
Weapon (Any Melee)  
Enhancement:  Attack rolls and damage rolls  
Critical Hit: +2d8 damage   
 
Carried by Arch-Druid Kilik 
Fetish of the Angel Feathers (+2)  Level 6 
This headdress is adorned with the feathers of a mighty archon. 
Price:   1,800 gp                                                 
Implement (Fetish)  
Item Slot: Head 
Enhancement:  Attack rolls and damage rolls  
Critical Hit: +2d8 damage   
 
Carried by Redcrest 
Scepter of Astral Might (+2)  Level 6 
This heavy silver rod is tipped with a square cross. 
Price:   1,800 gp                                                 
Weapon (Club)  
Enhancemen t:  Attack rolls and damage rolls  
Critical Hit: +2d8 damage   
Power (Daily):  Minor action.  Until the end of the encounter, once per round when you hit with a melee attack, you can force the target 
to choose between either being pushed 2 squares or being knocked prone.  
 
 
 
 
 
Treasure Pile 
Sword of Sharpness (+2)  Level 10 
This silver longsword has an edge no earthly smith could achieve, making cuts that bleed profusely. 
Price:   5,000 gp                                                 
Weapon (Longsword)  
Enhancement:  Attack rolls and damage rolls  
Critical Hit: +2d8 damage   
Power (Daily):  Free action.  Use this power when you hit a living creature with the weapon. Deal an extra 1d6 damage, and the  target 
takes ongoing 5 damage (save ends). 
 
Treasure Pile 
Ring of Slipperiness  Level 13 
This.ring is marked with a bleeding eye and the words “Chaotic Evil”. 
Price:   17,000 gp                                                 
Item Slot: Ring 
Property:  You gain swamp walk. 
Power (Daily):  Minor action.  Until the end of the encounter, you gain a +5 bonus to checks made to escape a grab and a +5 bonus to 
saving throws to end an immobilized or restrained condition. 
 
Treasure Pile 
Helm of Steadfastness  Level 9 
This.ring features a visor that can be clanged shut to provide an extra layer of defense. 
Price:   4,200 gp                                                 
Item Slot: Head 
Property:  You can make a saving throw to avoid being pushed or knocked prone. 
Power (Daily):  Immediate interrupt.  Use this power when you are hit by a melee attack or an attack that targets your Will defense. You 
gain a +4 bonus to AC and Will until the end of your next turn. 
 
Taken from Pit by Darters 
Potion of Heroism  Level 9 
This.potion has been unopened since a previous age of creation. 
Potion        4,200 gp                                                 
Power (Consumable):  Your level bonus increases by +4 until the end of your next turn. 
 
Taken from Pit by Darters 
Chalice of the Astral Draught  Level 9 
Any liquid placed. 
Wondrous Item   4,200 gp                                                 
Power (Encounter):  As a minor action, you can fill this cup with any available liquid. When this liquid is drunk from the cup (as a minor 
action), the imbiber can spend 2 healing surges. 
 



Tournament Scoring 
There are ten treasures to be seized. 
 




