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Silverlust Sickness
Level 13 disease

Endurance: improve DC 24, maintain DC 17, worsen DC 
16 or lower
Stage 1: PC hoards treasure. +16 vs. Will to resist treasure.
Stage 2: PC regains no healing surges from an extended 
rest unless they discovered treasure during last 24 hours.
Stage 3: PC won’t willingly leave Dragon Mountain.

Silverlust powder concept is by Joshua Stevens:
www.koboldquarterly.com/k/uncategorized80.php 
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Witch’s hair concept is by @Telecanter:
www.recedingrules.blogspot.com 
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 Approach to the Lair         
0 e following areas are separated by massive portcullises 
with complex locks (0 ievery DC 30) enchanted to trigger 
traps in the rooms beyond them. Various keys found 
throughout Dragon Mountain open these portcullises and 
disarm the traps; however, using the wrong key (or failing 
0 ievery by 5+) deals 6d6 force damage. A dwarf or DC 20 
Dungeoneering determines the correct sequence.

A. Malachite: “Under-Mines”, LEVEL ONE-5 (Mines)
B. Chalcedony: Farkumnel, LEVEL TWO-5 (Merchant’s Quarter)

C. Tourmaline: “0 e Arena”, LEVEL TWO-7 (Patrician’s Quarter)

D. Topaz: “Dwarvn Burial Chamber”, LEVEL THREE-3 (Dwar= old)

E. Corundum: “Golem Works”, LEVEL THREE-1 (Smithy’s Quarter)

F. Jacinth: DM’s option

a. Deadly Roof   xp 800
A large pit is at the center of this corridor. However, this 
is a decoy to the true threat: a reverse gravity spell which 
propels anyone crossing the pit through the fake ceiling 
made of plaster up a sha\  and into a false-! oor pit* 

(13th level) lined with lodestone at the top of the sha\ . 
Characters in heavy armor must make a DC 29 Athletics 
check to escape the lodestone’s pull. A DC 20 Arcana 
check detects transmutation magic around the pit. A DC 
29 Dungeoneering check notes lodestone shavings on the 
ceiling. 0 e malachite key deactivates the reverse gravity.

b. Flaming Corridor  xp 1,600
Unless the portcullis leading to this corridor is unlocked 
with the chalcedony key, the corridor is under the 
e{ ect of an invert resistance spell (resistance becomes 
vulnerability). Dwarven picto-runes along walls hint that 
protective magic doesn’t function right here. Regardless of 
how the PCs enter, an intense ! ame jet awaits them.

c. Sickening Fall   xp 800
Past the portcullis is a stone block with a 2-\  gap at the 
bottom. Unless the PCs unlocked the portcullis with 
the tourmaline key, they | nd a poison gas* (13th level) 
chamber with 60-\  deep pit spanned by a narrow walkway. 
Crossing the walkway requires a DC 14 Acrobatics check. 
However, for any creature hit by the dizzying gas increase 
this to DC 29.

d. Death Shaft   xp 1,600
Unless the PCs opened the portcullis with the topaz key, 
the | rst PC entering this corridor triggers the death sha" . 
See the cross-section on the next page for details.
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e. Tilting Floor   xp 800
Unless the PCs opened the portcullis with the corundum 
key, entering this corridor triggers a tilting ! oor* (13th 
level) which may slide them back toward the death sha\ .
 

f. Old Treasure Vault  xp 2,075
Heavy fog shrouds these ruined chambers, limiting 
visibility to 10 feet. 30 kobold dragonshields and the 
kobold chief Fragalax (Clan Wyrmguard) engage the PCs 
in a guerilla skirmish here. Fragalax and his dragonshields 
gain the bonus dragonshield traits described on page 32.

Infyrana’s Trick
Soon a\ er completing the Approach to the Lair, the PCs 
meet a kobold named “Goldy”. 0 is is a polymorphed 
Infyrana who attempts to lead the PCs into a trap or, if that 
fails, to gain surprise. 

Insight DC 32: 0 is kobold is more than she appears and 
is concealing her true identity. She might be a chief.

As “Goldy”, Infyrana tries to convince the PCs (possibly 
using reverse psychology, possibly hinting at endangered 
captives, or possible playing the sniveling pitiful kobold) 
that she knows a secret doorway which leads to a perch 
overlooking Infyrana’s lair. In fact, Infyrana cast the 
Disorienting Portal ritual on this doorway. 

