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Legal�
Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo Publishing, LLC. See http://paizo.com/pathfinderRPG for more infor-
mation on the Pathfinder Roleplaying Game. Paizo Publishing, LLC does not guarantee compatibility, and does not endorse this product. 

Pathfinder is a registered trademark of Paizo Publishing, LLC, and the Pathfinder Roleplaying Game and the Pathfinder Roleplaying Game Compatibility Logo are trademarks of 
Paizo Publishing, LLC, and are used under the Pathfinder Roleplaying Game Compatibility License. See http://paizo.com/pathfinderRPG/compatibility for more information on the 
compatibility license.

 
Open Content: Subject to designation as Product Identity (see below), the only portion of this Legendary Games product designated as Open Game Content is the rules content 
(names of skills, etc., taken from the Pathfinder Reference Document) as defined in the Open Game License version 1.0a Section 1(d). The front and back cover, back matter, introduc-
tion and Credits page, as well all other parts of this product including all text not specifically designated as Open Game Content is not Open Game Content. No portion of this work 
other than the material designated as Open Game Content may be reproduced in any form without written permission.

Product Identity: The following items are hereby identified as Product Identity, as defined in the Open Game License 1.0a, Seection 1(e), and are not Open Content: Legendary 
Games, the Legendary Games Logo, Adventure Path Plug-In, Legendary Villains: Dark Druids, as well as all trademarks, registered trademarks, proper names (including the names of 
each character, location, item or monster unique to this product), dialogue, plots, storylines, locations, characters, artworks, and trade dress, but excluding any content that is Product 
Identity of Paizo Publishing, Inc. (Elements that have previously been designated as Open Game Content are not included in this declaration.)

Reference in non-Open Game Content (thus not covered by the Open Game License) in this work to content owned by others is not a challenge to their ownership and is used under 
Fair Use.

OPEN GAME LICENSE Version 1.0a. The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a) “Contributors” means the copyright and/or trademark 
owners who have contributed Open Game Content; (b) “Derivative 
Material” means copyrighted material including derivative works and 
translations (including into other computer languages), portation, 
modification, correction, addition, extension, upgrade, improvement, 
compilation, abridgment or other form in which an existing work may be 
recast, transformed or adapted; (c) “Distribute” means to reproduce, license, 
rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; 
(d) “Open Game Content” means the game mechanic and includes the 
methods, procedures, processes and routines to the extent such content 
does not embody the Product Identity and is an enhancement over the 
prior art and any additional content clearly identified as Open Game 
Content by the Contributor, and means any work covered by this License, 
including translations and derivative works under copyright law, but 
specifically excludes Product Identity. (e) “Product Identity” means product 
and product line names, logos and identifying marks including trade dress; 
artifacts, creatures, characters, stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, designs, depictions, 
likenesses, formats, poses, concepts, themes and graphic, photographic 
and other visual or audio representations; names and descriptions of 
characters, spells, enchantments, personalities, teams, personas, likenesses 
and special abilities; places, locations, environments, creatures, equipment, 
magical or supernatural abilities or effects, logos, symbols, or graphic 
designs; and any other trademark or registered trademark clearly identi-
fied as Product identity by the owner of the Product Identity, and which 
specifically excludes the Open Game Content; (f) “Trademark” means the 
logos, names, mark, sign, motto, designs that are used by a Contributor to 
identify itself or its products or the associated products contributed to the 
Open Game License by the Contributor (g) “Use”, “Used” or “Using” means 
to use, Distribute, copy, edit, format, modify, translate and otherwise create 
Derivative Material of Open Game Content. (h) “You” or “Your” means the 
licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice 
to any Open Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the License itself. No 
other terms or conditions may be applied to any Open Game Content 
distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate 
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty-free, 
non-exclusive license with the exact terms of this License to Use, the Open 
Game Content.

5. Representation of Authority to Contribute: If You are contributing origi-
nal material as Open Game Content, You represent that Your Contributions 
are Your original creation and/or You have sufficient rights to grant the 
rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NO-
TICE portion of this License to include the exact text of the COPYRIGHT 
NOTICE of any Open Game Content You are copying, modifying or dis-
tributing, and You must add the title, the copyright date, and the copyright 
holder’s name to the COPYRIGHT NOTICE of any original Open Game 
Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, in-
cluding as an indication as to compatibility, except as expressly licensed in 
another, independent Agreement with the owner of each element of that 
Product Identity. You agree not to indicate compatibility or co-adaptability 
with any Trademark or Registered Trademark in conjunction with a work 

containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or Registered 
Trademark. The use of any Product Identity in Open Game Content does 
not constitute a challenge to the ownership of that Product Identity. The 
owner of any Product Identity used in Open Game Content shall retain all 
rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open 
Game Content.

