

(@ Piace the biue advent token on the board
in the farming village. Place the red advent
token on the table in front of the first player.
This token will move clockwise at the end of
every year to denote the beginning of each
of the four rounds in each year.

For a 2 or 3 player game refer to the
special set-up instructions on pages 16
and 17.



4. PLAYING THE GAME
Kami-sama spans three in-game years and twelve rounds of play, each round treated as a quarter of one year.

Each round, players xake lums in clockwise order. On a p!ayers ey will perform as many actions with their
layer: 1, fou Year2,

in Year 3. After each player s akenia v e Sind ends S o el by one village clockwise 5o that
each player has a new village in front of them.

" players willbe largely constrained o affecting their “current”
village, i. the vilage direclly in front of them.

41 YEAR AND GAME Flow
played over 3 years, which' A21otal turns for each player.
Each year, carry out the following steps?”
1.Start of year -
2 Player tums 5/
3End of year
4.2 START OF YEAR

Some players may have kami wih passive abilles that occur at the beginfing of each year, Check for and resolve
these abilties before the year begins.

4.3 PLAYER TURNS

Each round of the game begins with the playér
whose current village contains the biue advent
token. This wil always be the farming village in
the 4 player game.

Advent Tokens

ok of oty founds have pecae i the Gt yEar

front of the frs. player fo ihe found.

Atihe end of each ound, the board will rtate 1o the efl, moving
he biue advent token on the board away ffom the red advent
— token on the tabl.

After four rounds have passed, the board will have rotated four

times and the two advent tokens will have realigned, visually
Signifying thal the year is over.

4.4 ACTIONS
On aplayer's tum, they will take actions that Add, Move, Remove, Replace, or Rearrange shrines on the board to
icrease their influence in the villages and complete the goal of the current year.

‘The specific actions a player can take are dexermmed by wmch  kami they chose during setup. Each kami hes &
However, each

el hasthe corimon Adiemove A sihei tkrent wllage R abilty

Eachani has he basc Adda Ehovs S i, During ey players may lace

ndR
cubes to Add a shvine, or Remove ashine in thei curtent vilage. Piayers may perform
any combination of Add and or Remove shiin upwm‘&?’wwm'

e

itk
e s
mwﬁif'&m e ey

Players must place 2 action cubes to activate their third abilty.

QR 1o coRios cn crly be scivab g et T Ao siios i csrent vioos abmty can
be used up to a maximum of four Eact g
aspects, spaces, and elements within the game.

Kami abilities use the following terms, described in detail on the following page:

Conieo B I RAERIA Fhoss opiaienal]
7y don’thave any shrines or tokens remai
Yes, you may still use the abiliy, but the pnmon of the
abilty that would add a shrine or token is cancelled.




4.4 ACTION DESCRIPTIONS

Village Spaces
Eachvillage contains fields, forests, huts, stilt houses,
benefit when a shrine is added to them. However, fields, forests, and temples provide benefits.

+ ADD A SHRINE: This means o place a shrine of the player taking the action in an unocotpied space. Some
abilties that aforest,ahut.a stiithouse, or a
temple. Further, some will specify the shrine to be added in your current vilage or, conversely,another village:

. Supply. Sometimes,

removing a shiine is limited to-a specific area, such as a field, a forest, a hut, a sfiit house, or a temple.

urthermore, some abiliies wil specify tfie/shrine to/be removed from your current village or, conversely,
another village. Players may remove theif own shrifies if they so wish.

* REPLACE A SHRINE This means to remove & shnns e of youl own in ts place. This counts as
both adding an in a field, forest, or temple.
rewards that p\zyer ‘Wit ihe cortesponding a et A

+ MOVE A SHRINE: This means to move a shrine from one space to another unoccupied space. If a shrine is
moved to a field, forest, or temple, the player DOES NOT g
Favor or Nature.

If a player moves their own shrine on their tum, this can, however, contribute toward that year's goal.

