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Welcome to Missing in Ashenford!

This adventure for 2–5 players and one Game 
Master is written for 1st-level characters and 
fully compatible with Daggerheart™. 

Across five acts, your table will uncover 
mysteries, face difficult choices, and decide 
the fate of a quiet town hiding old scars. 
While designed as a complete story, Missing 
in Ashenford can easily grow into a longer 
campaign if your group wants to explore its 
lingering secrets. 
 
It’s assumed that you’re already familiar with the 
core rules of Daggerheart™ and ready to dive 
into play.

For this adventure, you’ll need:

• Daggerheart™ Character Sheets for each 
player
• A set of polyhedral dice for each player, 
including two d12 in different colors
• 12 Fear tokens for the Game Master
• A Daggerheart™ core rule book

Check out www.daggerheart.com for resources

Daggerheart™ is a story-first type of game. If 
your players make desicions that somehow change 
the narrative in a meaningful way, it is up to you 
as the Game Master to steer the adventure in the 
direction that is fun, exciting and intriguing. No 
matter what is written in the pages to come, your 
main focus should always be for you and your 
players to have fun and to tell a story toghether.

This adventure includes optional content 
that you can decide to include in your game, or 
completely ignore. They are not canon to the 
story and only serve as additional content that 
can enhance danger or take your players by 
surprise. They might also be just what the current 
situation calls for... or not.

These are marked with OPTIONAL.

Missing in Ashenford contains enough content 
to be completed in one to two sessions depending 
on your table’s pace. Consult your players and 
work toghether to figure out how much time you 
want to set aside for this adventure.

As mentioned, you may also expand this 
adventure beyond first level and create a 
totally unique story that can take your players 
all the way to level 10. 

As in any Daggerheart™ adventure, the players 
are encouraged to:

• Embrace danger  
• Share the spotlight
• Drive the story forward
• Work toghether, also with the Game Master

Sometimes the Game Master doesn’t know the 
answer the questions the players have. In a 
situation where the focus should be to continue 
the story and maintain the flow of the game, don’t 
be afraid to rule something a certain way now, 
then check the book later.

With the formalities out of the way, let’s delve 
further into the town of Ashenford.
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