
Merchant Ambush 

A D&D 4e Adventure for 5th-7th Level 

Characters 

By The Id DM 

This adventure was originally designed 

for a homebrew game in my created 

world of Cydonia. It is intended as a one-

shot adventure that can easily be 

inserted into any campaign setting.  

Background 

The farming village of Ooljee lies in the 

plains west of the capital city in 

Cydonia. The town is composed 

primarily of humans, half-elves and 

halflings. They are often found 

worshipping Pelor in the Temple of 

Dawn, which is directed by Matron 

Elidi. 

Ooljee is not often host to strange 

events. It is a quiet farming community 

that provides foods for the capital and 

other surrounding towns. A health 

market rests in the heart of town, but 

you will find no bustling streets here.  

In recent weeks, this has changed as a 

group of adventurers have seemingly 

saved the life of Matron Elidi, who had 

fallen ill.  

Now words of their deeds have spread, 

and others in town have sought out the 

group of adventurers for odd jobs.   

Adventure Summary 

The party begins in the town of Ooljee 

soon after they have rescued Matron 

Elidi, but she requests rest, and allows 

the party to return to their prior 

business.  The party is sought out by a 

local merchant, Oloven Swordsteel. 

Oloven requests you to guard his 

transport of goods from the town of 

Ooljee to the port of Poormina, which is 

several days to the south. Oloven 

introduces the party to two of his 

workers, Sampson and Jerrod, who will 

accompany the shipment of goods. 

The party can discuss the nature of the 

goods they are transporting, and may 

learn that Oloven is an underground 

arms dealer. If they learn this, then they 

may gain additional payment from the 

dealer.  

Either way, the party escorts the two 

wagons loaded with goods and are 

attacked several days out of Ooljee by 

bandits affiliated a gang of thieves that 

call themselves the Port Rats.  

The party must fight their way through 

the ambush, but Jerrod – always 

adorned in a bright red cloak – is killed 

in the process of fighting. 

A Fine Afternoon 

When the adventure begins, read the 

following: 

A clear sky rests overhead and the Sun 

shines brightly upon the well-tilled land. 

The air is warm on your skin as you 

advance through the town of Ooljee, 

enjoying the compliments from those that 

have learned of your most recent daring 

accomplishment.  

As you settle down to enjoy a fine lunch in 

the town square, a human in a brilliant 

red cloak approaches you, “Hello, my 

name is Jerrod. We’ve heard of your 

bravery, and my boss would like to offer 

you employment. Please meet with him 

this afternoon in Sunstone Trading House. 



Sunstone Trading House 

After discussion with Jerrod, you agree to 

meet with the owner of the Sunstone 

Trading House. You make your way to the 

unassuming shop a few roads down from 

the heart of the town square. 

As you enter the shop, you see a wide 

variety of common items for sale, 

including crude weapons that might 

double as useful tools in the surrounding 

fields. A well-built human male is 

standing behind the counter speaking 

with a half-elf; it appears they are 

finalizing a deal. The half-elf notices your 

entrance and quickly takes his sack of 

goods and exits the shop past you. The 

shopkeeper turns his attention to you, 

“Ah, you must be the adventurers Jerrod 

told me about. Welcome, welcome.”  

Oloven looks over the party, “I heard you 

created quite a stir in town. Quite the 

heroes! I request a favor as you are 

obviously a skilled group of adventurers. 

Several supply carts I have sent to other 

towns have been hijacked by bandits. I 

have a shipment headed to The Lonely 

Arms in Poormina in the next day or two. 

Would you be willing to guard the 

shipment as it travels south? If you are 

headed that way anyway, you'd be doing 

me a great service. And I will pay a small 

sum in advance." 

Setup 

Oloven Swordsteel is a trademan and 

merchant in Ooljee.  He is slightly 

balding, in his late 40s and has lived in 

Ooljee for approximately seven years. 

The townspeople know him well and all 

have positive things to say of him. . He is  

However, Oloven runs a side business 

through his store; he is an arms dealer to 

those that have the proper connections 

and coins. He is not an evil man, but has 

operated as a fence for illegal goods and 

magical items for adventures and others 

coming through the heartland of 

Cydonia.  

Oloven will not offer this information 

unless the party inquires about his 

business in great detail, including asking 

many questions about the contents of 

his shipment. The party may pick up on 

clues such as the furtive movements of 

the half-elf, the store name of the 

shipment’s destinations, The Lonely 

Arms,  and Oloven’s last name of 

Swordsteel. He is well-versed in keeping 

secrets, but the recent bandit attacks 

have left him more desperate for 

assistance. If the party coaxes the truth 

from Oloven through Skill, then he will 

add a Level + 1 magic item to the 

payment for the party. 

The party can engage Oloven in a Skill 

Challenge to increase their payment or 

learn of his secret agenda. The nature of 

the Skill Challenge is up the taste and 

preferences of the DM and players, but 

primary skills include Diplomacy, 

Insight, Bluff and Perception, and a 

moderate DC is suggested.  