Casual examination peeking thru the doorway reveals a 
similar kind of room to the one where the doorway is set.

Perception DC 28 (must be trained in Arcana): 0 e true 
destination beyond the doorway is barely visible to the PC 
as if through a haze.

If the PCs fall for this trick, they are teleported on a one-
way trip to either the Under-Mines (LEVEL ONE-12, 
page 16) or the Arena (LEVEL TWO-20, page 22). If 
Infyrana/“Goldy” is forced thru, she teleports to her lair.

The editor made two artistic changes here:
(1) First, he removed the wall of force in favor of 
the keys of the dwarven exchequer. (2) Second, 
he replaced the whole Infyrana polymorphed into 
a kobold and Chief Fragalax polymorphed into a 
dragon schtick with something different so repeat 
offenders can be (un)pleasantly surprised. 
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Setup
0 is encounter includes the following challenges:
 Infyrana, Red Dragon

 15 kobold dragonshields (stage 2)
 Cave-In (re-skinned as falling stalactites, stage 3)

Stage One
During stage one, Infyrana is supremely arrogant, belittling 
the PCs. She has Protection from Energy cast on herself 
(resist cold 28 against the | rst cold attack that hits). She 
uses Mesmeric Hold early. 0 en she sets up a Wall of Fire 
in an advantageous location and attempts to push creatures 
into it using Hypnotic Gaze and her claw/wing attacks.

Cursed Treasure (d6)
1. Idol of Immolation: Creatures ending their turn 
adjacent to this idol of Tiamat take 15 | re damage and 15 
ongoing | re damage (save ends). Any creature “killed” by 
the idol returns to life as a kobold on their next turn with 
their bloodied HP value, changed race and outlook.
2. Gold-Cursed Crown: A shining golden crown which, if 
touched, tries to turn creature into gold: +14 vs. Fortitude; 
immobilized (save ends); 1st failed save = restrained (save 
ends); 2nd failed save = petri| ed.
3. Ring of Fire Vulnerability: 0 is appears to be a ring of 
| re resistance but actually makes the wearer vulnerable 10 
to | re, and it can’t be removed until end of the encounter.
4. Cursed Weapon, Backbiter: 0 is weapon appears to 
be a highly magical one of the type most desirable to the 
charmed creature. If grasped, however, it cannot be let go 
(unless Dispel Magic or Remove Curse is cast) until the 
end of the encounter, and each turn it compels the wielder 
to make an opportunity attack against an adjacent ally; if 
no ally is in reach then the wielder attacks themself!
5. Potions: 0 ere are three potions on this bench, and a 
character subjected to hypnotic gaze must drink one:
    (Yellow) Diminution: Shrink to 6” tall until the end of 
your next turn; while this size you can’t e{ ectively attack.
    (Silky White) Delusional Healing: You lose a healing 
surge and feel con| dent about facing your enemy.
    (Sparkling Violet) Stammering and Stuttering: Until the 
end of the encounter, you talk only gibberish.
6. Cursed Book: Anyone ending adjacent to this book 
hears a telepathic voice pleading for freedom; if a PC starts 
reading they’re compelled to read a full-round action (save 
ends); 1st failed save = keep reading, begin to be sucked 
into book; 2nd failed save = sucked into book and removed 
from play until freed with DC 27 Arcana check.

 Infyrana’s Lair           Level 17 Encounter
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Stage Two
During stage two, Infyrana shi\ s her focus to dealing as 
much ongoing damage as possible, via Empowered Fireball 
and Immolating Breath Weapon used near the brazier of 
arcane � ame. She exploits this with Fanning the Flames.

Infyrana is a skilled spellcaster, and at the start of stage 
two she erects Otiluke’s Resilient Sphere either around 
herself (if she needs a reprieve from melee PCs) or around 
an enemy spellcaster (if she is anticipating a powerful 
o{ ensive spell). If she casts the sphere on herself, Infyrana 
readies an attack against whoever breaks through | rst.

At this point, 15 kobold dragonshields rush in to defend 
Infyrana - she will try to avoid including them in the area 
of her breath weapon or | reball, but if a couple kobolds 
need to get fried so she can take down the PCs, so be it.

