UNDER THE WELCOMING HAND

By Andy Woodyard
INDRODUCTION

In this adventure, the adventurers venture under the ruins of the Welcoming Hand Inn and Tavern in Eveningstar, Cormyr. This adventure is designed for 3-5 4-7th level characters.
ADVENTURE BACKGROUND

 A small sect of the Cult of the Dragon has secured a base under the Welcoming Hand but the Hand also has an old smuggling tunnel which leads to the other side of the river.

HOW THE PLAYERS CAN GET INVOLVED

There are many ways the players can get involved in the adventure. These are a few optional ideas but other ideas may also be suitable.

A rogue may have interest in operating the smuggling tunnel, to get illegal goods passed the Purple Dragons and commission a group of adventurers to clear it out.

A group suspecting Cult of the Dragon activity in town think the trapdoor under the Welcoming Hand leads to a base but everyone they’re sent in hasn’t returned.

The PC’s may have a friend who ventured into the tunnels after hearing of a dungeon crawl, who did not return.

ABOUT THE AREA

If the PCs are not familiar with EVENINGSTAR then read the following information, if they are not then proceed to WELCOMING HAND.

Eveningstar
A) THE WELCOMING HAND

The once majestic Welcoming Hand Inn and Tavern burned to the ground in DR and has not been rebuilt. All that remains are a stone foundation, a few crumbling walls and a few old camp fires from adventuring bands that’ve either camped here or delve below.

The Cult of the Dragon uses this well known entrance as a back door to their base. People in town will tell of the occasional treasure seeker or ambitious rogue who’ll try and find the trapdoor and enter the tunnel below.

Finding the trapdoor requires a search check DC 15, search check DC 10 reveals recent footprints in the area.
All that remains of a once great inn and tavern is an ashen foundation, a few crumbling walls and a degree of stones that where once part of the main floor. Weeds and grasses grow all over the place and here and there you can see the remains of an old campfire or two.

A1) THE FLOODED BASEMENT (EL 4)
This large brick room was once the basement of the Welcoming Hand. The room has been looted of any valuables long ago, once had a hearth on the western wall which is now clogged full of dirt to the point where it resembles nothing more than a cave in. The stairs are quite old but intact, keep in good shape by the Cult of the Dragon to ease any possible escape.

A pool of water covers the northern side of the room, currently four feet deep at the arch. Little do the PC’s know the pool is actually a large water elemental that, if disturbed, will attack them!

Three dead adventures lie in the pool and a fourth lies rotting on his back outside it.

A large brick chamber opens before you. Part of the western wall has collapsed and the stairs are quite old and rickety. Several inscriptions are carved into the walls of this room. A second room is adjacent beyond a standing brick arc on the north side.
A dead man lies on his back, crushed into the ground by some unseen source.

WATER ELEMENTAL (LARGE): Large sized elemental (water), HD 8d8+32, Hp 65, Spd 20ft (ground) – 90ft (swim), AC +20 (touch +11 - flatfooted +18), #AT2, AB (slam) +10, INIT (slam) +1, (slam) 2d8+5STR (CRIT 20 x2) damage, FORT+10, REF+4, WILL+2, STR 20, DEX 14, CON 19, INT 6, WIS 11, CHA 11, AL N, CR 5.

SKILLS AND FEATS: Power attack, cleave, great cleave, listen +5 and spot +6
SPECIAL QUALITIES: Water mastery (+1 AB and damage if both it and PC are in water - -4 penalty if it and PC are on ground, drench (dispel fire as dispel magic spell), vortex, damage reduction 5, Darkvision 60ft, elemental traits.
TREASURE ON DEAD MAN: Masterwork studded leather (green with chimera symbols adorning it), longsword, large metal shield (discarded in the northeast corner, a depiction of a blue fiery eye upon it) pouch of 57gp and a ring of clumsiness.

ELEMENTAL TREASURE: Studded leather armor (soak, filthy and torn), shortsword (rusted), 310cp, 29gp, 12sp, healing potion, dagger (rusted), a suit of brigandine (rusted), wand of color spray (15 charges).
A2) OLD WINERY
This narrow room was once a winery for the inn but the wines and supporting rack have long since been stolen. The room once held a secret entrance to a tunnel under the River Starwater but it has since been blasted open (B). A second tunnel (C) was dug to connect to the Cult of the Dragon’s base.

The pool from A1 ends here but doesn’t take up much of the room.