9. Updating the License: Wizards or its designated Agents may publish up-
dated versions of this License. You may use any authorized version of this 
License to copy, modify and distribute any Open Game Content originally 
distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with 
every copy of the Open Game Content You distribute.

11. Use of Contributor Credits: You may not market or advertise the Open 
Game Content using the name of any Contributor unless You have written 
permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of 
the terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial order, or governmental regulation then You 
may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to 
comply with all terms herein and fail to cure such breach within 30 days 
of becoming aware of the breach. All sublicenses shall survive the termina-
tion of this License.

14. Reformation: If any provision of this License is held to be unenforce-
able, such provision shall be reformed only to the extent necessary to make 
it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a  © 2000, Wizards of the Coast, Inc.

Treasury of the Kingdom © 2015, Legendary Games; Author 
Linda Zayas-Palmer.

System Reference Document. © 2000, Wizards of the Coast, 
Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on 
material by E. Gary Gygax and Dave Arneson.

The Hypertext d20 SRD. © 2004, Jans W Carton.

Pathfinder Roleplaying Game Advanced Class Guide © 2014, 
Paizo Inc.; Authors: Dennis Baker, Ross Byers, Jesse Benner, Savan-
nah Broadway, Jason Bulmahn, Jim Groves, Tim Hitchcock, Tracy 
Hurley, Jonathan H. Keith, Will McCardell, Dale C. McCoy, Jr., Tom 
Phillips, Stephen Radney-MacFarland, Thomas M. Reid, Sean K 
Reynolds, Tork Shaw, Owen K.C. Stephens, and Russ Taylor.

Pathfinder Roleplaying Game Advanced Player’s Guide. © 2010, 
Paizo Publishing, LLC; Author: Jason Bulmahn, James Jacobs, Steve 
Kenson, Hal Maclean, Rob McCreary, Erik Mona, Jason Nelson, Ste-
phen Radney-MacFarland, Sean K Reynolds, F. Wesley Schneider, 
James L. Sutter, Owen Stephens, and Russ Taylor.

Pathfinder Roleplaying Game Bestiary. © 2009, Paizo Publish-
ing, LLC; Author: Jason Bulmahn, Brian Cortijo, Adam Daigle, Mike 
Ferguson, Joshua J. Frost, James Jacobs, Rob McCreary, Erik Mona, 
Sean K Reynolds, F. Wesley Schneider, Lisa Stevens, James L. Sutter, 
and Greg A. Vaughan. 

Pathfinder Roleplaying Game Bestiary 2. © 2010, Paizo Publish-
ing, LLC; Author: Wolfgang Baur, Jason Bulmahn, Adam Daigle, 
Graeme Davis, Crystal Frasier, Joshua J. Frost, Tim Hitchcock, 
Brandon Hodge, James Jacobs, Steve Kenson, Hal Maclean, Martin 
Mason, Rob McCreary, Erik Mona, Jason Nelson, Patrick Renie, Sean 
K Reynolds, F. Wesley Schneider, Owen K.C. Stephens, James L. 
Sutter, Russ Taylor, and Greg A. Vaughan. 

Pathfinder Roleplaying Game Bestiary 3. © 2011, Paizo Publish-
ing, LLC; Author: Jason Bulmahn, Jesse Benner, Adam Daigle, James 
Jacobs, Michael Kenway, Rob McCreary, Patrick Renie, Chris Sims, F. 
Wesley Schneider, James L. Sutter, and Russ Taylor.

Pathfinder Roleplaying Game Bestiary 4. © 2013, Paizo Publish-
ing, LLC; Authors: Dennis Baker, Jesse Benner, Savannah Broadway, 
Ross Byers, Adam Daigle, Tim Hitchcock, Tracy Hurley, James 
Jacobs, Matt James, Rob McCreary, Jason Nelson, Tom Phillips, 
Stephen Radney-MacFarland,

Sean K Reynolds, F. Wesley Schneider, Tork Shaw, and Russ 
Taylor.

Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo 
Publishing, LLC; Author: Jason Bulmahn, based on material by 
Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Mythic Adventures. © 2013, 
Paizo Publishing, LLC; Lead Designer: Jason Bulmahn; Design 
Team: Stephen Radney-MacFarland and Sean K Reynolds; Authors: 
Dennis Baker, Jesse Benner, Ben Bruck, Jim Groves, Tim Hitchcock, 
Tracy Hurley, Jonathan Keith, Jason Nelson, Tom Phillips, Ryan 
Macklin, F. Wesley Schneider, Amber Scott, Tork Shaw, Russ Taylor, 
and Ray Vallese. 