Features of the Area
0 e following features apply for the whole | ght:

Treasure Mounds: Di�  cult terrain to ascend. If a creature 
is knocked prone or forced to move on a mound, they 
must make a DC 15 Acrobatics / Athletics check or fall 
prone and slide to the bottom of the mound. 
Once, Infyrana can spend a standard action to roll in her 
treasure to | ll chinks in her armor - this provides her with 
100 THP and +2 defenses until the start of her next turn.

Brazier of Arcane Flame: (AC/Ref 4; Fort 15; HP 100)
Fire attacks made within 2 squares of this brazier deal +10 
| re damage. If destroyed, the brazier deals 20 | re damage 
to all creatures within 2 squares.

Crystal Ball: As a purely story e{ ect, Infyrana’s crystal 
ball projects images of the PCs as they explored Dragon 
Mountain, only from the kobolds’ perspective (e.g. kobolds 
getting ready for an ambush or laughing at PC su{ ering).

Infyrana was designed using AngryDM’s 3-stage boss 
monster guidelines:

www.angrydm.com/2010/04/the-dd-boss-# ght-part-1/

She casts spells like a 15th level wizard PC, and 
draws on the pyromancy article by Daniel Jones in 
DRAGON #388. Because she is tougher than the 
usual solo, her XP value was increased to 9,000.
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Stage Three
At stage three, Infyrana erupts into � ames, becoming an 
insubstantial creature made entirely of | re, and she emits 
a heat so intense it ignores most | re resistance. Roaring in 
pain, she brings down stalactites for three rounds. Having 
exhausted her spells and realizing the PCs are a true threat, 
Infyrana begins desperately using every magic item in her 
hoard that she can get her claws on.

When reduced to 30 HP, Infyrana attempts to � ee through 
the large pool, shapeshi\ ing into a kite and then a | sh, 
following the underwater tunnel to a waterfall which 
empties into a lake on the surface. Pursuing PCs have three 
rounds of underwater combat before the 60-\  waterfall.

Random Magic Item (d6)
1. Tempest Sta$ : Infyrana casts a Lightning Bolt. 0 e item 
makes a save or is destroyed.
 Ranged 10; +19 vs. Re� ex; 2d6+9 lightning damage  
 and pushed 1 square; Make a secondary attack  
 against two creatures within 10 squares of the 
 primary target; Critical: +3d6 lightning damage and  
 adjacent enemies take the same damage.
2. Wand of Mesmeric Hold: 0 is wand duplicates the 
Mesmeric Hold spell from Infyrana’s stage 1 stats. 0 e item 
makes a save or is destroyed.
3. Cinder of Gazra: 0 is primordial shard increases 
Infyrana’s aura to 3 and the damage it deals to 15 for rest of 
the encounter. 0 e item makes a save or is destroyed.
4. % e Scroll of Spell Replication: Infyrana casts a 
duplicate of the most recent attack spell that was cast, 
either by her or by another creature. 0 e item is consumed.
5. Kobold Summoning Globe: 8 kobold dragonshields 
appear within 6 squares of Infyrana. 0 e item is consumed.
6. Brazier of Arcane Flames: Infyrana recharges and uses 
her breath weapon. 0 e item is destroyed.

Environmental Diffusion
If Infyrana dies in her lair, | ssures open in the rock and 
vents emit a sulfrous acrid smoke. For every minute 
spent in the fumes, creatures must make a DC 22 (+4 per 
additional minute a\ er | rst) Endurance check or lose a 
healing surge.
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Treasure Hoard

Coins, Gems, and Art Objects

• 70 pp and 40,000 gp and 47,000 sp 
• ritual components worth 2,000 gp
• 10 gems worth 1,000 gp each
• 2 gems worth 5,000 gp each
• 6 art objects worth 2,500 gp each (mock golden dragon 

egg inset with gems, | ne crystal silverware, pearl inlaid 
cherrywood harp, painting of moving � ames, platinum 
drinking horn, gold statue of adventurer)

• golden dragon statue worth 10,000 gp
• journal tracking the dragon cult to the Howling Hills