This narrow brick room may have once been a storeroom when the inn was open. On the north side is a tunnel with a series of stone steps beyond it; the walls around it are blackened with scattered brick all about. On the eastern end is a second tunnel, picked through the brick and down into the ground on a curve.
The end of a large pool of water covers part of the southern side of the room.

B) THE SMUGGLING TUNNEL

B1) TUNNEL OF STAIRS

The Cult of the Dragon doesn’t use this tunnel, due to dangers deeper in and because of the difficulty of getting in on either end few travelers come here at all. At its end the tunnel lies just under the Starwater River but not trace of this can be seen yet.
A long twisting and oftentimes narrow tunnel drop down the further it heads north, often with several series of crumbling stone stairs. Loose cobwebs hang over the top of much of the tunnel, but not all.

B2) UNDER RIVER POOL
A pool of water has condensed here from a series of drips from the river above over the last few years. Ordinarily the tunnel would be used as a fresh water source for the inn and kept open. The water is almost freezing but uninhabited and drinkable. The tunnel is passable underneath but stretches fifty seven feet.

At the foot of a narrow steep tunnel lies a large chamber with a massive pool of clear water on its northern end. Under the water you can see a continuation of stairs in what must have once been usuable.
B3) STALACTITE CHAMBER (EL 3)
This long chamber holds an underground pond thirty feet across. Stalactites cover the ceiling and under the water are thousands of stalagmites which slow movement in half due to the shallowness of the pool (five feet).

Unfortunately for the PC’s the walls are covered in brown mold, which will quickly freeze them to death, especially in water. The PC’s should also worry about hypothermia.

Ice rings the edge of the pool and small chunks float on the surface. Due to the freezing water the PC’s suffer a -2 to all roles.

A long chamber opens here with stalactites covering the ceiling. A massive pool covers most of the room with the exception being the northeast side of the room. Ice rings the sides of the pool with small chunks floating in the water.

BROWN MOLD: CR 3, anyone within five feet of the brown mold patch takes an immediate 3d6 cold damage. Fire causes it to double in size and thus do twice the damage. A large amount of cold damage destroys it.

B4) THE OLD WELL (EL 1)
This small chamber once held a spring and thus a pool of water a century ago. The pool is now dry but a well hole is in the ceiling, leading up to the north side of the river, but boarded up under brush.
The old well is now home to a flock of bats but nothing more.

A small oddly shaped chamber opens here. The floor drops down in a dell with water rings lining it. A hole exists in the ceiling.
Bats hang on the ceiling here.

SWARM (BAT): Diminutive animal (swarm), HD 3d8, Hp 11, Spd 5ft (ground) – 40ft (fly), AC +16 (touch +14 - flatfooted +12), #AT1, AB (swarm) +2, INIT (swarm) +2, (swarm) 1d6 (CRIT 20 x2) damage, FORT+3, REF+7, WILL+3, STR 3, DEX 15, CON 10, INT 2, WIS 14, CHA 4, AL N, CR 2.

SKILLS AND FEATS: Alertness, lightning reflexes, listen +11 and spot +11.
SPECIAL QUALITIES: distraction (FORT DC 11 or be nauseated for 1 round), blindsense and wounding.
B5) GRIMLOCK LAIR (EL 4)
This large chamber has been used as a base by ogres, trolls, orcs, goblin and now grimlocks as well as any number of other creatures. As such all sorts of graffiti is written on the walls in over a dozen languages.

The medusa has disposed a few loose statues she didn’t like in here that the grimlocks currently use as seats.

This large musky chamber is full of furs and hides in a circle. Three half broken statues, lying on their sides in the circle also are here. Various scratches and drawings have been marked into the walls. Smoke stains cover the ceiling.

Four gray skinned men, with no eyes and long snarled black hair sit here, roasting a Halfling over a small fire. A small pile of treasure sits in a small enclave on the western side of the room. A fowl smell comes from the southern chamber.
GRIMLOCKS: Medium monstrous humanoids, HD 2d8+2, Hp 11 – 15 – 9 - 13, Spd (30ft) ground, AC +15 (touch +11 - flatfooted +14), #AT1, AB (heavy maces) +4, INIT (heavy maces) +0, (heavy mace) 1d8+3STR (CRIT 20 x2) damage, FORT+1, REF+4, WILL+2, STR 15, DEX +13, CON +13, INT 10, WIS 8, CHA 6, AL NE, CR 1.

