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New Background: Father
Whether it was something you’ve always wanted 
or a happy accident, you are a father. You may 
be other things to other people—an adventurer, a 
tradesperson, or a friend—but your most important 
role is being a parent to your child or children. From 
the moment you discovered you were, or chose to be, 
a father, you’ve devoted your life to attuning to and 
caring for your kin.

Skill Proficiencies: Perception, Performance
Tool Proficiencies: One of your choice
Languages: One of your choice
Equipment: Backpack, blanket, common clothes 

(for you), extra common clothes (for your child or 
children), flask, jug of milk, mess kit, soap, toys (10 
lbs worth), waterskin, a crudely created piece of 
priceless (to you) art, and a pouch containing 1 gp 
and an overdue bill

Feature: Paternal Magic
You have discovered the magic of fatherhood. 
You can cast the cradling embrace, dad reflexes, or 
encouraging word spell as a 1st level spell. Once 
you cast any of these spells, you can’t cast any 
of them again using this feature until you finish 
a long rest. When you gain this feature, choose 
Intelligence, Wisdom, or Charisma. That ability is 
your spellcasting ability for these spells. If you are a 
spellcaster, these spells are added to the spell list of 
each of your spellcasting classes.

Suggested Characteristics
Fathers come from all walks of life but the 
commitment to caring for their little ones joins them 
to an informal fraternity. Years of spending every 
waking hour doting after their children gives rise to 
certain shared characteristics.

d8 Personality Trait
1 I constantly use puns even, maybe especially, 

when it’s no longer funny.
2 I come up with a nickname for everyone and only 

call them by that nickname.
3 I have a particular interest in a certain type of 

collecting or period of history and somehow 
always find a way to bring it up in conversation.

4 I unconsciously sing children’s songs to myself.
5 I often like to fantasize about what projects I’ll get 

around to “when I have the time”.
6 I’ll seize on any excuse to talk about my child, 

usually at length.
7 I carefully count the coins I spend on myself but 

I’m generous with others, particularly my child.
8 I always crouch down to talk to people 

significantly smaller than me.

d6 Ideal
1 Fairness. Everyone deserves equal treatment. 

(Lawful)
2 Idealism. I can make the world a better place 

than it is. (Good)
3 Tradition. I want to pass on my family recipes 

and culture to others. (Lawful)
4 Freedom. Everyone should be free to express 

themselves as they are. (Chaotic)
5 Responsibility. My duty is to those that depend 

on me for care and protection. (Lawful)
6 Beauty. Life is a beautiful thing to be cherished 

and experienced in the fullest. (Any)

d6 Bond
1 I’ll give my child the things I never had.
2 I’d sacrifice everything to protect my child.
3 I’m going to be a good example for my child.
4 I’ll do everything I can to make the world a better 

place for my child.
5 I can’t wait to watch my child grow up.
6 No matter who my child is or chooses to be, I will 

always love them more than anything else.

d6 Flaw
1 I always look tired because I’m always tired.
2 I sometimes slip up and use baby talk when I’m 

talking to adults.
3 All of my clothes have stains on them. Most of 

them are from food...but not all of them.
4 I overreact when my child is in danger or 

mistreated.
5 I spent all my patience on my child so I have none 

for anyone else.
6 My back is killing me.
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New Spells
The following new spells are presented in 
alphabetical order.

Cradling Embrace
1st-level enchantment

Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Concentration, up to 1 minute

As part of casting this spell, you attempt to grapple a 
creature within your reach otherwise this spell does 
nothing. If successful, roll 3d8. If the total equals or 
exceeds the creature’s current remaining hit points, it 
falls asleep. While you maintain concentration on this 
spell and continue the grapple, you roll the dice again 
adding a cumulative additional 2d8 on each of your 
turns, causing the creature to fall asleep if the total 
result of the dice ever equals or exceeds the creature’s 
remaining hit points. The creature remains asleep for 
an hour or until it takes damage or another creature 
uses its action to rouse the sleeping creature.

At Higher Levels. When you cast this spell using 
a spell slot of 2nd level or higher, your initial 
roll increases by 2d8 dice for each spell slot level 
above 1st.

Dad Reflexes
1st-level abjuration

Casting Time: 1 reaction, which you take when a 
creature you can see falls or is knocked prone

Range: Self
Components: V, S
Duration: Instantaneous

When you cast this spell, you move up to your 
movement speed towards the triggering creature. 
If you end your movement within 5 feet of where 

the creature lands or is being knocked prone, the 
creature takes no damage from falling and is not 
knocked prone.

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, you move up to twice 
your movement speed.

Encouraging Word
1st-level divination

Casting Time: 1 bonus action
Range: 60 feet
Components: V
Duration: Instantaneous

You shout words of encouragement at a creature 
within range who can hear you. That creature gains 
1d4 temporary hit points for 1 minute. When a 
creature with temporary hit points granted by this 
spell has disadvantage on an ability check, attack roll, 
or saving throw it can lose all remaining temporary 
hit points to cancel the disadvantage on that roll.

At Higher Levels. When you cast this spell using 
a spell slot of 2nd level or higher, the temporary hit 
points granted by this spell increase by 1d4 for each 
spell slot level above 1st.
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OGL License
The following items are designated Product Identity, as defined in Section 

1(e) of the Open Game License Version 1.0a, and are subject to the 

Conditions set forth in Section 7 of the OGL, and are not Open Content: 

All trademarks, registered trademarks, proper names (characters, place 

names, named creatures, etc.), dialogue, plots, relationships, story 

elements, locations, characters, artwork, graphics, descriptions, and 

trade dress.

Open Game Content: The Open content in this document includes the 

names of spells and the names of abilities or features. No other portion of 

this work may be reproduced in any form without permission.

OPEN GAME License Version 1.0a

The following text is the property of Wizards of the Coast, LLC. 

and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All 

Rights Reserved.

1. Definitions: (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, 

modification, 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 

identified as Open Game Content by the Contributor, and means any 

work covered by this License, including translations and derivative 

works under copyright law, but specifically 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 identified as Product 

identity by the owner of the Product Identity, and which specifically 

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 affix 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, 

nonexclusive 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 sufficient 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. Identification: 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 Copyright 2000, 

Wizards of the Coast, LLC. System Reference Document 5.1 Copyright 

2016, Wizards of the Coast, LLC.; 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. Father 

Background & New Spells Copyright 2020, Benjamin Huffman; Authored 

by Benjamin Huffman.
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