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The bleak gnome—or sennith—is a playable 
PC race presented in Chapter 6 of Poisoncraft: 
The Dark Art: 
Bleak gnomes can take up to three levels in 

“bleak gnome” at any time.  Each level 
represents the strengthening of the character’s 
bond with his toxic essence. 
As bleak gnomes gain racial levels, their blue 

skin tone deepens.  Not all bleak gnomes take 
racial levels (or all three of them). 

Hit Die: d8 
Skill Points: 2 + Int bonus 
Class Skills: Appraise, Craft, Hide, 
Knowledge (all skills, taken individually), 
Listen, Move Silently, Profession, Search, 
Sense Motive, Spot, and Survival. 

Weapon and Armor Proficiency: Bleak gnomes 
with levels only in bleak gnome (no actual class 
levels) are proficient in the use of all simple 
weapons and Light armors and shields. 

Lvl BAB Fort Ref Will Special 

1 +0 +2 +0 +0 Magical poison immunity; +4 racial bonus on saves vs. poison 

2 +1 +3 +0 +0 +2 racial bonus to DC of poison spells; spell-like abilities: 1/
day greater augment poison, poison 

3 +2 +3 +1 +1 Poison-tinged blood enhancement: mundane poison cost 
reduced by one-half, magical poison cost calculated as if spell 
level were 2 lower than actual spell level; +2 Constitution or 
+2 Intelligence (player’s choice) 

BLEAK GNOME RACIAL LEVELS 

Chapter 7 of Poisoncraft: The Dark Art presents  
adventure seeds using the new rules from the 
book.  “Where Heroes Fear To Tread” sends the 
PCs on a mission to confront the reclusive druid, 
Menayone, to aid their ailing friend: 
Menayone earliest memories are of the family of 

wyverns by whom she was raised.  How she 
came into the care of these creatures remains a 
mystery.  She was twelve, when a well armed 
hunting party encroached on their territory.  
Seeing the girl presumably in peril from the 
beasts, they exterminated them without further 
thought.  Menayone was horrified as the only 
creatures she ever knew as parents were struck 
down before her very eyes.  She fled deeper into 
the wild.  Menayone wandered for several years, 
until she settled in a dense forest.  Her bond with 
nature deepened, and her inherent skill in the 
druidic arts blossomed.  As a result of her tragic 
past, Menayone remains wary of interlopers and 
fearful of those who might harm her woodland 
charges. 

Menayone, Female Human Drd 5 / Vch 10: CR 
15; Medium Humanoid; HD 5d8+5 (Drd) and 
10d8+10 (Vch); hp 88; Init +0; Spd 30 ft.; AC 17 
(+4 hide, +3 shield), touch 10, flat-footed 17; Atk 
+11/+6 melee (1d6+1/18-20, scimitar); Space/
Reach 5 ft./5 ft.; SQ animal companion (snake, 
Large viper), nature sense, quick venom, resist 
nature’s lure, trackless step, venom immunity, 
venom intensification +5, wild empathy, wild 
shape (5/day, large, tiny, plant), woodland stride; 
AL TN; SV Fort +15, Ref +7, Will +18; Str 10, 
Dex 10, Con 12, Int 14, Wis 19, Cha 12. 
Skills: Concentration +15, Diplomacy +17, 

Handle Animal +13, Knowledge (nature) +19, 
Knowledge (local) +13, Listen +14, Spot +19, 
Survival +21. Feats: Combat Casting, Die Hard, 
Endurance, Natural Spell, Silent Spell, Track. 
Venom Forms: Avaranc, phase spider, 

pseudodragon, water naga, wyvern. 
Spells: Caster level 12th. Spells Prepared 

(6/6/5//5/4/3/2; base DC = 14 + spell level): 0—
cure minor wounds (2x), detect magic, know direction, 



light, purify food and drink; 1st—charm animal, 
entangle, hide from animals, obscuring mist, speak 
with animals; 2nd—barkskin, silent entangle, gust of 
wind, owl’s wisdom, soften earth and stone; 3rd—call 
lightning (2x), greater magic fang, neutralize poison, 
speak with plants; 4th—flame strike, ice storm, 
scrying, silent spike growth; 5th—aspect of the 
arachnid, silent dispel magic, toxic tracker; 6th—
liveoak, wall of wasps. 
Possessions: Amulet of resistance +3, earth elemental 