SKILLS AND FEATS: Alertness, track, climb +4, hide +3, spot +3 and listen +5.
SPECIAL QUALITIES: Blindsight 40ft, immunities, scent.
POSSESSIONS: Heavy maces.
TREASURE: 290gp, 102sp, 15pp, topaz ‘500gp’, bloodstone ‘90gp’, pearls ‘60gp’ x2, potion of ghouls touch and a masterwork arrow.
B6) GRIMLOCK SEWER
The Grimlocks use this back chamber as a jake and a garbage pile. When one of them dies they also throw the body here to rot.
The Grimlocks have half buried an old wooden chest here. If the PC’s dare and go through the mess they will have to resist filth fever.

This fowl little room is occupied by a large pile of waste, bones and even a rotting Grimlock as well as who knows what else.

The smell is overwhelming.

SMALL CHEST: 310gp and two small rubies (130gp) each.

B7) DEAD END AND DEAD HEADS
A small enclave in the tunnel is all that remains of a once larger chamber that collapsed sometime ago. What does remain is a small room used as a meeting room for the Grimlocks.

The Grimlocks use this chamber for playing games and have stored a number of severed stone heads here in a pile.

This small enclave appears to be a once larger room that has collapsed. A few stone seats are here as well as a good number of discarded bones. A pile of several dozen stone heads are stacked at the back of this room.

B8) MEDUSA’S LAIR (EL 8)
This large sectioned underground house was once a storage cellar for a smuggling operation. All the crates have been ransacked or broken. The house is now the lair of a medusa that has a bed of fine cloth here surrounded by statues of people she’s victimized.

The man the medusa is mating with was tricked into her lair after getting very drunk at a tavern last night. He is now sober and near death (2/10 hp) but she plans to turn him to stone once she’s done.

This large sectioned chamber appears to have been carved out of the rock in the shape similar to a house, complete with shelves and a little carved out closet. Statues of horrified people are arranged around a bed of fine cloth like admirers.

A snake haired woman mates with a blindfolded man who screams in pain here. She appears to have tied him into notches in the walls and slashed his skin, throwing blood and chunks of flesh all over the floor.
MEDUSA: Medium monstrous humanoid, HD 6d8+1d6+7, Hp 42, Spd (30ft) ground, AC +15 (touch +12 - flatfooted +13), #AT1, AB (scourge +1) +9, INIT (scourge +1) +2, (scourge +1) 1d8+1+1d4 (CRIT 20 x2) + sneak attack (1d6) damage, FORT+3, REF+9, WILL+8, STR 10, DEX 15, CON 12, INT 12, WIS 13, CHA 18, AL LE, CR 8.

SKILLS AND FEATS: dirty fighting, dodge, mobility, spring attack, bluff +13, diplomacy +8, listen +5, sense motive +4, sleight of the hand +4, disguise +13, intimidate +8, move silently +12, hide +6 and spot +12.

SPECIAL QUALITIES: Darkvision 60ft, petrifying gaze (FORT DC 17 within 30ft or turn to stone), poison (FORT DC 14 1d6 initial and 2d6 secondary STR damage).
POSSESSIONS: Potion of clairvoyance/clairaudience, scroll of cat’s grace and a scourge +1.
B9) CHAMBER OF STATUES
The Medusa puts her victims here, almost on display to intruders. There are nearly a dozen statues of men here that she’s enticed but many more have been shattered.

The entrance of this chamber is full of statues of screaming men, often in a compromising position. Many other statues have obviously been shattered and spread across the floor of this room.

C) CULT OF THE DRAGON BASE

C1) BACK OF THE BOOKSHELF (EL 4)
This small room is kept empty in case anyone comes in through the tunnel. The north side of the room is blocked by the back of a wooden book shelf, with an iron lever in front of that which opens it.

To protect the backdoor, the Cult has invested in a mimic and offers it food daily as well as the prospect of any intruders that come in from the tunnel. It does not attack Cult members. The Mimic acts as the back of a bookshelf and the lever.

The mimic keeps a small amount of treasure on itself but on the other side of the wall.

The tunnel ends at a large barren chamber blocked by a wooden wall on the north side of the room. An iron lever sticks out of the base of the wall.

