BART IS A HALF-ORC WITH PROMINENT
MUTTON CHOPS WHO LOOMS OVER ALL BUT
THE TALLEST OF PARTY MEMBERS. [11S SHOULDERS ARE
BROAD, SCARRED, AND MUSCLED, STRETCHING A PLAIN
BUTTON-UP COTTON SHIRT WITH A WINDING PATTERN
ACROSS THE COLLARBONE. [11S APRON IS SPOTTED WITH
FADED STAINS. I1E 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.

Believe it or not, my roots are in the city, but it didn’t suit me none, so a [ong time

ago | teamed up with a few young bucks and set out on an adventure. 1t was me, a

bunch of gnomes, and a local sheriﬁf from around here named Clint, a[ways questin’,

hardly restin’. We had a good run, but when it came time to hang Up our spurs and

part ways, | decided to stay here in Phandalin and set up shop. Business is slow, but

ﬁving’s cheap. It’s mostly prospectors and treasure hunters visiting out this way, but

things have gotten a bit Vougher “Yound here recen’dy.

Q8&A wiTH Bart

ABOUT (GUNDREN

Q. GUNDREN SENT US, CAN WE TURN IN THE

SUPPLIES HERE?

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

Q. HavE YOU sEEN GUNDREN OR THE
ROCKSEEKER BROTHERS?

A The brothers? Yeah, 1 seen them. They’ve
been in and out of here for awhile. Gundren
[eft 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.
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Q. SO YOU'RE IN BUSINESS WITH (GUNDREN
AND HIS BROTHERS?

A. Sure ’ching, we're in business of sorts. I'm
storing their supp[ies ‘il they break ground
on whatever it is they’re sniﬂ%ng up.

Q. WHY wouLD THE ROCKSEEKERS NEED
THESE MINING SUPPLIES?

A. They think ’chey’re onto something big,
something that might ’oring some [ife to this
old ghost town. What exac‘dy, though? Not
sure. They've been a lil’ cagey, a bit secretive. 1
think 'Lfsomeone beat them to their prize, itd
be harder for them Rockseekers to stake their

claim.
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ABOUT THE TINN

Q. SO YOU'RE THE INNKEEPER HERE?

A. Sure thing. 1 run this inn and the genera[
store. It’s a ﬁm job. See, the art of hospitaﬁ’cy

is all about making people fee[ welcome... and

I'ma ﬁiendly guy.

Q. WHERE DID YOU LEARN TO COOK?

A. My mama taught me when 1 was justa tyke.
She runs a bakery back in the big city.

Q. How’s YOUR MOTHER DOING?

A. Aw, she’s doingjust ﬁne. Still, she’s gettin’
on - 1 want to send her some money to help
her out, but th'mgs is tigh’c here as it is. We
keep touch ’oy way of letters. Say, y’a“ are
adventurers, V'Lght? When you're done with
whatever business you got in Phandalin,

] 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. 1ts love.

Q. How DID YOU END UP RUNNING THE INN
AND THE LOCAL STORE?

A. Lots of peop e [eaving Phandalin [ate[y,
one way or another. The shopkeep, Annette,
passed away about three years ago, bless
her, and there Jjustwasn't nobody else to run
the place. Shame, too. ]fthe town had been
’oig enough to have a proper cleric, maybe a
clinic, shed have lived. The inn’s empty most

nights, too, so the shop he[ps cover costs.

Q. How LONG HAVE YOU RUN THE INN?

A. Near on ﬁve years now. | picked it up when 1
settled down ﬁrom adventwing.
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ABOUT ADVENTURING

Q. YOU WERE AN ADVENTURER?

A 1¥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 [ife suits me
better, though.

(). WHERE DID THE REST OF YOUR PARTY GO?

A. Ah, well.. y’au can visit ol Thurmun in the
graveyard. 1 think Fleetwish - gnome names,
1 know - took to the trails. Haven't seen her in
years. Gregory, he settled down in a temp e in
some city half the world away. Good fov him.
We write each other sometimes, when we can

aﬁrord the postage.

Q. THE WYVERN KILLED THURMUN?

A. Yeah, it was a nasty ﬁgh’c. It was much stronger
than us even though we had the numbers.
Wyvems are big fe“as, but we managed to pen
it in with nets. Even then it was still close... too
close, to [osing everyone. But you get used to
[osing ﬁiends in the adventwing business.

