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Announcing Ti)e OAJ( Hzxri)or Merci)zans Gui[d

With the grou)ing impormnce of rade o Oak Hzxriior, T on[y
makes sense that the various merchants of the town would
form a gm[d This endeavor was started [)), the merchants
Durand Nzxsi), Caius, and Yorick the Merchant. The gozx[ of
this organixation lies in coordination of merchant resources
during gmi)em should the need arise and assist other
merchants when needed. If you find yourse[f in need of
merchant assistance, p[eAse contact the guild If you ﬁnd
yourse[f as someone [ooking o become a merchant the gui[d

will also be there for your education in what a merchant can

do.

Tensions Wiri) Luuil{ Contnue: Tl)e Bzmdirs

[t seems after two Arrempred abductions of Oak Harbor
citizens; Luvik has put pians 1o continue these direct attempts
aside. lnsrezxd, Luvik seems intent on causing (izxmzxge 10 the
town in other ways. No doubt under the orders of st.r[
Pauldrick Bezxrsromper Bh'gi)Tsl)ieH, Oak Harbor has been
accosted i)y more bandits than usual. We have good reason to
suspect that much of the increased bandit presence is coming
from LUUiI(, as it coincides with the pirate attacks on our
wade route with Salendale that are being led i))f peop[e

associated uJiTI’) Ti)e muci) [M‘ger Town.

While we do not know eXAcrly who oversees the Luvik bandits
in the fie[d, we do know that CAPTAin Desad and szprzxin
Corrine are Iemiing the attacks AgAINST our ade route and
both captains atleast recenrly were working with the JAY‘I,
Desad i)eing responsii)[e for one of the cimrges Luvik [)roug'i)r
AQAINST our citizens in their Arrest Warrant. These continued
of
If

attacks z\gzxinsr Oak Harbor show Tl)e complere disregwd

life of the citizens, regzxrd[ess of who Luvik is Targeting.

Luvik Tru[y had a [egirimne grievance it is the opinion of this
paper that Ti)ey would have gone Ti)rougi) the proper channels

and would not risk injury or death 1o civilians.

InTroducing Aunte Jora

As promised in our last i1ssue, the Oak Harbor Reporter has
obrained the story of one of the new members of the
ereyard, Auntie Jora of RAgged Cove. She worked as a
ainter ri)rougi)our her [ife, and was fAscinzxred i))f the idea
of recording a story thar would last forever. This eventual [y
led her to [eAming about Story Stones which led her down
the pui) T0 [)ecoming a mystc. From there Auntie Jora
became a medium and was responsii)[e for setting up the
RAgged Cove GrAue)fM‘d. Her work in this regzxrd has
allowed the Oak Harbor Mystics gunld 10 move their
grwe)fw‘d and ours 1o its new location and brougl)r four
other new stories to our town. The Oak Harbor Reporter

I')OPCS SI’)C 1S a we[come new mem[)er O](‘ our gr&ue)/m‘d,

Unforrunzqe[)f, the Oak Harbor Reporrer does not know if

any of her art survived.

Ti)e Kresa Matter: A Decision Made

In an almost unsurprising TWIST, IT seems that the Town of
Oak Harbor is once again mking A More active STance on
matcters of the world at [zxrge. With the rise of the so called
“Fourth Great Felicitoro House” causing major civil unrest in
Kresa, and Ai)ducring citizens of Oak Harbor it is the opinion
of the Oak Harbor Reporrer that more must be done. As
many ciizens of Oak Harbor are aware, the Town Council
did support Acring in recouering our citizens from the Tesori.
Unforrunzxre[y, it seems that Oak Harbor's [)Ai)y wroll qot
[eft bebind in Kresa after one of its citixens was struck

(iou)n.



Addressing Tl)e Golden Acorn

The Golden Acorn has caused a lot of chaos recenr[y in Oak
Harbor. As many citixens are aware the organixation attacked
[ast Reverie and mzmAged 0 steal some of GATekeeper Ficus’s
blood. Not only did rl)ey do Tl)ey, but Golden Acorn Assassins
were also CAugl’)T ying to inﬁ[rmre the Uniuersiry's Tortaira
Co”ege of The Manifest Arts Herbalism Section. With their
stated gozx[ of removing non druids and non [ym from Everen,
their recent actions are concerning. Unforrumxte[y, this paper
does not know the ﬁl” extent of their p[zms so this is mere[)f
an urging of caution for readers of The Oak Harbor Reporter.

Take caution u)l)en Tl)ese cultists are sported.

Uri[irv From Vigg: Scrolls [)y Zeuul

Scroll Base Cost to Buy Scroll Base Cost
To Buy

Dream 6 BMV Silence 12
Propl)ecy 6 Mend Limb 2
Weakness 6 chJing Refresh 5
S[ecp 6 Unroot 5
Wazer Dart 7 Awaken 15
PAJ‘T‘)’ 3] Componenr Preservation 15
Purify 8 Water Strike 15
che[ 8 Recouery 5
Wither Limb 3 Mindshield 15
Spirit Strike 3 Circle of Prot 16
Spe”sl)ic[c{ o Subrerfuge 20
Unsilence 10 Rcﬁ‘csl) 4 20
stall Eidolon 10 Oracle 20
Root 10 Assassinate 20
Cleave 10 Death 24
Oakskin 10 Fireball 24
Repose of Peace 2 Dispc[ Circle of Protection 30
Recovery 2 Spirit walk 35
There is no escape 40 Armor Expertise, One Hour 25
Ag[ir)f, One Hour 25 Armor Expcr'risc, One Dlx)f 28
Ag‘[iry, One Day 28 Armor Expertise, All Game 32

