
The Isle of Dread and Delight

Campaign Overview
Theme/Genre: Fantasy Mystery with a touch of

whimsical Horror

Tone: A mix of Eerie and Wondrous, with moments

of suspense and humor

Target Level: Level 5

Expected Duration: 2 hours

Player Focus Preferences:

Combat: Medium

Roleplay: High

Exploration: High

Backstory and Setting
World Overview
In a vast and uncharted ocean rests a small island

shrouded in perpetual mists. Legends describe it as a

place of both paradise and peril — a destination for

treasure-seekers, thrill-chasers, and the desperate alike.

Some claim that the island grants wild dreams and

riches to those who are brave enough to tread its sands,

while others whisper of curses that cling to those who

leave. Neither tale has more than a kernel of truth —

until now.

Local Area
The Isle of Dread and Delight is a contrasting mosaic of

beauty and danger. The east side of the island is lush

with exotic jungles and glowing flora, alive with serene

wildlife and charming, tangible magic. The west side,

however, is a desolate, storm-scrubbed wasteland

where jagged rocks loom over black sands and strange

chittering echoes through the cracks in the earth.

Bordering these halves is a central lagoon of clear,

impossibly blue water and the ruins of an ancient

temple — covered in ivy but emanating an undeniable

dread. Locals say it is the source of both the island’s

wonders and its curses.

Historical Context
Centuries ago, a cabal of sorcerers fled to this island to

escape persecution. They poured their souls into a

magical experiment, trying to bottle pure joy and terror

into physical forms. Their insanity fractured the island,

blessing one half while cursing the other. The remnants

of their work have haunted the island ever since.

Important NPCs
Captain Sylas Brax (Human, Chaotic Neutral): A

grizzled sailor who has reluctantly ferried the party

to the isle. Once a treasure-hunter himself, Sylas is

haunted by his fear of the place — and by something

he left behind.

Motivation: Ensure his passengers survive, but only

because he needs the payment to retire.

Nixie Merriglow (Half-Elf, Neutral Good): A sunny,

eccentric cartographer with an obsession for the

unique flora of the Isle’s eastern jungles. She’ll offer

guidance and insider tips — if the party helps her

retrieve some rare flowers.

Motivation: Document the entire island and sell her

maps to explorers.

The Dread-Facet (Unknown Entity, Chaotic Evil): A

being of pure nightmare and despair, born of the

cabal’s failed experiment. The Dread-Facet lurks in

the western ruins and affects the party’s choices

through ominous hallucinations.

Motivation: Force others to embrace its horrifying

nature.

 

 



Plot Hook
Opening Scene
The adventure begins on the deck of Captain Sylas’

battered ship The Wandering Star as it breaks through

the mists surrounding the island. The air is heavy with

mystery, and Sylas warns of dreams and dangers. On

the shore, the group discovers a grim scene: a carved

stone with an inscription that reads, <This island can

grant your greatest desire — or take it from you forever.=

The players are compelled to investigate due to a

unique, personal motivation for each character:

A lost treasure map that promises glory.

A cure for a loved one’s affliction.

A vision or dream that led them here.

Primary Objective
Explore the Isle, uncover the source of its split nature,

and decide how to deal with an ancient ritual that

threatens the group’s fate.

Key Locations
Location 1: The Serene Jungle
(Starting Area)

Atmosphere: Bright, vibrant, and alive with

phosphorescent plants and chatterbird calls. The

jungle hums with latent magic.

NPCs: Nixie Merriglow, studying a glowing vine.

Encounters:

A playful mimic disguised as a barrel near an

overgrown trail.

A grove of carnivorous plants that activates if

disturbed.

Challenges:

A simple puzzle: decipher druidic symbols on

a stone tablet to find the path toward the

ancient temple.

Glow-veined tree sap that acts as a potent (but

mildly cursed) alchemical reagent.

Location 2: The Splintered
Shoreline (Intermediate Area)

Atmosphere: Sharp cliffs, blackened sand, and

swirling storm clouds. The air smells like ozone.

