Tharil’s Notes
Background
Tharil was raised within the ruins of Ugrod, an old dwarven stronghold. It had been abandoned a long time ago – legend speaks of a great fire killing most of its inhabitants. The city is now home to a small group of descendants of the Ugrod line, no more than one hundred and seventy dwarves. These dwarves are relatives of those who stayed behind after the great fire and tried to rebuild. They were not successful and would likely have perished long ago if not for the discovery of a hidden power. 
Most dwarves are staunch followers of Hanouk, the God of stone and mountains. However, following an earthquake caused by the fire, a great chasm had been opened near an underground lake and a presence had spoken from this chasm, announcing itself as the Abysmals and offering to protect the dwarves in return for their worship. Thus the inhabitants of Ugrod have been worshiping the Abysmals for three generations and Tharil’s father is their current high priest. 
Initially the Abysmals demanded little more than prayers to keep the city of Ugrod hidden from the world, but as the dwindling population started to recover they demanded more to sustain them – blood. When Tharil was very young the Abysmals appetite had grown further – and they now demanded sacrifice of men and women. Determined not to sacrifice his own people, Tharil’s father Thraig became the first to venture outside the cave in order to bring back people who could be sacrificed, a task he performed once every second year. Tharil’s grandfather, Thaler, - then the high priest of the Abysmals – did not like to sacrifice the poor and innocent so he declared it the will of the gods that only the strong and heroic were worthy enough as sacrifices for the Abysmals. Never the less most people unknowingly living close to the city soon abandoned the area as rumors of an evil within the mountain began to spread as people travelled there and never returned.
Life in Ugrod
For Tharil life was harsh but not hard in the city, as being the grandson of the high priest meant he never had to go hungry or do demeaning work such as disposing of waste or foraging for food. He was however constantly tutored into becoming a future high priest and leader for his people so he was often sent deep into the forgotten halls of the city to learn about the history of his kin, how to fight and how to survive. 
When the day came and his grandfather was laid to rest and his father took up the post as high priest it was time for Tharil to learn his father’s task. He was sent out into the world of men – not to snare them but to learn to be among them. This world was very different for Tharil but he soon learned the customs and social skills required to pass unnoticed when necessary. After two years his training was complete and his father sent him out to capture his first group of sacrifices for the gods – for the future of Ugrod. 
The city of Ugrod
Tharil is of course very familiar with the city itself after spending more than three decades exploring it. The city is largely divided into three different areas, with three possible routes connecting them.
The Hall of Kings
The deepest part of Ugrod lies by a huge underground lake, known as lake Gharm, and it was once the home of the city’s king and nobles. Remains of old palaces, cut directly into the walls of the natural cave, now serve as the homes of the dwarves of Ugrod. Items of comfort or luxury is however rare, and a sparse fire put on the floor among with some blankets and scavenged tools is what most families can afford to keep. 
The Hall of Kings lies at the end of the Great Walk, a huge passage way decorated with cubic pillars, stretching 4 km to the city’s main gate. It covers the south-eastern shore of lake Gharm.
The Deep Fields
In the center of Ugrod lies a vast underground plantation known as the Deep Fields. Mainly mushrooms and some other cave dwelling plants are grown and provide the prime source of food for the dwarves living here, along with the occasional hunting prey. 
The Deep Fields are sustained by a great aqueduct, built from the center of lake Gharm and extending all the way to the outer areas of the ancient city.  It is also accessible from the Great Walk, but separated from the Hall of Kings by mining shafts. 
The Old City
Closest to the gates lays the old city where most of its inhabitants once lived. It is a labyrinth of narrow streets and buildings carved right out of the mountains. Much of the ground is covered in debris and evidence of the great fire can be seen everywhere. Old artifacts and items can still be found on the ground, along with bones of the long since dead. Cave-ins are not uncommon and giant cave spiders can also lurk among the passages, making it a dangerous place. 
The old city lays right inside the main gate and provides access to both the Great Walk and the aqueduct. Mining shafts also stretch north into the mountain.
The Galeian Caves
[bookmark: _GoBack]Running all the way from lake Gharm to the outside is the source of the Galeian stream. It traverses the mountain through a series of caves which were once unusable, but since the creation of the chasm the water level has sunken enough for the caves to be used as a way into the mountain. They run under the old city, providing access to the basements of some of the houses and eventually reach the Hall of Kings.