Agi[iry, All Game 32 Retreat, One Hour 25
Improued Agi[iry, One Hour 21 Retreat, One Day 28
Improued Agi[iry, One Day 25 Retreat, All Game 32

Improucc{ Agi[iry, All Game 28

Modifiers Surc})zxrge
TrApped 2
Touch as Packet 2
Packet as Touch -2
Strike vs Packet o

These scrolls are all available on commission from Zevui.
Unless otherwise nOTed, expect that any effects from the
scroll need to be used within five minutes of opening it. There
s an upcl)zxrge of 3 [ez\f‘ 10 make the effect [ast longer.
Remember “Not all advertisements have slogzms attached”

Paid For By Zevul

Join The Oak Harbor Milita

Join the WFTC Militia and stand in defense of Oak Harbor!
What's in it for you?

SCA[AHB rewards: Tl')e more YOU COI’]SiSTenT[R’ Sl)Om UP for

muster ?xnd missions, TI)C [)CT('CF TI)C reumrds.

A” are we[come: wberber )’Oll s[ing SPB”S, AI'rows, or Su)ing A

sujord, every role has a p[zxce in the militial

Trzxining: militia members hzxue access 1o quAsl)[)ucHer and

so[dier [essons, no need To (JCUCIOP [essons on your oum!

Led by the Flzxgsnzac})er himself‘, the militia is an inTegTAl part
of keeping Oak Harbor and Furen safe. We meet on
Wi”owsdzxy at the twelfth bell.

Join the militia and start your own epic TO(JA)’!

Paid For by Mogudzm{ Mcdoogh
Better Living Tl)rouglj Redacted

HeAJing

Adrenaline - Awaken with 3 UIT, 5§ minutes [xter can no longer

run or ﬁgl)r for 5 minutes after that. 5 Leaf

Armor RepAir - Does a normal rePAir on one xone of armor

insrzmr[y. 10 Leaf
Awaken - Per rulebook skill. 5 Leaf

Cleanse M?x[?xd)’ - Removes one mzx[zxdy effect. 50 Leaf



Desrroy Curse - Remouves one curse effect. 150 Leaf
Greater Hezx[ing - Heals 5 Vit insrzmr[y. 12 Leaf
Purify - Per rulebook skill. 20 Leaf

Buffs, Temporary

Blade Venom - Per rulebook skill. 5 Leaf

Dream - Per rulebook skill, for use next BGS. 20 Leaf

F[zxming Weapon - For 1 minute, call Fire Dart with all attacks

with this weapon. 10 Leaf

Memnorpl)osis - Lose the use of one skill of your choice unwil
the end of the event, and qain one of equal COST a STArting
character could wake. 25 Leaf

Necrotic Toxin: For 5 minutes, call Maim with every attack

from this weapon. 45 Leaf.

Oracle - Grants one use of the Dream sl(i”, as well as Oracle

Z\l)i[iT)’ for one BGS. 25 Leaf
Sage - 3 points of Sage for the next BGS cycle. 20 Leaf

Vimliry Boost - Sets your maximum ViTAliT)f w 15 for 5

minutes. 15 Leaf

Vimliry Leech - Steal one ViTAliT)’ from a victim for the
remainder of the gml)er. 5 Leaf

Buffs, Permanent

QuinressenTiA[ Flux - Choose a profession or bheader
immediz\re[y re-assign 6 Quintessence worth of skills within
iv. All chz\nges must remain within the same l)ezxder/profession

that the skills came from. 6o Leaf
Restoratives

Reﬁ‘eshing S[eep - When you sleep ouemighT within the next
hour after mking Tl)is, recover an exua 5 Quintessence worth

of skills when you wake. 15 Leaf

Spe” Restoration - Immedine[y recover 5 Quintessence of

mAgiCAI abilities. 25 Leaf

Warrior's Renewal - Immedime[y recover 5 Quintessence of

non-magica[ abilities. 25 Leaf
Protectives
Circle of Protection - Per rulebook skill. 25 Leaf

Conceal - Per rulebook skill. 15 Leaf

Death Shield - Like Spe”sl)ield, but for Death speciﬁczx”y. 20
Leaf

Death Strike Ward - For 30 minutes, si[enrly ignore all death
strikes you suffer. 35 Leaf

Oakskin - Per rulebook skill. 5 Leaf
Repose of Peace - Per rulebook skill. 15 Leaf

Restore Spirit - If used on a corpse (not Fidolon), restores

them 1o life. 250 Leaf

Spe” Innoculation - The next time you are hit with a spe”,

become immune o it for the rest of the gzxrber. 60 Leaf

SpiriT Walk - Turmn into an Eidolon, Allowing you To pass
rl)rougb cven a closed gate. You must walk towards the

GMekeeper, but do not have to enter the death qate. 80 Leaf.
Unroot - Per rulebook skill. 5 Leaf.

Unsilence - Per rulebook skill. 20 Leaf.

Miscellaneous

Recall - Over the next BGS period, remember sometl)ing you
know you have seen/ Beard/rez\d/encounrered in as much deail

as possib[e. 25 Leaf

Tincruring Services - We wi” Tncure a component over Tbe

next BGS cyc[e for you. 3 Leaf.

The Alchem ild would like o offer up a menu of options
a P P

for the pu[) ic 0 be aware of what Tl)ey have on hand. Less

savory fo[k may inquire about less savory stock c{irecr[y. Paid

for by Durand Nash.