NPCs: The ghost of Sylas’s former first mate appears

to warn the party of the rifts between the two island

halves.

Encounters:

Two banished elemental creatures (air and

earth) that guard a broken bridge. Combat

escalates after social interaction fails.

A riddle to activate the bridge’s magical

repair, involving constellations drawn in the

sand.

Challenges: The tide begins to rise quickly,

necessitating clever thinking and physical actions to

cross.

Location 3: The Fractured
Temple (Climactic Area)

Atmosphere: Looming stone spires, eerie green

light, and the sound of chanting whispers. The scent

of damp decay permeates the space.

Encounters:

A corrupted guardian statue (Earth Elemental

with a cursed template) blocks entry.

Inside, the ritual chamber holds three

fractured magical orbs — Joy, Fear, and

Madness. Touching them reveals fragmentary

visions of the island’s dark history.

Climactic Challenge:

The Dread-Facet manifests, challenging the

party’s willpower and morality. Each

character must make a difficult choice:

1. Destroy the ritual orbs, ending the

island’s magic forever.

2. Rebalance the magic but condone the

continued duality of joy and misery.

3. Attempt to channel and weaponize the

magic for personal gain (high risk).

Encounters and
Challenges
Combat Encounter

Mimic (CR 2): Mimics an innocuous barrel and

lashes out at unsuspecting adventurers.

Corrupted Earth Elemental (CR 6): Deals

bludgeoning damage and can spawn rocks that erupt

into smaller fragments (use Earth Mephit stats).

Roleplay Challenge
Nixie Merriglow asks the players what they seek

from the island and offers cryptic advice based on

their answers.

Sylas reveals his backstory and his motivation to

leave, adding depth to their relationship.

Puzzle/Trap
Constellation Sand Riddle: Players must deduce the

correct star pattern to reactivate the broken magical

bridge. Failing adds complications like intensified

tides and collapsing rocks.

 

 



Climax and Resolution
Final Challenge
Once the Dread-Facet enters the fray, it corrupts one of

the elemental orbs, forcing both a boss combat and

moral decision simultaneously. Its attacks include

psychic damage amplified by exploiting each character’s

fears (gleaned from their backstories).

Failure means the island collapses into itself, pulling

the group into oblivion. Success allows the party to

shape the island’s future according to their choice.

Narrative Conclusion
Each decision reshapes the fate of the Isle and has

consequences for the party’s desires, reputations, or

nightmares going forward.

Rewards
Loot:

Radiant Bloom Staff (Rare; grants bonuses to

nature and radiant spellcasting).

500gp worth of rare alchemical resources.

A fragment of a magical orb tuned to either

Joy or Fear (provides bonus to either Wisdom

or Charisma).

Story Rewards:

Favor with Nixie, who may act as a recurring

guide.

Sylas owes them a life debt and offers free

passage anywhere.

Supporting Details
Stat Blocks: Customized mimics, banished

elementals, and the Dread-Facet.

Map Recommendations: Simple jungle pathways, a

ruined bridge, and a worn temple floorplan.

Handouts:

A sketch of the druidic puzzle.

A fading map of the island, half-disintegrated.

A cryptic prophecy scratched into the temple

wall.

Atmosphere Music:

Jungle ambiance with light flutes.

Storm and waves for shoreline scenes.

Deep, haunting chants for the temple.

Flexible Outcomes
Alternate Path: Players might bypass the jungle and

head straight for the shore, potentially triggering

nightmares earlier.

Improvisation Tips: Use Nixie or Sylas to nudge

players if they get stuck or go wildly off course, or let

them interact freely with the environment (e.g.,

taming a nightmare beast, building rafts, etc.).

Post-Game Wrap-Up
Debrief Questions

What was your favorite part of the adventure?

How did the moral choice feel at the climax?

What would you like to explore further if given

another opportunity?

This adventure, rich with its contrasts and morally

challenging choices, provides both a thrilling climax and

an introspective narrative climax. The lore, vivid

environment, and consequences for player decisions

ensure an immersive experience for the discerning

adventurer.

 

 


