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Q. Gundren sent us, can we turn in the 
supplies here? 

A. Oh, the supplies! Load ‘em up, I’ve got the 
coin for you; Gundren left it with me before 
heading out.

Q. Have you seen Gundren or the 
Rockseeker Brothers? 

A. The brothers? Yeah, I seen them. They’ve 
been in and out of here for a while. Gundren 
left to chase a lead, and his brothers are out 
in the wilderness. They’re about due for a 
resupply any day now, come to think of it.

Q. So you’re in business with Gundren 
and his brothers? 

A. Sure thing, we’re in business of sorts. I’m 
storing their supplies ‘til they break ground 
on whatever it is they’re sniffing up.

Q. Why would the Rockseekers need 
these mining supplies? 

A. They think they’re onto something big, 
something that might bring some life to this 
old ghost town. What exactly, though? Not 
sure. They’ve been a lil’ cagey, a bit secretive. I 
think if someone beat them to their prize, it’d 
be harder for them Rockseekers to stake their 
claim.

Bart

Believe it or not, my roots are in the city, but it didn’t suit me none, so a long time 
ago I teamed up with a few young bucks and set out on an adventure. It was me, a 
bunch of gnomes, and a local sheriff from around here named Clint, always questin’, 
hardly restin’. We had a good run, but when it came time to hang up our spurs and 
part ways, I decided to stay here in Phandalin and set up shop. Business is slow, but 
living’s cheap. It’s mostly prospectors and treasure hunters visiting out this way, but 
things have gotten a bit rougher ‘round here recently.

‘‘

‘‘

Bart is a half-orc with prominent 
mutton chops who looms over all but 

the tallest of party members. His shoulders are 
broad, scarred, and muscled, stretching a plain 
button-up cotton shirt with a winding pattern 
across the collarbone. His apron is spotted with 
faded stains. He looks like he’s been in a fight: black 
eyes and a split lip, bruises down his arms. Through 
all that roughness, though, the thing that stands 
out the most about Bart is the gentle, welcoming 
smile he gives to tired travelers.

Q&A with Bart
About Gundren
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Q. So you’re the innkeeper here? 

A. Sure thing. I run this inn and the general 
store. It’s a fun job. See, the art of hospitality 
is all about making people feel welcome… and 
I’m a friendly guy. 

Q. Where did you learn to cook? 

A. My mama taught me when I was just a tyke. 
She runs a bakery back in the big city.

Q. How’s your mother doing?

A. Aw, she’s doing just fine. Still, she’s gettin’ 
on - I want to send her some money to help 
her out, but things is tight here as it is. We 
keep touch by way of letters. Say, y’all are 
adventurers, right? When you’re done with 
whatever business you got in Phandalin, 
I might have a letter for you to deliver to 
her. Damn bandits hit the mail caravans 
sometimes.

Q. What’s your secret recipe? 

A. Mama gave it to me. It’s love.

Q. How did you end up running the inn 
and the local store? 

A. Lots of people leaving Phandalin lately, 
one way or another. The shopkeep, Annette, 
passed away about three years ago, bless 
her, and there just wasn’t nobody else to run 
the place. Shame, too. If the town had been 
big enough to have a proper cleric, maybe a 
clinic, she’d have lived. The inn’s empty most 
nights, too, so the shop helps cover costs.

Q. How long have you run the inn? 

A. Near on five years now. I picked it up when I 
settled down from adventuring.

Q. You were an adventurer?

A. It’s behind me now, but me and my old 
crew ran the Wyvern outta Wyvern Tor. They 
oughta call it Empty Tor, that’s how good a 
job we did. Turns out the quiet life suits me 
better, though.

Q. Where did the rest of your party go?

A. Ah, well… y’all can visit ol’ Thurmun in the 
graveyard. I think Fleetwish - gnome names, 
I know - took to the trails. Haven’t seen her in 
years. Gregory, he settled down in a temple in 
some city half the world away. Good for him. 
We write each other sometimes, when we can 
afford the postage.

Q. The wyvern killed Thurmun?

A. Yeah, it was a nasty fight. It was much stronger 
than us even though we had the numbers. 
Wyverns are big fellas, but we managed to pen 
it in with nets. Even then it was still close… too 
close, to losing everyone. But you get used to 
losing friends in the adventuring business. 
I guess that’s part of why I finally listened to 
mama’s advice and settled down. That and the 
fact the last job paid enough to buy the inn. I 
do miss the pay sometimes.

