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 
Once Cuaxhl is dead, it is up to you whether the 
dungeon resets itself or if the players must still 
successfully get to the exit; this will involve the razor 
blades of 3: The Access Tunnel and fighting off the 
green guardians if they are still alive. 

If the party flees the dungeon after freeing Cuaxhl, 
the devil is once more unleashed on the world. He will 
probably spend some time wreaking havoc on 
Lemarchand’s Lament, but he will never forget the 
first toys he played with after his 500 years of 
imprisonment. Expect him to track the party down 
and continue to toy with them until they deal with him 
for good. 

The party should be awarded 3,900 xp for defeating 
Cuaxhl and 1,100 xp for each of the green guardians 
that was defeated.  

If you use the rules governing The Adventuring Day 
(Dungeon Master’s Guide, p. 84) then you should 
award story XP for completing the dungeon as though 
the party had earned their average amount for the day. 
For a party of 5 characters of 7th level, this amounts 
to another 3,780 xp each for completing the 
adventure. 
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    
 
  
Weapon (dagger), very rare 

This dagger’s blade is made of silver. 
The devilsought dagger is a relic of the devilwar that 

led to the building of the Hall of Lament and 
subsequent imprisonment of Cuaxhl. 

Curse. Once you use this dagger to wound a 
creature other than yourself, you immediately attune 
to it (and lose attunement to the most recent item you 
attuned to, if you are attuned to the maximum number 
of items). You cannot choose to end this attunement. 

While attuned to this dagger, the wielder becomes 
hunted by a pit fiend who wants to reclaim the item 
(though not necessarily to kill the wielder of it). 
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Art by Daniel Comerci 
 
The following pre-generated characters are provided to allow you to run Breaker of Chains easily as a quick one-

shot. Special thanks to Trash Mobs Minis, J. Wolff Hughes, Dwarves in a Trenchcoat, Zach Foster, Matt Sanders & 
Fiddleback for suggesting the character concepts. 

    





Fighter Abilities: 

Action Surge. Take an extra action (use once/rest, 
see PHB p.72) 

Dueling. When you are wielding a melee weapon in 
one hand and no other weapons, to gain a +2 bonus to 
damage rolls with that weapon (already factored into 
longsword damage). 

Relentless Endurance. Drop to 1 HP instead of 
being reduced to 0. 

Remarkable Athlete. +2 to STR, DEX, or CON 
checks that don’t already include prof bonus; running 
long jump increases by 4ft. (see PHB p.72) 

Savage Attacks. On critical hit, add additional 
damage dice roll (see PHB p. 41) 

Vicious Weapon, Longsword. When you roll a 20 
on your attack roll with this magic weapon, your 
critical hit deals an extra 2d6 damage of the weapon’s 
type. 

Bonus Actions 

Great Weapon Master. When you crit or reduce a 
creature to 0 HP with melee weapon, make on melee 
weapon attack as bonus action. When you melee 
Attack with heavy weapon, you can take -5 on attack to 
deal +10 damage (see PHB p. 167) 

Second Wind. Regain 1d10 + 7 HPs (use once/rest, 
see PHB p.72) 

Special Equipment/Possessions: Half plate, shield, 
vicious longsword, whetstone, torch x 10, an undead 
fly tied to a 2-foot length of fishing line. 





Monk Abilities: 
Minor Illusion. You know the minor illusion cantrip 
Shadow Arts. Spend 2 ki to cast darkness, 

darkvision, pass without trace, or silence (see PHB 
p.80) 

Stillness of Mind. End one effect causing you to be 
charmed or frightened (see PHB p.79) 

Bonus Actions 
Flurry of Blows. After you take Attack action, spend 

1 ki to make 2 unarmed strikes 
Martial Arts. Make an extra unarmed strike when 

you take Attack action. 
Patient Defense. Spend 1 ki point to take the 

Dodge action 
Shadow Step. Teleport 60 ft. and gain advantage on 

first melee attack before end of turn (see PHB p.80) 
Step of the Wind. Spend 1 ki point to take the 

Disengage or Dash action and jump distance is 
doubled for the turn (see PHB p.78) 

Reactions 
Deflect Missiles. When hit by a ranged attack, 

reduce damage by 1d10 + 10. If reduced to 0, catch 
the missile and use it in a ranged attack (20/60) as a 
monk weapon (see PHB p. 78) 

Slow Fall. Reduce falling damage by 35 (see PHB 
p.78) 

Features, Traits, and Feats 
Ki points 7 

 
Evasion. When you succeed on a DEX save to take 

half damage, you take none. If you fail, you take half 
(see PHB p.79) 

Fey Ancestry. Advantage on charmed saves and 
immune to sleep magic (see PHB p.39) 

Ki-Empowered Strikes. Your unarmed strikes 
count as magical 

Mobile Feat. Dash through difficult terrain doesn’t 
cost extra movement; don’t provoke opportunity 
attacks from a creature you made a melee attack 
against (see PHB p.168) 

Stunning Strike. When you hit a creature with a 
melee attack, spend 1 ki point to stun the creature if it 
fails a DC 13 Con save (see PHB p.79) 

 
Special Equipment/Possessions: Quarterstaff with 

a paint brush on one end, painter’s supplies. 10 
pitons, 50’ hemp rope, crowbar, a wanted poster with 
her own face on it, 14gp. 