Pathfinder Roleplaying Game: Ultimate Campaign. © 2013, 
Paizo Publishing, LLC; Authors: Jesse Benner, Benjamin Bruck, 
Jason Bulmahn, Ryan Costello, Adam Daigle, Matt Goetz, Tim Hitch-
cock, James Jacobs, Ryan Macklin, Colin McComb, Jason Nelson, 
Richard Pett, Stephen Radney-MacFarland, Patrick Renie, Sean K 
Reynolds, F. Wesley Schneider, James L. Sutter, Russ Taylor, and 
Stephen Townshend.

Pathfinder Roleplaying Game Ultimate Combat © 2011, Paizo 
Publishing, LLC; Lead Designer: Jason Bulmahn; Designers: Dennis 
Baker, Jesse Benner, Benjamin Bruck, Brian J. Cortijo, Jim Groves, 
Tim Hitchcock, Richard A. Hunt, Colin McComb, Jason Nelson, Tom 
Phillips, Patrick Renie, Sean K Reynolds, and Russ Taylor.

Pathfinder Roleplaying Game: Ultimate Equipment (OGL) © 
2012, Paizo Publishing, LLC; Authors: Dennis Baker, Jesse Benner, 
Benjamin Bruck, Ross Byers, Brian J. Cortijo, Ryan Costello, Mike 
Ferguson, Matt Goetz, Jim Groves, Tracy Hurley, Matt James, 
Jonathan H. Keith, Michael Kenway, Hal MacLean, Jason Nelson, 
Tork Shaw, Owen KC Stephens, Russ Taylor, and numerous RPG 
Superstar contributors. 

Pathfinder Roleplaying Game Ultimate Magic © 2011, Paizo 
Publishing, LLC; Lead Designer: Jason Bulmahn; Designers: Tim 
Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, Stephen 
Radney-MacFarland, Sean K Reynolds, Owen K.C. Stephens, and 
Russ Taylor.

Ultimate Battle © 2013, Legendary Games. Author: Jason 
Nelson. 

Ultimate Rulership © 2013, Legendary Games. Author: Jason 
Nelson. 
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Welcome to  
Adventure Path Plug-Ins!

This product is a part of our line of support materials for extended Adventure 
Path-style campaign play for use with Paizo’s Pathfinder Roleplaying Game. When you see the “Adven-

ture Path Plug-In” logo at the top of a Legendary Games product, you can expect it is designed to fit directly 
with the themes of a particular Adventure Path campaign. The all-star team of designers here at Legendary 
Games is committed to bringing you—the busy GM or player—the absolute best third party support for your 
Pathfinder campaign. To deliver on that commitment, we’ve assembled the best of the best of current gaming 
authors, designers and layout experts so that you can feel comfortable that Legendary Games products will 
be the most creative, rules-legal and well-designed content you can find. Though Adventure Path Plug-Ins all 
share a theme with a specific Adventure Path campaign, they are designed to be easily incorporated into your 
home game regardless of what campaign you may be running. 

Hey, What’s With the Names?
You will see us use phrases such as “Kingdom-Building Adventure Path” instead of the title of a very popular sandbox-style 
kingdom-building Adventure Path. Or, you may see us use names such as the “Lost Lands,” the “Faerie Queen,” the “Horned God 
of Hunters,” the rival “Baron and Baroness of Hookmarsh” to the west, or the “Broken Kingdom” to the north that grants PCs their 
charter to explore and rule instead of the proper names of specific characters or places from those adventures or gods from the 
world setting. While we can create compatible products under the Open Game License, we still have to be respectful of certain con-
tent Paizo owns. Because we want to be very respectful of their content and work in partnership with them, we use these “replace-
ment phrases.” Plus, this helps the product have a more general appeal to those who may be running a home campaign that fits 
the same themes. In any event, we are 100% confident you know what we are talking about and will have no problem making the 
required connection. 

Special Electronic Features
We’ve hyperlinked this product internally from the Table of Contents and externally with links to the Pathfinder Reference Docu-
ment, the official online compendium of game rules, as well as the d20pfsrd.com. If it is in the core rulebook, we generally didn’t 
link to it unless the rule is an obscure one. The point is not to supersede the game books, but rather to help support you, the player, 
in accessing the rules, especially those from newer books or that you may not have memorized.

About Legendary Games
Legendary Games is an all star team of authors and designers, founded by Clark Peterson of Necromancer Games, Inc. Legendary 
Games uses a cooperative, team-based approach to bring you, the Paizo fan, the best expansion material for your game. We are 
gamers and storytellers first, and we believe that passion shows in our products. So check us out, and Make Your Game Legendary! 

