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.
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Personality Trait
I constantly use puns even, maybe especially,
when it’s no longer funny.
I come up with a nickname for everyone and only
call them by that nickname.
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.
I unconsciously sing children’s songs to myself.
I often like to fantasize about what projects I’ll get
around to “when I have the time”.
I’ll seize on any excuse to talk about my child,
usually at length.
I carefully count the coins I spend on myself but
I’m generous with others, particularly my child.
I always crouch down to talk to people
significantly smaller than me.
Ideal
Fairness. Everyone deserves equal treatment.
(Lawful)
Idealism. I can make the world a better place
than it is. (Good)
Tradition. I want to pass on my family recipes
and culture to others. (Lawful)
Freedom. Everyone should be free to express
themselves as they are. (Chaotic)
Responsibility. My duty is to those that depend
on me for care and protection. (Lawful)
Beauty. Life is a beautiful thing to be cherished
and experienced in the fullest. (Any)
Bond
I’ll give my child the things I never had.
I’d sacrifice everything to protect my child.
I’m going to be a good example for my child.
I’ll do everything I can to make the world a better
place for my child.
I can’t wait to watch my child grow up.
No matter who my child is or chooses to be, I will
always love them more than anything else.
Flaw
I always look tired because I’m always tired.
I sometimes slip up and use baby talk when I’m
talking to adults.
All of my clothes have stains on them. Most of
them are from food...but not all of them.
I overreact when my child is in danger or
mistreated.
I spent all my patience on my child so I have none
for anyone else.
My back is killing me.

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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