MIMIC: Large aberration (shapechanger), HD 7d8+21, Hp 59, Spd 10ft (ground), AC +15 (touch +10 - flatfooted +15), #AT2, AB (slam) +9, INIT (slam) +0, (slam) 1d8+4STR (CRIT 20 x2) damage, FORT+5, REF+5, WILL+6, STR 19, DEX 12, CON 17, INT 10, WIS 13, CHA 10, AL N, CR 4.

SKILLS AND FEATS: Alertness, lightning reflexes, weapon focus ‘slam’, listen +8, disguise +13, climb +9 and spot +8.
SPECIAL QUALITIES: Darkvision 60ft, mimic shape, immunity to acid, crush (1d8+4STR damage during grapple), adhesive (anything struck or stuck to a mimic must be pried off REF DC 16 or STR DC 16.)
TREASURE: 141gp and a fine vase ‘90gp’.

C2) STORE CHAMBER
This chamber has a mimic that acts like a bookshelf on the southwestern wall, unless the PC’s have already slain it. Otherwise it is used as a storeroom. Due to the dragon dwelling upstream this room smells fowl so the Cult members don’t come down here often.
A large chamber with the end of a rippling pool on the north side is here. Many crates and barrels, some of which floating in the water, are stored here.

The room has a fowl smell to it, like sulfur and chlorine. Smoke can be smelt from the northwest tunnel.

C3) CULT COMMONS (EL 7)
This large chamber is used as a common room for Cult members. A small fire pit is kept here which is vented through the tunnels. Over time Cultists have brought in a few pieces of furniture to make the ‘hole’ more comfortable.

Three mercenaries, working openly for the Cult, are relaxing, before going on a raid.
A small fire pit burns in this small chamber. Two men and a short mustached fellow sit and roast meats over the fire on fine looking chairs. A gray wolf cleans itself next to one of men.
MERRO THE DERRO: Medium sized humanoid (derro), HD 2d10+1d6+12, Hp 29, Spd (20ft) ground, AC +18 (touch +11 - flatfooted +17), #AT1, AB (masterwork longsword) +6, INIT (masterwork longsword) +7, (masterwork longsword) 1d8+2STR (CRIT 19-20 x2) + sneak attack (1d6) damage, FORT+5, REF+3, WILL-2, STR 14, DEX 13, CON 15, INT 9, WIS 12, CHA 6, AL CE, CR 3.

SKILLS AND FEATS: Weapon focus ‘longsword’, improved initiative, blooded, hide +9 (+5), intimidate +4, move silently +7 (+3) and spot +3.
SPECIAL QUALITIES: Darkvision 60ft, madness, SR 18, vulnerable to sunlight (loses 1 CON for every hour exposed to sunlight.)

POSSESSIONS: Breastplate, masterwork longsword, heavy gray cloak, three anti-toxins, healing potion, 37gp, large spiked wooden shield, 50 foot hemp rope and a grappling hook.
FIST ELFBANE: Medium sized humanoid, HD 4d10+12, Hp 37, Spd (30ft) ground, AC +17 (touch +13 - flatfooted +15), #AT2, AB (heavy picks) +7, INIT (heavy picks) +3, (heavy picks) 1d6+2STR (CRIT 20 x4) damage, FORT+3, REF+1, WILL+0, STR 14, DEX 15, CON 17, INT 10, WIS 14, CHA 12, AL NE, CR 4.

SKILLS AND FEATS: Weapon focus ‘heavy pick, quick draw, die hard, climb +8 (+7), handle animal +7, hide +8 (+7), move silently +8 (+7), listen +8, survival +8 and swim +6 (+5).
SPECIAL QUALITIES: Favored enemy ‘elves’, track, wild empathy, combat style (two weapon fighting), endurance, animal companion.

RANGER SPELLS PER DAY (1)
POSSESSIONS: Light picks x2, chainshirt +1, potion of swimming, potion of cure moderate wounds, ruby ‘700gp’, flint and steel, 50 foot hemp rope, elf scalp cap and 489gp.

WOLF: Medium animal, HD 2d8+4, Hp 17, Spd (50ft) ground, AC +14 (touch +12 - flatfooted +12), #AT1, AB (bite) +3, INIT (bite) +2, (bite) 1d6+1STR (CRIT 20 x2) damage, FORT+5, REF+5, WILL+1, STR 13, DEX 15, CON 15, INT 2, WIS 12, CHA 6, AL NE, CR 1.