Magic Items

• Mirror Shard of Tandralas
• Manual of Quickness in Action (see Appendix)
• “Anduvar”, Blade of Bahamut (AV, 19th), intelligent, 

LG, touch telepathy, +2 knowledge checks of dragons
• Iron Ring of the Dwarf Lords (PHB, 14th) which can 

grant 30’ x-ray vision by spending a healing surge
• Wand of Mesmeric Hold +4 (PHB, 18th)
• Tempest Sta{  +3 (AV2, 15th)
• Spellshield (AV, 14th)
• Cinder of Gazra (HOTEC, 12th)
• Crystal Ball of Spying (AV, 10th)
• Belt of Dwarvenkind (MME, 7th)
• Infyrana’s scales can be used to create Red Dragonscale 

Armor +3 (AV, 15th). Likewise, her claws can be used 
to cra\  a True Dragonslayer Weapon +3 (MME, 14th).

Potions, Scrolls, and Consumables

• Elixir of Clairvoyance (MME, 15th)
• Elixir of Treasure Finding (MME, 15th)
• Potion of Resistance, Fire (AV, 14th)
• Potion of Cure Moderate Wounds (MME, 10th)
• Kobold Summoning Globe (see Appendix)
• 0 e Scroll of Spell Replication (see Appendix)

Ritual Book

• Skull Watch (OG, 4th)
• Object Reading (AP, 5th)
• Easy Passage (DCD, 6th)
• Protection from Energy (DRAGON#405, 7th)
• Aura Mask (DCD, 8th)
• Detect Treasure (AP, 9th)
• Disorienting Portal (DCD, 10th)
• Drawmij’s Instant Summons (PHB, 12th)
• Sentinel Eye (DCD, 14th)
• View Location (PHB, 14th)

Random Treasure Table (d20)
1. Adventurer’s corpse with maps/notes (HANDOUT?), 

hidden 30 pp sewn into vest (Perception DC 24), and 
a trapped scroll case with a scrap inside that reads: 
“Stoopid adventurers!”

2. Adventurer’s corpse holding empty vial labeled 
“healing potion”, while a full vial of “poison” rests on a 
shelf (actually potion of cure moderate wounds).

3. Dwarven corpse with deathgrip on urn worth 2,500 gp.
4. Kobold corpse holding an unusual magic item (level 

1d4+11) that seems to attract catastrophe.
5. Donkey corpse with saddle-bag with 1 week of feed.
6. A pouch of 250 blood-stained gp.
7. A small chest trapped with silverlust powder contains 

2,000 gp, pearl earrings worth 1,000 gp, and a cursed 
dagger that makes its owner grant combat advantage.

8. Cask of ancient dwarven ale worth 500 gp to collector. 
9. Electrum statue of Kurtulmak worth 2,500 gp 

surrounded by candles and animal sacri| ces.
10. Cooking pot with shaker of anti-monster seasoning 

and bottle of upchuck sauce (see the Appendix).
11. Bait to lure a monster (see trap on page 38, roll for 

monster type using the Appendix).
12. Exposed dwarven time capsule contains scrolls of 

detect object, magic map, and object reading, simple 
locket (worth 500 gp to Barak in Harker’s Ferry or rival 
dwarven adventurers), 500 gp in alchemic reagents, 
and writings warning of kobold threat.

13. 100-\  silk rope, grappling hook, and pitons.
14. Kobold bolt-hole with rations and water for 1 week, 

a kobold hurler-snatcher (DSH), caltrops (8 squares 
worth), and components to construct a net trap (5 
minutes; must be trained in 0 ievery).

15. A vial of poison disguised as a healing potion (Arcana/
Nature DC 28 realizes its true nature); take 15 poison 
damage and lose a healing surge.

16. Pile of 15 mithral bars worth 100 gp each, having been 
dropped onto a giant centipede. If handled without 
gloves deal 5 poison damage. Bloodstinger poison (AV, 
13th) can be harvested from the centipede (5 minutes, 
Heal/Nature DC 24).

17. A kobold hurler-snatcher (DSH) holding a 500 gp gem.
18. Barrel of oil, 3 blastpatches (AV, 14th), � int & steel, 

and lots of kindling paper - among which is a scroll of 
remove a�  iction and a land deed.