Q. Anything you regret about leaving 
adventuring behind? 

A. Well, just this one thing. I lost my axe in 
the tumble with the wyvern. Called ‘er Hew, 
because she hewed right through just about 
anything wood. Y’all know how useful that is 
in the adventurin’ line of business, but aside 
from that, I guess I just get a little wistful 
sometimes on account of never getting to 
set her down proper when I gave up the 
business.

About the inn About adventuring
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Q. Anything interesting happening 
around town? 

A. Well there’s the matter of them down-low 
dirty sons of - sorry, minding my language. 
These Redbrands got me awfully worked 
up. Thugs, all of ‘em, scaring people left and 
right. It ain’t proper. They even took the 
sheriff - my pal Clint - I know it. There’d be a 
lot more good going on if it weren’t for that 
townmaster, if you ask me. Coward lets the 
Redbrands have the run of the place and 
do as they please, and he ain’t done a damn 
thing about Clint.

Q. What do you think of the 
Redbrands? 

A. Damn them. They don’t care a bit for any of 
us, and they’ve just gotten more members 
and meaner the longer they’re left to 
themselves. They might keep the beasties 
from out there on the prairie from wandering 
into town, but at what cost to us honest folk?

Q. How’d you get hurt? 

A. Just a tussle with a gaggle o’ red boys, tryin’ 
to find out where they took Clint. They 
kidnapped him! I know it! But I guess I’m 
getting soft since hanging up my adventurin’ 
axe, because they up and waylaid me.

Q. What exactly happened to Clint? 

A. Clint wanted to keep an eye on old Grista 
who runs the Sleeping Giant Taphouse, so 
I kept him company and watched his back. 
It’s not exactly the most welcoming watering 
hole, chock full of red boys all day and night. 
But after we’d had a few and it was getting 
late, we packed up and went our own ways… I 
ain’t seen him since.

Q. Didn’t you tell anybody? 

A. I told the townmaster Harbin, but he didn’t 
believe me on account of I didn’t see it 
happen. He says Clint must’ve just wandered 
out of town. What a crock.

Q. Are you a strong fighter? 

A. When it ain’t three on one, I sure am.

Q. Why don’t you just leave? 

A. This is my home. I built a life here.

Q. Why haven’t you done anything 
about the Redbrands? 

A. No one ain’t safe from them. If I start 
something again, maybe it’ll be Molly or 
her mama sportin’ a black eye this time, or 
Buddy… Anyway, I ain’t got the manpower 
to wipe ‘em out - they got so many numbers 
practically overnight.

Q. What do the Redbrands want? 

A. They’re mostly out-of-town mercenaries. 
They want to bleed us dry.

Q. Who’s leading the Redbrands?

A. I don’t know, but Clint reckoned none of 
those swaggerin’ knuckleheads around town 
has the brains to be a leader, that’s why we 
was looking into Grista, maybe she knows.

Q. Who’s Grista?

A. Before she let the Redbrands settle in her 
Taphouse, maybe I’d have an answer for ya. 
Not sure I know who she is anymore.

About the Redbrands
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Molly! Molly’s just the best lil’ assistant manager 
anyone could ask for. Kinda reminds me of when I was 
just an anklebiter helping my mama, but I figure she’s 
a sight less lazy than I was in those days.

Buddy! Oh, kindly be gentle with my Buddy there. 
Sister Garaele says he is Ae-es-a-matic, which means 
he don’t breathe good.

Clint! Clint and I go way back. Been friends now 
for… Shoot, since before I set up shop. He’s a good 
man, rock steady, wants to keep Phandalin safe for 
everyone -  that’s probably why he asked his family to 
leave town. 

Harbin... I didn’t vote for him, that’s for damn sure.

Grista... I don’t know how any self-respectin’ townie 
could let the red boys set up in their business like that.

Gundren! The brothers are a good sort. I like 
honest business, and they’re upfront. Just about the 
most I could ask from anyone.

Sister Garaele! Real sweet gal! Some people you 
go and ask to bury a body with ya. Ol’ Sister Garaele’s 
about the only one I can think of who takes me up on 
that on the regular. Haha, stop lookin’ at me all bug-
eyed. She’s the gravekeeper in this here town.

Mum! A good man loves their mama as much as she 
loves them. Always remember that.

Gregory! I like hearing from the man because 
there ain’t nothing funnier than hearing gossip from 
a place you don’t live. Big city temple politics are 
something else.

Fleetwish! Now there’s a soul made for the open 
road! I’m not sure what Fleetwish would think of me 
being settled down with a job — she’d probably think 
I needed rescuin’.

How does Bart feel about...
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