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Love-Scorned Soul
The love-scorned soul is the ghostly remnant of a 

humanoid who was tragically killed in pursuit of their true 
love. Some misfortune, malady, or misadventure ended 
the love-scorned soul’s life before they could return to the 
arms of their lover. This horrifi c fate has embittered the 
love-scorned soul, who now wanders the border ethereal, 
seeking other lovers to infl ict misery upon.

These poor unfortunates come in many shapes and sizes, 
and can be members of any of humanoid race, knowing 
no preference between divine races and redeemed races. 
The statistics below represent a human love-scorned soul. 
Feef free to adjust these traits accordingly to represent 
members of other races. At the DMs discretion, some of 
a race’s racial traits may persist after death, such as the 
asaatthi bite attack or the halfl ing’s luck. 

The love-scorned soul does not have a sense of self-
preservation. Though the undead does not seek physical 
confl ict, if one should erupt it will gleefully fi ght until its 
opponent is dead or it fi nds the peace of destruction. 

LOVE-SCORNED SOUL
Medium undead, neutral evil

Armor Class 13
Hit Points 50 (9d8 + 9)
Speed 0 ft., fl y 40 ft. (hover)

STR DEX CON INT WIS CHA
14 (+2) 17 (+3) 12 (+1) 14 (+2) 12 (+1) 18 (+4)

Saving Throws WIS +4, CHA +7
Skills  Intimidation +7, Perception +4 
Damage Resistances acid, fi re, lightning, thunder; 
bludgeoning, piercing, and slashing from nonmagical 
attacks
Damage Immunities cold, necrotic, poison
Condition Immunities charmed, exhaustion, 
frightened, grappled, paralyzed, petrifi ed, poisoned, 
prone, restrained
Senses darkvision 60 ft., passive Perception 14
Languages Any languages it knew in life 
Challenge 5 (1,800 XP)

Ethereal Sight. The love-scorned soul can see 60 
feet into the Ethereal Plane when it is on the Material 
Plane, and vice versa.

Incorporeal Movement. The love-scorned soul can 
move through other creatures and objects as if they 
were diffi cult terrain. It takes 5 (1d10) force damage if 
it ends its turn inside an object.

ACTIONS
Charisma Drain. Melee Weapon Attack: +4 to hit, 
reach 5 ft., one creature. Hit: 14 (4d6 + 2) necrotic 
damage, and the target’s Charisma score is reduced 
by 1d4. The target dies if this reduces its Charisma 
to 0. Otherwise, the reduction lasts until the target 
fi nishes a long rest.

Etherealness. The love-scorned soul enters the 
Ethereal Plane from the Material Plane, or vice versa. 
It is visible on the Material Plane while it is in the 
Border Ethereal, and vice versa, yet it can’t affect or 
be affected by anything on the other plane.

Hateful Gaze. One humanoid that the love-scorned 
soul can see within 30 feet of it must succeed on 
a DC 15 Charisma saving throw or be  charmed. 
While so charmed, the target will view a creature of 
the love-scorned soul’s choosing, who need not be 
present at the tie this ability is used, as a dreadful, 
hated enemy. The target will seek to destroy this 
enemy as swiftly and effi ciently as possible. The 
target remains charmed until the enemy is slain, or 
the following dusk or dawn, whichever comes fi rst. A 
successful use of dispel magic (DC 15 to dispel) or 
remove curse can also end this effect.
Once the love-scorned soul uses the hateful gaze it 
cannot be used again until their target is no longer 
affected by the gaze.
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OPEN GAME LICENSE Version 1.0a 
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. Defi nitions: (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, 
modifi cation, 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 identifi ed as Open 
Game Content by the Contributor, and means any work covered by this 
License, including translations and derivative works under copyright 
law, but specifi cally 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 identifi ed as Product identity by the owner 
of the Product Identity, and which specifi cally 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 affi x 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 suffi cient 
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. Identifi cation: 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 1.0a © 2000, Wizards of the Coast, Inc.
System Reference Document 5.1 © 2016, Wizards of the Coast, 

Inc.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney 
Thompson, Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R. 
Cordell, Chris Sims, and Steve Townshend, based on original material 
by E. Gary Gygax and Dave Arneson.

Original Spell Name Compendium Copyright 2002 Necromancer 
Games, Inc. based on spells from the Player’s Handbook that were 
renamed in the System Reference Document, found on the legal page 
of www.necromancergames.com

Blood Bayou  © 2003, White Wolf Publishing, Inc.
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