A Deal It Is! 

Oloven and you agree to terms on your 

protection for his shipment. He takes his 

leave for a moment and returns from a 

storeroom in the back of his shop. He is 

joined by a younger man in his early 30s. 

Oloven introduces him, “This is one of my 

finest workers, Sampson. He will be 

driving one of the wagons on the 

shipment. You’ll also be traveling with 

Jerrod, who will drive the other wagon. 

Both of them are good lads, although 

Jerrod isn’t too wise to the ways of the 

world. Keep an eye on him, and please 

treat them well.” 



The Road Often Traveled 

You set out from Ooljee with two carts 

loaded with goods. You are joined by 

Sampson and Jerrod who serve as the 

drivers of the carts, which are each pulled 

by two horses.  

Sampson appears at least 10 years older 

than Jerrod although both are adults. The 

men are unremarkable save for Jerrod's 

bright red cloak. They engage in small 

talk with you during the first day of the 

journey, which is quiet and windless. You 

break for camp and find that Sampson is 

an accomplished cook in the wild. 

Jerrod questions the party during the 

meal, "Oloven seems to trust you 

completely, which is no small feat. How do 

you know him?" 

Allow the party to interact with Jerrod 

and Sampson as they chose. Jerrod will 

press for details on the party’s exploits 

and adventures while Sampson will 

quietly clean up after the meal. 

Jerrod is pleased with your response, 

"Wow, your lives are much more 

interesting than Sampson and I here. 

We've been in Ooljee for most of our lives 

and don't get out much. This shipment 

along with you is quite the adventure for 

me." 

Sampson interrupts Jerrod, "C'mon ya 

whelp, let them be. We need to rest. The 

territory we pass through tomorrow is 

where some of the attacks have taken 

place. We must be cautious." 

Debris Field 

Your journey continues along the road 

south toward Poormina. You are 

currently passing through foothills as he 

road twists and turns along the 

countryside. The Sun is begins to set on an 

otherwise uneventful day of travel. The 

smell of fresh woodlands fills the air. The 

road enters a small valley between two 

hills. Your senses sharpen as the narrow 

road and surrounding foliage make a 

good spot for an ambush.  

Sampson attempts to coax the horses to 

move faster in the first cart. The wagons 

accelerate but as Sampson rounds a 

corner, he cries out, "Wooooaaaaa!" The 

carts skid along the gravel road. In the 

middle of the road lies the remains of a 

large broken cart; its wheels have been 

shattered and the remnants block the 

road. 

"We'll have to move it out of the way, and 

quickly. We need to get out of here." 

Sampson jumps down and makes to move 

pieces of the cart. 

Setup 

Anyone in the party can assist with the 

removal of debris from the road. 

Sampson will also assist in moving 

debris from the cart. Moving a piece of 

debris requires an Athletics check (DC 

20), which is reduced by 2 for each party 

member that assists in clearing the road. 

 

 

 

 

 

 

 



Ambush! 

As you work to clear the road, you hear the 
quick *thump* of arrows connecting with 
the wood remaining from the downed 
wagons. A harsh voice cries out, “Attack!” 
You have found the bandits. 

Setup 

1 Bandit Leader (L) 

3 Human Bandit (B) 

3 Hyena (H) 

5 Human Lackey (M) 

1 Fiery Cart (C) 

This encounter can rely on any hand-
drawn grid map to represent a winding 
road through two hills. I have provided 
an example of the setup when the 
bandits show themselves below. 

The party’s mission is to defeat the 
bandits or clear enough debris to escape 
with the wagons and continue on to 
Poormina. 

Tactics 

The bandits will spread their fire in an 
attempt to overwhelm and split the 
party. The bandit leader will not appear 

until the second or third round of 
combat, as he waits to set off phase two 
of the ambush, which is the release of a 
fiery cart down a hill. He lights the cart, 
which is covered in oil, and then releases 
it to crash into one of the party’s 
wagons, “attacking” any creatures within 
the burst and creating a zone of difficult 
terrain. 

Features of the Area 

The party has two wagons, each drawn 
by two horses. Each wagon is 
approximately 15’ x 10’ (2x3 squares). 
The debris from the broken cart lies in 
front of the wagons and precludes 
movement in that direction of the road.  

The hills slope up on both sides at a 30-
degree angle; the carts cannot go around 
the debris along the hills as the grade is 
too steep. The hills have a variety of 
foliage that can provide cover for the 
bandits. 

A moderate Athletics check can be used 
to move up the hill, otherwise, treat all 
terrain off the road as difficult. 

Conclusion 

The bandits will fight as long as their 
leader is alive and directing the ambush. 
The hyenas may flee when bloodied, by 
have been trained to fight to the death. 

When the bandit leader falls, the 
remaining bandits may attempt to flee 
the scene rather than fight to the end. 

The bandit leader is carrying 200 gold 
pieces, and an intricately-carved hunting 
knife worth 300 gold pieces. 

 

 



 

 



Encounter Map 

 

 

 