Cleric Abilities: 
 

Channel Divinity: Preserve Life. Distribute 35 HPs 
healing among any creatures within 30 ft., each can be 
restored to at most 1/2 their HP max. 

Channel Divnity: Turn Undead. Undead within 30 
feet must make a DC 14 Wisdom save or be turned for 
1 min. or until damaged (see PHB p.59) 

Blessed Healer. When you cast spells that heal a 
creature other than you, you regain 2 + spell’s level 
HPs (see PHB p.60) 

Disciple of Life. 1st level or greater healing spells 
increase healing by 2  spell’s level HPs (see PHB 
p.60) 

Savage Attacker Feat. Reroll melee weapon attack 
damage and use either total (see PHB p.169) 

 
 
 
 
 
 
 
 
 
 

Magic 
Caster Level 7 

Spell Atk Bonus: +6 Spell Save DC: 14 
 
Spells. Cantrips: Guidance, Resistance, Sacred 

Flame, Spare the Dying. 1st (4 slots): Bane, Bless, 
Cure Wounds, Guiding Bolt, Healing Word, Inflict 
Wounds. 2nd (3 slots): Find Traps, Lesser 
Restoration, Prayer of Healing, Spiritual Weapon. 
3rd (3 slots): Beacon of Hope, Bestow Curse, Dispel 
Magic, Mass Healing Word, Revivify. 4th (1 slot): 
Banishment, Death Ward, Guardian of Faith. 

 
Special Equipment/Possessions: Scale mail, 

reliquary, incense, a 10’ chain with the bow and 
shoulder of a large broken key attached to one end.





Rogue/Cleric Abilities: 
 

Damage Resistances: bludgeoning, trap 
Channel Divinity: Knowledge of the Ages. Become 

proficient in a tool or skill for 10 mins (see PHB p.59) 
Channel Divnity: Turn Undead. Undead within 30 

feet must make a DC 13 Wisdom save or be turned for 
1 min. or until damaged (see PHB p.59) 

Dungeon Delver Feat. Advantage to detect secret 
doors; advantage on saves against and resistance to 
trap damage; search for traps at a normal pace (see 
PHB p.166) 

Gnome Cunning. Advantage on INT, WIS, and CHA 
saves against magic 

Second-Story Work. Climbing costs no extra 
movement, your running jump distance increases by 3 
ft. 

Sneak Attack. 3d6 extra damage on attack where 
you have advantage or another enemy of creature is 
within 5 ft. (use once/turn) 

 
Reactions 

Uncanny Dodge. Halve the damage from an 
attacker you can see that hits you (see PHB p.96) 

 
 

Bonus Actions 
Cunning Action. Dash, Disengage or Hide (use 

once/turn) 
Fast Hands. Use your Cunning Action to make 

Sleight of Hands checks, use thieves’ tools, or take 
Use and Object action (see PHB p.96) 

 
Magic 

Caster Level 2 
Spell Atk Bonus: +5 Spell Save DC: 13 
 
Spells. Cantrips: Guidance, Minor Illusion, Sacred 

Flame, Spare the Dying. 1st (3 slots): Command, 
Identify, Cure Wounds, Protection from Evil and 
Good, Shield of Faith. 

 
Special Equipment/Possessions: Leather armor of 

resistance (bludgeoning), pole (10-foot), ball bearings, 
crowbar, thieves’ tools, hooded lantern, a candle that 
can never be lit, 48gp.





Wizard/Ranger Abilities: 
 

Arcane Recovery. When you finish a short rest, 
regain spell slots totalling no more than 3. (Once/day, 
see PHB p.115) 

Arcane Ward. Magical ward with HP max 10, 
casting X-th level abjuration spells restores 2X HPs to 
it (see PHB p.115) 

Favored Enemy. You have advantage on survival 
checks to track monstrosity creatures and on INT 
checks to recall info about them (see PHB p.91) 

Natural Explorer. Your favored terrain type is 
forest. Related to the terrain type: 2X proficiency 
bonus for INT and WIS checks for which you are 
proficient, difficult terrain doesn’t slow your group, 
always alert for danger, and can move stealthily alone 
at normal pace (see PHB p.91 for full) 

Researcher. If you don’t know a piece of info you 
often know where to find it. 

 
Reactions 

 
Projected Ward. Shield a creature using your ward 

(range 30 ft., see PHB p.115) 

Magic 
Caster Level 6 

Spell Atk Bonus: +7 Spell Save DC: 15 
 
Spells. Cantrips: Fire Bolt, Friends, Mending, 

True Strike. 1st (4 slots): Burning Hands, 
Chromatic Orb, Expeditious Retreat, Mage Armor. 
2nd (3 slots): Knock, Scorching Ray, Spider Climb. 
3rd (3 slots): Fireball, Fly, Gaseous Form.  

 
Arcane Tradition: Zapruder is a paranoid little 

bugger, and abjuration gives him the tools he needs to 
stay out of trouble. 

 
Special Equipment/Possessions: Hide armor he 

claims is made from a beast nobody else has ever 
heard of, +1 shortsword, spellbook, book entitled The 
Mating Habits of the Common Basilisk, component 
pouch.