If a shrine is moved to a field, forest, or temple, the player to which that shrine belongs DOES NOT gain any
corresponding Favor or Nature. If a player moves their own shrine on their turn, this can, however, contribute
toward that year's goal

a player activates orle of hiéir kamis abiltes, they:place the required number of action cubes in the space(s)
nextto that abilty. If a player does not have the required number of action cubes to activate an abilty, they may not

use that ability. Each ability'may only be used once on each player's turn; with the exception of the “Add/Remove
‘shrine from current village" ability. v

NOTE: Each kami also has an abilty that costs two action cubes to use. This
“is the bottom most action on the kami sheet. If a player has only 1 action cube
available they may NOT use this abily.

=70

1fan abilly uses the tern “adjacent” it
rection.

r&‘!empg Lo/’s‘paées in‘an orthogonal direction, meaning it does not work on
spaces in a diagonal dir 81N

/

) A

Aplayer may not pass thei tun while they stil have any action cubes refmaining. There is always an opportunity fo
use abilties on each tum. If a player ever has all of their shiines on'the boad: they;canstil usygylmes to remove
shrines, including their own shrines (f desired). e

After a player has used all of their action cubes, p‘layconnnuea inglockwise orderto he player on thefeft. Once each
player has taken their turn, the round ends.




4.5 END OF ROUND

or 3 nd , 50 that the village that
was 1o a player's right becomes their new current village.

\ If this was the 4th round of the year, then the year ends and the game proceeds to the END OF YEAR phase.
Otherwise, the board rotates clockwise by one village and a new round begins, starting with the player whose current
village has the blue advent token. The red advent token on the table is only used to track the passing of the year.

4.6 END OF YEAR

After 4 rounds of play in a year, the year ends. The players must then carry out the following steps in order:

A Determine influence in each village
B. Select villager cards for each village, in order of influence
C. Score for Favor/Nature tracks

D. Prepare for the next year

A. DETERMINE INFLUENCE

Beginning with the farming village, players determine their influence in each village. Influence is determined by
connected, orthogonal shrines (not diagonal). The player with the longest chain of connected shrines in a village
S s e m«uence The player with the second longest chain of connected shrines has the
second-most influence, and so

In the case of a tie, the player with a shnne in the temple or mm village decides the tie, even if they are not in
contention themselves. If no player has a shrine in th

breaks the te. If the tie persists then the tied player e ovarto b Tarming vilage breaks th fie. To determine
wWho is closest to the faming village, begin withthe player whose current village s the farming vilage, and proceed
in a clockwise direction.

If a player has no shrines in a(¥illage, ihey have no iffiuence arid thefefore will ot be eligible to select a vilager in
the following step.

B. SELECT VILLAGERS

rwith villager cards from villager deck equal to the.
number of p\ayers The player then selects one card of their choice. After selecting a villager card, the player reveals
et cand and Gt c o " e vilege flnsy

. After , that player places
T Tacs dout next 0 e kamgshet Players wil ot scors the Vb an vilager Gards unil he oni o the game,

‘The player with me most nfluence in the vilage lnen_passes the

sining carl o o payer wil the second most
Continue this until each

Player wi mflence i that viae e s viagar cara

If a player has no influence jd  village, they do not select a villager card for that village this year. After each player
with influence has drafted their card for the village, any remaining villager cards are placed on the bottom of the
corresponding

After villager cards asé selected, determine influence in the next village in clockwise order for all four villages.

Villagers are always drafted in this order.




o .

i P chain of cor
shrines,fotaling 4, 5o they'll have the first pick of the villagers. The red player takes the Artisan and immedately gains
2 Favor thanks (o the Artisan’s cleim ability. The red player then sefs the Artisan card face down next to their player
board. The Artisan will be worth 2VP during the final scoring phase at the end of the game.

and purple. 3 The white play
the temple o they determine the winner of the tie. The white player chooses the blue player to go second, which
means the purple player drats third, and the white player drafts fourth.

CardName -
Claim Effect

End of game VP

C. SCORE FOR FAVOR/NATURE TRACKS
Each player compares the values of their individual Favor/Nature tracks and then scores VP equal to the lower value
of the two tracks. For example, f a player had 10 Favor, but only 4 Nature, they would only score 4VP. Balancing these
tracks is very important to winning the game.

After scoring your tracks, set both to zero before continuing to the next year.

ey

.

D. PREPARE FOR NEXT YEAR
Atthe end of Year 1 and Year 2, players must carry out the following additional steps:
+ Reveal the next goal card and place it face up on top of the prior year's goal card.
+ Each player adds the action cube under the new year to their available action cubes.
. token on the table so that it aligns with the blue advent

token in the farming village.

