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The Ghrom 
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Ghrom are a short, frog-like race of humanoids that make their homes in swamps, marshes and along rivers

Personality: Ghrom are generally good-natured and peaceful. They have a strong ethic of responsibility to their community, whether it is to a village of Ghrom or a party of adventurers. Ghrom enjoy good food, and love to share stories and songs, with those who will listen. Ancient lore and history fascinate them. Although it may be hard for a non-Ghrom to befriend a Ghrom, once the bond is forged, it is not easily broken.

One thing that makes Ghrom special is their inborn musical talent. Ghrom are excellent singers, rivaling only the Elves in perfection. They have no written language, but pass down their history in song. A Ghrom Grandmother knows all the songs of a particular community. 

Physical Description:  The typical Ghrom stands about three and a half feet in height. Their build can be average to stout, in fact many Ghrom tend to be slightly overweight. The skin of a Ghrom can be any shade of green; this color is usually of a lighter shade on their front side, palms of their hands and the soles of their feet. They also have dark markings, usually brown or dark green, on their backs, arms, and legs. These markings can be spots, stripes, or other patterns. Each Ghrom's pattern is unique. Ghrom skin is smooth, and dry to the touch, although it appears to be slimy. Unlike frogs, Ghrom do not need to keep their skin moist, although they are more susceptible to dehydration in arid conditions than most races.

Ghrom have three fingers and a thumb on each hand. Their fingers are long and quite dexterous. They have powerful leg muscles, and are excellent swimmers. They have four toes on each foot.

A Ghrom's head is very frog-like. They have broad faces in which is set a wide mouth, large nostrils, and their dark, bulging eyes. They have no external ears. It is this frog-like visage that makes other race disgusted by their appearance.

Relations: Ghrom are naturally curious about other races. They are in awe of the Elves' musical voices, but regard them with fear. Dwarves are admired for their stone and metalwork, but are considered gruff and stubborn. Ghrom are typically cautious about dealings with Humans, although they find their cities and personalities fascinating. They hate Orcs and Goblinoids.

Alignment: Ghrom tend to be Lawful or Neutral and Good. They have a strong sense of order and responsibility, and adhere strongly to their word once it is given. Occasionally, a Ghrom may be Chaotic. These Ghrom usually don't fit well into their community's lifestyle and tend to dwell with other races, often becoming adventurers. Ghrom are rarely, if ever, Evil.

Ghrom Lands: Ghrom form communities in the wetlands of The World. They prefer to build their homes near fresh water, such as rivers, lakes, and marshes. Their homes, which are huts made of dried mud and grass, are usually built on stilts. Their houses sit about four to eight feet off the ground. Entry is by way of rope ladders leading up into the center of the house. Even if their homes are destroyed by floodwaters, they are quickly, easily and cheaply rebuilt.

Ghrom are excellent fisherman. They don't raise any livestock, but do harvest edible plants from their habitats. They also love boats.

Ghrom communities are centered around a matriarchal Grandmother, the eldest female in the community. Representatives from various areas in Ghrom culture, bring their disputes and problems and questions before her. Ghrom Grandmothers are reputed to be very wise, and fair in their judgments and decisions.

Religion: Ghrom worship S'sagon, the four-armed goddess of the Ghrom (This goddess is campaign-specific and will appear on my website, The Realms of A'dohn, in the future. The DM can use this, or any deity he or she chooses).

Language: Ghromish (tribal dialect), Common.

Names: Ghrom are named at birth by the clan's shaman. 

Adventurers: Although most Ghrom are content with life in their communities, some have a sense of wanderlust, and a deep curiosity of what lies beyond their homes. Such sights as mountains, ruins, and large cities awe them. Other cultures and races are fascinating to them. Ancient lore abounds in the lands of the world, and Ghrom are eager to pursue those tales of days long past. Other Ghrom don't feel they fit the mold of life in their communities, and seek the thrill and excitement of adventure. Ghrom that spend their lives adventuring usually return to their homes at times, weaving their tales of exploration and adventure into great songs.

Ghrom Racial Traits:
· +2 Dexterity, -2 Strength, -2 Charisma: Ghrom are agile creatures, but their size and build diminish their strength compared to other humanoids. Their appearance is alien to other races, and thus they are shunned in many societies. 

· Small: As small creatures, Ghrom gain a +1 size bonus to Armor Class and attack rolls, and a +4 bonus on hide checks. They must use smaller weapons, and lifting and carrying limits are three quarters of Medium-sized creatures. 

· Ghrom base speed is 20 feet. 

· +2 racial bonus on Jump and Swim checks. 

· Ghrom get an extra +1 to Hide checks when hiding in natural surroundings that have an abundance of plant life, such as a swamp or forest. 

· +1 bonus to checks dealing with boating or fishing. 

· +1 bonus on Performance: Singing checks 

· Automatic Languages: Ghromish and Common. Bonus languages: Orcish, Dwarven, Lizardfolk, Elvish (or any others at the DM's discretion). 

· Favored Class: Rouge. A multiclass Ghrom's Rouge class does not count when determining whether or not they suffer an XP penalty. 


[image: image1.jpg]Realms of A\dohn

ns & Dragons 3rd Edition





Visit the Realms of A'dohn

http://www.rpghost.com/adohn
� EMBED Word.Picture.8  ���








_1042650539.doc
[image: image1.png]