19. Bottle of sovereign glue (AV, 8th) and a bottle of 
universal solvent (AV, 10th) with labels switched.

20. A faintly glowing large chest trapped with silverlust 

powder contains 5,500 gp, bronze ewer with handle 
in the shape of a red dragon worth 1,500 gp, and a 
glowstone (AV, 10th).
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Concluding the Adventure

Experience
Completing the major quest  3,500
Completing a minor quest      700
Exploring Dragon Mountain  3,500
Keyed area / random encounters variable
0 e Great Chasm   5,300
Dragonstrike Force   5,000
Roo\ op Flaming Death  5,000
Temple of Fire & Blood  6,300
Under-Mines    5,500
Molokac’s Fungal Fury  5,100
Garunaak’s Ambush   4,800
Hagniar’s Rot Grub Bootcamp 5,100
Crusher’s Kobolds   5,000
Harlichak’s Gelatinous Doom  4,800
0 e Arena    5,300
Golem Works    5,800
Dwarven Burial Chamber  7,900
Gagranax’s Rust Monster Cavalry 5,150
Planeshi\  Focus Chamber  6,000
Wyrmling Hatchery   5,900
King of the Kobolds   6,100
Approach to the Lair   7,675
Infyrana’s Lair    10,750 

Musings from the Mountain...
How do we transport all this treasure?
A\ er healing and a hot bath, what’s the | rst thing we do?
Any collectors we should look up to sell rare art objects?
Where do we bury our donkeys and henchmen?
Did we gain any kobold captives or hirelings?
If we escorted prisoners to safety, what becomes of them?
Did Infyrana escape or bargain with the PCs? Is she dead?
Who moves in to | ll the power void a\ er Infyrana’s death?
Did we disable or activate the planeshi\  ritual?
How long has it been? What has happened in the world?

The Mirror Shard of Tandralas
0 is is one of several shards connected to the shattered 
mirror artifact possessed by the Archmage of Suleistarn. 
0 e shards can be used to communicate great distances, 
and also to reach creatures trapped in the Plane of Mirrors. 
A character trained in Arcana can activate the mirror:

A robed man with yellow-green skin marked by metallic 
red speckles and gold cat-like eyes gazes through the 
mirror. He is clearly a githyanki. “O Majestic Infyrana...
this is a new form I take it?” he arches his brow.

Role-playing or DC 30 Blu{  to pretend they’re Infyrana 
keeps the githyanki talking, otherwise he waves his hand 
angrily and the mirror goes blank. Even if he is convinced, 
the githyanki continues speaking in Draconic to be safe.

“You have upheld your end of the bargain. Perhaps a 
new alliance between my people and the | rst of Tiamat’s 
children is at hand? My seers have located the Orb of Red 
Dragonkind used to command Kaldwarag. What do you 
intend to do with it once you | nd it? Nothing that will 
jeopardize our plans for the Banner Marches I hope?”

If the githyanki gets suspicious that he is not addressing 
Infyrana, he makes an o�  and comment about the time 
some kobolds used the mirror to contact him (a DC 30 
Insight check picks up on this as a lie to catch a lie). If the 
PC falls for it, the githyanki snarls and the mirror goes 
blank. If the PCs keep him fooled, the githyanki continues:

“0 e cultists have hidden the orb in the ruined fortress Tir 
Amandeir, at the threshold of the Serpentback Mountains. 
0 e complex extends deep underground and is forti| ed 
with ballistae and wyvern-mounted patrols. I-” 
0 e githyanki looks up as if he heard a sound. “My time 
with the mirror draws short, O Infyrana. I shall reach you 
again in a week.” 0 e image fades to gray.

The Kobold Says:
Dear Adventurer,
Congratulations on making it through Dragon Mountain 4e! Hopefully us 
kobolds left your party with memories to wince over for years to come. 
LOL. =) The editor would like to hear your experience and any feedback you 
have on the  conversion (aaronil@yahoo.com).
       Love and caltrops,
        - The Kobolds
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Appendix: Monsters
In addition to the carrion crawlers, rust monsters, bulettes, 
rot grubs, gelatinous cubes, otyughs, and umber hulks 
used by the kobolds, there are a few monsters in Dragon 
Mountain not yet covered in 4e...

giant slug
squeaker swarm
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