Ifitis the end of Year 3, the game is over and players will determine their final score.



5. GOALS AND VILLAGE TOKENS
\
game,

6. FINAL SCORING
1t o0 e,

 Gain 1VP for each uilage token they have claimed

* Gain VP sted on esch vilager card they have claimed
e can o damar igeoken v n

der R
Rl e
e i Aot
e

4VP fom their vilage tokens.

i e @%
®

When  piayer has collected cne vilage 6ken fom edch of th feu ciferent i, hey have
yeartoyear.

Irthre s o012 e he plyer
ayersshar e itory

ate, e




7. Variants P

3-Player Game
The 3-player version of Kami-SET@ mirodoeer i it aysr lokenihis\a
used to track the player turn order, ensUring each piayer has an equal numblv
of opportunities to be the first player.

1.Sety < AW
e o ; First Player
e
 Playes s 16 st Retu ahy
- G 2 ey i e aring layer.
2GamePlay < y
The game. i i i g
« Atthe en ir player of the

ina3 playergame,
round. Insteac, the first player token will be passed around in 3 cockwise manner. A year will i
player. vltage.

2-Player Game

2 player version of Kami-sama introduces an Al represented by
the Kitsune deck. Players wil play on opposite sides of the board and
resolve a Kitsune card at the end of each found.

1. Setup i s
Follow the 'standard setup rules” with the following
‘exceptions: / %

/

« Players take 20 shrines of their chosen coior.

« Players position themsglves so that they are on opposite
s

- Shufte and piace e Kisune deckto the sid of te
board witin teach 1 both layes

«Flace20 sl el ot pyr oo

to'e Kisune decf Thesowi e th Kisuno’s

- G syt oleno e st e

i s e o s e e o
the first pliyer \

2.Game Play
Commence game iy a e a3 larrgame f Kamidama i W« the round, after
the secor ar sune dec}

Followhese ries o resolve the Kilsune's e 20

> \ o
‘containing R v ot ne it

« After resolving the Kitsune card, the first playe foken passes to the next player (passing back and forth between
the two players). Move the Kitsune token to the/@pposife.end of the board so that t s 1o the ight of the first player.

« The Kitsune card only affects the village cufte
player).

* Duting the villag d ger play
‘The Kitsune wil take the villager with the highest end.of game Value. If two or more vilager cards are fied for the
‘highest VP value then the Kitsune takes one at random. Vilager cards drafted by the Kitsune are returned to the.
box. The Kitsune wins any ties against players for the most influence in a village.



itsune Cards

Ki s third player

5 R W o ol anaiiofs e have 9 ifornt

effects and colors 10 pair with each effect. add shrine. Blue

e TR I Vaatfor roios s b ckition o the cmors for
number 1o indi

Pl The
squares on the card correlate to the possible spaces in the village.

To resolve a Kitsune card, follow these steps:

+ Beginning with the 10p left square, check for any effects that need to be:
resolved.

e an Orange cuars i e sfide om Be Kamune's pl 1 the comssponiBpace on he board s
long as there is currently no shrine in that space. Follow the arrows indicated in the squa ing with the:
SO RIS (G o o el i o indoand ol sl TR o dogtad g

indicated column and/

or row.

© Ifthe 3 pace if it does not belong to the Kitsune. Follow the arrows

olumn andlor row unti the indicated number of shrines have been removed, or you have attempted to remove
space of the ow.

I there i is a Yellow square, remove a shrine that does not belong (o the Kitsune and add a shiine from the
Kitsunes deck. fthe cortesponding space is empty add a shine from the Kisune's pile o the corresponding
space. If the corresponding space alteady contains one of the Kitsune’s shiines, follow the arfows indcated
inhe suare, begiming i i ot arrow, Continue relacng shines nndsted o or caunn ndl the

been repiaced

indicated column and/or row.

Kisune checks 19 tho fet for more

instead of cards equal to the number of players. After each player has selected a vilager card, pl g

The secord amaw poits nght. Tho

ard on the bottom of the corresponding vilager deck.