1 guess that's part of why ] ﬁnaUy listened to
mama’s advice and settled down. That and the
fact the last job paid enough to buy the inn. 1

do miss the pay sometimes.

Q. ANYTHING YOU REGRET ABOUT LEAVING
ADVENTURING BEHIND?

A. Well, Jjust this one thing. 1 lost my axe in
the tumble with the wyvern. Called ‘er Hew,
because she hewed V'Lght throughjust about
anything wood. Yall know how useﬁ/d that is
in the adventurin’ line of business, but aside
ﬁom that, 1 guess | just get a little wisffu[
sometimes on account of never getting to
set her down proper when 1 gave up the

business.
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ABOUT THE REDBRANDS

Q. ANYTHING INTERESTING HAPPENING
AROUND TOWN?

A Well there’s the matter of them down-low
dirty sons of - sorry, m'mding my [anguage.
These Redbrands got me aufu“y worked
up. Thugs, all of 'em, scaring people left and
Vight. It ain't proper. They even took the
sheriﬁ - my pa[ Clint -1 know it. Thered be a
lot more good going on 'Lfit weren't fov that
townmaster, Lf you ask me. Coward lets the
Redbrands have the run of the place and
do as they p[ease, 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
ﬁrom out there on the prairie ﬁfom wander'mg
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! 1 know it! But 1 guess 'm
getting Soﬁ since hanging up my adventurin’

axe, because ’chey up and waylaid me.

Q. WHAT EXACTLY HAPPENED TO CLINT?

A. Clint wanted to keep an eye on old Grista
who runs the Sleep'mg Giant Taphouse, )
] kept him company and watched his back.
It's not exacﬂy the most we[com'mg watering
hole, chock fu“ of red boys all day and night.
But aﬁer wed had a few and it was getting
late, we packed up and went our own ways... |

o g . o
ain't seen l'um stnce.
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Q. DIDN'T YOU TELL ANYBODY?

A 1told the townmaster Harbin, but he didn’t
believe me on account of 1 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, 1 sure am.

Q. WHY DON'T YOU JUST LEAVE?

A. This is my home. 1 built a [ife here.

Q. WHY HAVEN'T YOU DONE ANYTHING
ABOUT THE REDBRANDS?

A No one ain't safe from them. bcl start
something again, maybe it'll be Mo”y or
her mama sportin’ a black eye this time, or
Buddy... Anyway, | ain’t got the manpower
to wipe ‘em out - they got so many numbers

practica”y ovemight.

Q. WHAT DO THE REDBRANDS WANT?

A. They’ve mos’dy out—of-town mercenaries.

They want to bleed us dry.

Q. WHO'S LEADING THE REDBRANDS?

A.1don’t know, but Clint reckoned none of
those swaggerin’ knuckleheads around town
has the brains to be a leader, that's why we

was [ook'mg into Grista, maybe she knows.

Q. WHO's GRISTA?
A. Before she let the Redbrands settle in her

Taphouse, maybe 1d have an answer fov ya.

Not sure 1 know who she is anymore.
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How DOES BART FEEL ABOUT...

Moty Molly’s just the best lil’ assistant manager
anyone could ask for. Kinda reminds me of when 1 was
Just an anklebiter he[p'mg my mama, but1 ﬁgwe she’s
a sight less lazy than 1 was in those days.

Buooy. Oh, kind[y be gent[e with my Buddy there.
Sister Garaele says he is Ae-es-a-matic, which means

he don’t breathe good.

CuiNT/ Clint and 1 go way back. Been friends now
fov... Shoot, since befove I set up shop. He'’s a good
man, rock steady, wants to keep Phandalin safe for
everyone - that’s pro’oalo[y why he asked his fami[y to

leave town.

HArBIN... 1 didn’t vote for him, that’s fov damn sure.

GRISTA... | don’t know how any self-respectin’ townie
could let the red Iooys setup in their business like that.

GUNDREN.! The brothers are a good sort. 1 like
honest business, and they’re upfront. Just about the
most 1 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 1 can think of who takes me up on
that on the Vegu[ar. 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. 1 like hearing from the man because
there ain't nothing funnier than hearing gossip from
a place you don't live. Big city temp le po[iﬁcs are
something else.

FrLeeTrwisH./ Now there’s a soul made for the open
road! 'm not sure what Fleetwish would think of me
Ioe'mg settled down with a _jo’o — shed pvoba]o[y think

1 needed rescuin’.
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