SKILLS AND FEATS: Track, weapon focus ‘bite’, hide +2, listen +3, move silently +3, spot +3 and survival +1.
SPECIAL QUALITIES: Low light vision, trip and scent.
THORAP OF TIAMAT: Medium sized humanoid, HD 3d8+3+3, Hp 18, Spd (30ft) ground, AC +19 (touch +13 - flatfooted +16), #AT1, AB (morningstar) +5, INIT (morningstar) +2, (morningstar) 1d8+2STR (CRIT 20 x2) damage, FORT+4, REF+4, WILL+6, STR 15, DEX 16, CON 12, INT 11, WIS 17, CHA 13, AL NE, CR 3.

SKILLS AND FEATS: Weapon focus ‘morningstar’, toughness, brew potion, diplomacy +5, heal +7, knowledge ‘Zhentil Keep’ +1, knowledge ‘Tiamat’ +2, knowledge ‘Cult of the Dragon’ +2 and sense motive +5.
SPECIAL QUALITIES: Evil and Scalykind domains and rebuke undead.
CLERIC SPELLS PER DAY: (4/3/2)

POSSESSIONS: Masterwork scalemail, Tiamat symbol large metal shield, bloodstones ‘60gp’ x3, unholy symbol, morningstar and 230gp.

C4) BRIDGE OVER RIPPLING RIVER
A wooden plank bridge crosses over a rippling underground river here. The bridge is old and has been the sight of several battles here in the past but is stable. A double stone door blocks the northeast exit but is not currently barred in any way.
A rickety wooden plank bridge crosses a gorge were deep below an underground river can be seen flowing to the south. On the east end on the landing as great stone double door stands.

C5) MEETING HALL AND BALCONY (EL 9)
This large chamber is used as a secret meeting place for Cult meetings and also holds the balcony over the dragon’s lair. A secret door is on the east wall, protected by an illusion (DC 22).

The proprietor of this particular sect is a mad wild mage named Variat, who in public is a quiet old wizard but in truth is a raving fanatic dedicated to the Cult of the Dragon!

This large chamber has a wooden staircase heading up on the northeast corner and a slab of stone covered in numerous and sometimes glowing stains.

A tall thin old man in purple robes is here, studying a tome of some sort.

VARIAT THE MAD: Medium sized humanoid, HD 9d4+27, Hp 62, Spd (30ft) ground, AC +12 (touch +12 - flatfooted +10), #AT1, AB (quarterstaff) +3, INIT (quarterstaff) -2, (quarterstaff) 1d6-1STR (CRIT 20 x2) damage, FORT+3, REF+5, WILL+8, STR 8, DEX 14, CON 10, INT 17, WIS 14, CHA 13, AL CE, CR 9.

SKILLS AND FEATS: Wild magic, arcane prodigy, mind over body, combat casting, quicken spell, knowledge ‘arcana’ +12, knowledge ‘wild magic’ +12, knowledge ‘Cult of the Dragon’ +12, spellcraft +12, concentration +12 and knowledge ‘the planes’ +12.
SPECIAL QUALITIES: Scribe scroll, 

POSSESSIONS: Spellbook and wand of charm person (16 charges).
WIZARD SPELLS PER DAY: (4/5/5/4/2/1)
SPELLBOOK: (0st) Resistance, Ray of Frost (1d3 damage), detect poison, daze, flare, light, dancing lights, ghost sounds, disrupt undead (1d6 damage to undead), mage hand, mending, mending, open/close, prestidigitation, arcane mark, read magic, detect magic, (1st) alarm, shield, grease, mage armor, true strike, mount, obscuring mist, detect undead, charm person, magic missile (3d4+3 damage), color spray, Nystul’s undetectable aura, ventriloquism, enlarge, spider climb, change self, silent image, animate rope, expeditious retreat, feather fall, reduce, message, (2nd) arcane lock, resist elements, glitterdust, summon monster II, summon swarm, web, see invisibility, daylight, continual flame, mirror image (1d4+1 images), misdirection, levitate, (3rd) nondetection, clairaudience/clairvoyance, suggestion, wind wall, gentle repose, slow (4th) globe of invulnerability, stoneskin, geas ‘lesser’, illusionary wall, (5th) feeblemind and hold monster.
C6) SECRET ROOM

This small secret back room is hidden by an illusionary wall. In the past it was used to hold treasure but now is usually a fall back room for mercenaries when the Cult has dangerous guests.
This small backroom has a small pile of ash in the center with a tall chimney hole heading up into the earthen ceiling. A few loose bones line the walls.