Visit us on Facebook and follow us on Twitter @LegendaryGamesJ.Sam
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What You Will Find Inside
Treasury of the Kingdom

This supplement brings you a bevy of magical items perfect for the freeholder 
lords of a newborn kingdom hacked out of the wilderness. Here can be found tools of war like the shield 

of the encroaching forest and battle standard of the fallen, but also implements of exploration to blaze trails 
through forest and field, hill and vale like the survivalist’s arrow and scout’s spyglass. As befits the Kingdom-
Building Adventure Path for which it is designed, you will also find items that interact with the kingdom-
building rules described in Pathfinder Roleplaying Game Ultimate Campaign and expanded in Ultimate Rul-
ership from Legendary Games, like instant signal towers, crown of affirmation, and the plow of the abundant 
harvest. Finally, since explorers in the deep wild are not moving into lands uninhabited, but rather places 
that are haunted by the magical and mysterious fey and monstrous tribes alike, from the burning skull mace 
and hag’s eye to the staff of the fey queen! In all, you’ll find over 40 magic items, from single-use ephemera 
to a pair of mighty artifacts; everything you’ll need to stock your wilderness kingdom campaign with an ar-
ray of awesome items to intrigue your players and enrich their enemies. If it’s fantastical items that delight 
and excite, your PCs will love what they find in the Treasury of the Kingdom. 

The Legendary Games tradition is to combine rich story and background, innova-
tive layout, beautiful aesthetics, and excellence in design that is second to none. This product is the latest 

in that tradition, and we hope you enjoy using it as much as we enjoyed making it. Game on! 
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TREASURY OF 
THE KINGDOM

The Treasury of the Kingdom is full of items designed 
to fit right into a campaign where exploration, kingdom 
building, and contact with fey are strong themes.  You'll 
find items that will suit everyone from adventurers delving 
into the wild unknown to established rulers commanding 
armies in a cutthroat war. Whether you need clever items 
for lowly bandits to use in their unsuccessful quest to de-
feat the PCs, a battle standard to summon an army of fallen 
warriors, the personal treasury of an insane fey queen, or 
even a way to make a city fly, this book contains the items 
you need to make your campaign memorable. Some items 
may be in the hands of the PC's foes, such as crafty ko-
bolds, scheming hags, or even an ancient lich. Others may 
have been left behind by individuals who fell victim long 
ago to unknown dangers. 

The items are listed by price in the table below, and their 
descriptions are broken up by item time thereafter.

Item Name Price
bottled wisp 200 gp

hag’s eye (green) 200 gp

survivalist’s arrow 400 gp

hag’s eye (hazel) 500 gp

hag’s eye (brown) 600 gp

black dragon’s spit 900 gp

hag’s eye (red) 1,000 gp

wolfsbane tonic 1,000 gp

hag’s eye (blue) 1,200 gp

dragon statuette 1,500 gp

owlbear dander 1,500 gp

gloves of the deft pickpocket 2,400 gp

fairy ring mushroom 3,000 gp

rod of feytouched summoning (lesser) 3,000 gp

skittering centipede scout 3,500 gp

drowning rat charm 3,750 gp

faerie flute 4,000 gp

map of the trailblazer 4,200 gp

feareating ring 5,000 gp

instant signal towers 5,000 gp

scout’s spyglass 5,000 gp

boots of the false trail 6,000 gp

quickstep boots 6,000 gp

cyclops monocle 7,500 gp

dryad’s wreath 8,000 gp

stickytongue mask 9,000 gp

rod of feytouched summoning 11,000 gp

beast talisman 17,000 gp

war trident of the lizard king 23,320 gp

burning skull mace 24,312 gp

rod of feytouched summoning (greater) 24,500 gp

battle standard of the fallen 25,000 gp

shield of the encroaching forest 28,430 gp

plow of abundant harvest 36,000 gp

war god’s greatsword 34,050 gp

falling star 42,324 gp

frumious frock 50,000 gp

crown of affirmation 51,270 gp

scepter of forgotten time 96,240 gp

staff of the fey queen 132,900 gp

aeromancer’s heart —(artifact)

fractured phylactery —(artifact)

ARMOR AND SHIELDS

Shield of the Encroaching Forest 	 price 28,430 gp

Slot none CL 11th Weight 45 lbs.

Aura moderate illusion and transmutation

This +1 greenwoodUE tower shield is covered in vines and 
looks more like a thriving plant than a tool for battle . The 
shield quietly creeps along the ground, and its armor check 
penalty does not apply on Stealth checks. Once per day as a 
standard action, the shield’s wearer can command these vines 
to provide additional protection for 1 minute, during which 
time the vines automatically deflect the first ranged weapon 
attack each round that targets the wielder or any adjacent 
creature. The wielder cannot suppress this deflection to save 
the effect for a possible later ranged attack; however, ineffec-
tual ranged attacks, such as throwing non-damaging objects, 
do not trigger this deflection. The vines cannot deflect spells 
or attacks from unusually large ranged weapons, such as siege 
weapons. 

In addition, the shield also allows the wielder to appear as 
assume tree shape once per day, and once per day the wielder 
also can disguise himself and his allies as trees as if using veil 
(DC 19). 
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