gem, major cloak of displacement, orb of storms, +1 
hide armor, +1 heavy wooden shield, +1 venomous 
scimitar, fearsome forest scroll. 
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The following text is the property of Wizards of the Coast, Inc. and 
is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All 
Rights Reserved. 
1. Definitions: (a)"Contributors" means the copyright and/or 
trademark owners who have contributed Open Game Content; 
(b)"Derivative Material" means copyrighted material including 
derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, extension, 
upgrade, improvement, compilation, abridgment or other form in 
which an existing work may be recast, transformed or adapted; (c) 
"Distribute" means to reproduce, license, rent, lease, sell, broadcast, 
publicly display, transmit or otherwise distribute; (d)"Open Game 
Content" means the game mechanic and includes the methods, 
procedures, processes and routines to the extent such content does 
not embody the Product Identity and is an enhancement over the 
prior art and any additional content clearly identified as Open 
Game Content by the Contributor, and means any work covered by 
this License, including translations and derivative works under 
copyright law, but specifically excludes Product Identity. (e) 
"Product Identity" means product and product line names, logos 
and identifying marks including trade dress; artifacts; creatures 
characters; stories, storylines, plots, thematic elements, dialogue, 
incidents, language, artwork, symbols, designs, depictions, 
likenesses, formats, poses, concepts, themes and graphic, 
photographic and other visual or audio representations; names and 
descriptions of characters, spells, enchantments, personalities, 
teams, personas, likenesses and special abilities; places, locations, 
environments, creatures, equipment, magical or supernatural 
abilities or effects, logos, symbols, or graphic designs; and any other 
trademark or registered trademark clearly identified as Product 
identity by the owner of the Product Identity, and which 
specifically excludes the Open Game Content; (f) "Trademark" 
means the logos, names, mark, sign, motto, designs that are used by 
a Contributor to identify itself or its products or the associated 
products contributed to the Open Game License by the Contributor 
(g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, 
format, modify, translate and otherwise create Derivative Material 
of Open Game Content. (h) "You" or "Your" means the licensee in 
terms of this agreement. 
2. The License: This License applies to any Open Game Content 
that contains a notice indicating that the Open Game Content may 
only be Used under and in terms of this License. You must affix 
such a notice to any Open Game Content that you Use. No terms 
may be added to or subtracted from this License except as described 
by the License itself. No other terms or conditions may be applied 
to any Open Game Content distributed using this License. 
3.Offer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to use 
this License, the Contributors grant You a perpetual, worldwide, 
royalty-free, non-exclusive license with the exact terms of this 
License to Use, the Open Game Content. 
5.Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, You 
represent that Your Contributions are Your original creation and/
or You have sufficient rights to grant the rights conveyed by this 
License. 
6.Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to include the 
exact text of the COPYRIGHT NOTICE of any Open Game 
Content You are copying, modifying or distributing, and You must 
add the title, the copyright date, and the copyright holder's name to 
the COPYRIGHT NOTICE of any original Open Game Content 
you Distribute. 
7. Use of Product Identity: You agree not to Use any Product 
Identity, including as an indication as to compatibility, except as 
expressly licensed in another, independent Agreement with the 
owner of each element of that Product Identity. You agree not to 
indicate compatibility or co-adaptability with any Trademark or 
Registered Trademark in conjunction with a work containing Open 
Game Content except as expressly licensed in another, independent 
Agreement with the owner of such Trademark or Registered 
Trademark. The use of any Product Identity in Open Game 
Content does not constitute a challenge to the ownership of that 
Product Identity. The owner of any Product Identity used in Open 
Game Content shall retain all rights, title and interest in and to that 
Product Identity. 
8. Identification: If you distribute Open Game Content You must 
clearly indicate which portions of the work that you are distributing 
are Open Game Content. 
9. Updating the License: Wizards or its designated Agents may 
publish updated versions of this License. You may use any 
authorized version of this License to copy, modify and distribute 
any Open Game Content originally distributed under any version 
of this License. 
10 Copy of this License: You MUST include a copy of this License 
with every copy of the Open Game Content You Distribute. 
11. Use of Contributor Credits: You may not market or advertise the 
Open Game Content using the name of any Contributor unless 
You have written permission from the Contributor to do so. 
12 Inability to Comply: If it is impossible for You to comply with 
any of the terms of this License with respect to some or all of the 
Open Game Content due to statute, judicial order, or governmental 
regulation then You may not Use any Open Game Material so 
affected. 
13 Termination: This License will terminate automatically if You 
fail to comply with all terms herein and fail to cure such breach 
within 30 days of becoming aware of the breach. All sublicenses 
shall survive the termination of this License. 
14 Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the extent 
necessary to make it enforceable. 
15 COPYRIGHT NOTICE 
Open Game License v 1.0 ©2000, Wizards of the Coast, Inc. 
d20 System Reference Document ©2000, Wizards of the Coast, 
Inc.; authors Jonathan Tweet, Monte Cook, Skip Williams, Rich 
Baker, Andy Collins, David Noonan, Rich Redman, and Bruce R. 
Cordell, based on original material by E. Gary Gygax and Dave 
Arneson. 
Designation of Product Identity: The following items are hereby 
designated as Product Identity as defined in Section 1 of the Open 
Game License: All Blue Devil Games logos and identifying marks 
and trade dress, including but not limited to Poisoncraft: The Dark 
Art and the Complete line of sourcebooks. 
Designation of Open Game Content: All of the Poisoncraft Web 
Enhancement Alpha is Open Game Content. 