C7) DRAGONS’ LAIR (EL 6)
This huge flooded chamber is used as the dragons’ lair. The water pours in from an underground offshoot of the Starwater and flows into the Underdark downstream.

The floor of this chamber, underwater, is littered with bones of those he has eaten. The dragon spends most of his time under water, but can smell and hear the PC’s enter when they do. He’ll prefer to wait until they enter the water before attacking them.

This huge chamber is flooded from an under river to the north end and flows to the south through an iron grating. A sandy beach is on the west end, where something glistens against your lights.
The room has the overwhelming smell of sulfur to it.

DRAGON (BLACK, AGE 3): Medium sized dragon (water), HD 10d12+30+30, Hp 120, Spd (60ft) ground – (60ft) swim – (100ft) fly, AC +19 (touch +10 - flatfooted +19), #AT5 + BW, AB (bite) +13 – (claws) +13 – (wings) +13, INIT (bite) +4 – (claws) +6 – (wings) +4, (bite) 1d8+3STR – (claws) 1d6+4STR – (wings) 1d4+4STR (CRIT 20 x2) damage, FORT+10, REF+7, WILL+7, STR 17, DEX 11, CON 16, INT 10, WIS 9, CHA 7, AL CE, CR 5.

SKILLS AND FEATS: Improved initiative, dragon toughness x3, listen +10, spot +9, search +10, sense motive +9, intimidate +8, knowledge ‘Cult of the Dragon’ +4, knowledge ‘dragons’ +6, escape artist +10, use magic devise +9, bluff +8, survival +9, tumble +10, swim +13, move silently +10, hide +10, diplomacy +8, jump +13, climb +13 and decipher script +5.
SPECIAL QUALITIES: Breath water and immunity to acid.
BREATH WEAPON: Line of acid (60ft long, 6d4 damage REF DC 17 for half.)
C8) HORDE BEACH

This large chamber is where the dragon keeps his treasure, which is beginning to mass.

This large chamber has a thick floor of sand but is dominated by a glimmering pile of treasures in the center.

TREASURE: Alexandrines ‘100gp’ x8, red spinal ‘120gp’, jasper ‘30gp’, necklace of prayer beads (blessing), small wooden shield +1 (delusion), 120pp, masterwork greatsword, chainshirt, 2370gp, 3111sp and 240cp.
D) THE MUG OF ALE FEASTHALL

The Mug of Ale Feasthall is an established business in Eveningstar. It was recently purchased by a new owner, secretly the Cult of the Dragon and its employees have no knowledge of the dark deeds occurring below. The only man who does know what is going on, to a degree, is Farthor Highstrom, the proprietor. He allows access to the basement for the owners ‘other business’ which he assumes has something to do with the Black Network, not the Cult of the Dragon. However, considering his pay and generally apathy to the battle between good and evil he lets everything go on as they wish.
D1) HALL OF DARING DRUNKS AND DASHFUL DAMES
The Hall of Daring Drunks and Delightful Dames is a large great hall used for special parties and organizations that gather at Eveningstar, often by the Purple Dragons themselves.

The Hall is staffed by two servers and two bussers that think the Hall is an honest business and do their job swiftly and with good service.
The entrance to the dungeon below is through the fireplace, search DC 20. Pushing in a certain brick turns it to the backroom.

A large elaborate Feasthall is here, its walls covered with tapestries and paintings of fine art. A series of large tables center the room. Leading out are the kitchens.

Many surprised ladies and gentlemen are here drinking and laughing in a grand party!

D2) BACK ROOM
This small backroom lies behind the fireplace, which turns around if the right brick is pushed. The room is the entrance to the underground dragon pen.

A small dank room lies at the top of a set of wooden stairs heading underground. A wide door mounted on a slab of circular stone is on the western wall with an iron lever in the center.

It is very warm in here.

D3) KITCHEN

The kitchens and pantries of the Feasthall are stored with the usual supplies and have several ovens and fire pits as well as tables.

A staff of three cooks work here, unaware of anything out of the ordinary.
This large kitchen has two ovens and a fire pit in the center. Two pantries are on the south side. Rows of pots, pans, knives, a cleaver, spoons and other cooking instruments are kept here.

Three cooks are creating a fine dish with a large amount of onions and cabbage today.
