Wand, Trap-Finding:
When holding thiswand in hand, you will have a5 in 6 chance to find and disarm a trap that you come upon.

Tofind and disarm atrgp successfully, roll 1-D6. Only aresult of 1 will indicate failure (in ether case, 1 charge will be
expended).

Charges: 20

Note: Once the charges are expended from thiswand, it will transform into 1-D6 x3 random gems, &t least one
of these gems will be an Augmentation Crysd.
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