18

one removed The Kisune has now
ramoved 2 shrines s the afect s
Tesolved,




8. Appendix

Villages. Goals & Kami sheets

v wﬂ ly in front of a player is their “current village.” Any action or ability that refers to current village may
onlybe usedn 4 village. Abilties that reference “another village® cannot be used in the current vilage, and can only.
be used in one of the other three villages. Abilties that reference “any.vilage" may be used in any village.

Players may only complete a goal on their tur, If a player's shrine is added, moved, or replaced in a way that
completes a goal while it s not their tur, they DO NOT gain the corresponding Vilage token.

£ ecuay o omin 2 e RN one Vace gl R BRI ok s o paver mosis e raccemeta of
agoal more than once in a village on their tum, they still only gain one Village token.

If a player already meets the requirements for a goal, they must still take an action that would apply to that goal in

fr to receive a Village token. For example, if a player was required to control two huts and a field o forest and they
already did, the player must add a shrine into one of those required spaces again to complete the goal. Goals are
always completed after a player takes an action.

arelimited to il t

g setof 4 different
Vlllage tokens than by keepmg multiples of slngle e

Kami sheets
Every kami sheet has the following three elements:

A. Passive Abilities
Each kemi has 2 uniquo P38l abil. Thie bl ofen elorces s amfs riau pleces snd ntractons. Playors

not have to spend action cubes to act etpessl/e sy, sice peyiro il eflect: Some pessive eiios
can even be triggered outside of a player S tom, This wil lso ote any components speciic (0.3 am

B. Action A

ies

i b q
i place action cubes on their kami sheet bilties they have used. U
B Lo o cochtin: e m the st TR e NS Aot shaed
up 1o four times on their tum. Each kami also has an ability that requires two action cubes to use.

During thei lum, players

C. Favor/Nature tracks

The kami must balance their hamony between their connection to the villagers (Favor) and their connection to the
raturl work (Nalure). Plecing sheines infieds, fresis, and temples wil rise the Favor and or Nalure racks, When 8
player gains Fav: ove either their Favor (yellow) or Nature (pink) markers respectively up the tracks
Sl 10.he amountof Favor o Nature samed. Piayers wil Gain VP at the e of @ach year based on the value of he
lowest track (see End of Year),

20

First Game Overview

Start of Year pg 6)

This is where certain kami will activate their passives abiliies.
Ifa player chose Yue they'llneed to draw 1 of their Moon tokens at random and place it in the corresponding village.
That player may play in that village as if it were their current village.

Yue Tokens

Player Turns (pg 6)

Play begins e player whose curcent village is the farming village. Ina 4 player game each round wil start with
the player in the farming vilage. In a 2 or 3 player game a First Player token will be passed clockwise to signify who
will start each round.

Pl During a play spend all 3 of their action cubes to activate
abilties before passing their turn to the next player in clockwise order.



Actions (pg 7-8)

When a layer heic

space o the kft of

unique abitles tha can be usad only ancs oo .

Village Spaces fpg 81
Vihen a layer acds a hine foa space they may receve a bonus

Goal Cards [pg 12)

End of Year (pg 10-12)

4o ofavry ot oud o year e lyrsul i lagrsandscore VP fom o Fvar and
Nature

nas. ifnes s e ren e
et ployers vl

Repeat

i process for each vilage goig n clockwise order (faming, wealthy,fishing, hob).

Villagers are always drafted in this order.

Wealthy Fishing Holy

For more informaton on dafing vilagers see pages 810,

VP equalto
Netur acks. Alerwards.reset he Favar and Nature tacks 0 .

End of Round (pg 91

front of the vilage hal was proviusly o hei igh.

for the year.

Beginthe nex year,

End of Game/Final Scoring (pg 31

accoroing o he VP sed at the botiom of each vitager



Glossary

2- Player Variant (pg 17)

3- Player Variant (pg 16)

Action Abilities (pg 7)

Actions (descriptions) (pgs 8).

End of Round (pg 9)

End of Year (pg 10-12)

Favor/Nature Tracks (pgs 11 and 18)
Goals (pg 12 and 18)

Kami sheetbreakdown (pgs'7 and 18)
Passive Abilities (pg 7 and 18)

Player Tum (pg 6)

Setup (pgs 3-4)

Villager Drafting (pgs40)

Thank you!
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