
Daddies in Dungeons 
A Lasers & Feelings hack inspired by Dungeons & Daddies: Not a BDSM Podcast. 

You are parents from our world flung into a fantastical land on a quest to rescue your lost kids. 

Players: Create Characters 

1. Choose a style for your character: 

a. Emotionally detached and damaged 
b. Pep-talking sports geek 
c. Hippie-dippie free range granola 
d. Chill rock n’ roll stoner 
e. Perpetually unavailable professional 
f. Hyper-protective stay-at-home helicopter 

2. Choose the type of parent you are: 

a. Bio-parent 
b. Step-parent 
c. Adoptive parent 
d. Grandparent 
e. Foster parent 
f. Another kind of parent or guardian not listed here 

3. Choose your kid’s style: 

a. Energetic and destructive 
b. Moody and artistic 
c. Unambitious and distracted 
d. Nerdy and insecure 
e. Fiery and activist 
f. Entrepreneurial and distant 

4. What is the tension between you and your kid? 

You and your kid start with some tension between you. Your secondary goal as a parent is to overcome this tension. 

a. You have a very specific life plan for them, but they have other ideas. 
b. They’re worried that they aren’t meeting your expectations. 
c. You never listen to them. 
d. You don’t understand their interests and / or worries. 
e. They’re afraid to open up to you. 
f. You’re intimidated by them. 

5. Choose your number, from 2 to 5. 

A high number means you’re better at DUNGEONS (physical action or exertion, violence, intimidation, intellect). A low number 
means you’re better at DADDIES (emotional connection, de-escalation, persuasion, intuition). 

6. Give yourself and your kid names and pronouns. 

Rolling the Dice 
When you do something risky, roll 1d6 to find out how it goes. Roll +1d if you’re prepared and +1d if you’re an expert. The 
Daddymaster tells you how many dice to roll, based on your character and the situation. 

Roll your dice and compare each die result to your number to see how many successes you get. 



If you’re using DUNGEONS (physical, violence, intimidation, intellect), you want to roll under your number. 

If you’re using DADDIES (emotional, de-escalation, persuasion, intuition), you want to roll over your number. 

If none of your dice succeed, it goes wrong. The Daddymaster says how things get worse somehow. 

If one die succeeds, you barely manage it. The Daddymaster inflicts a complication, harm, cost, or hard choice. 

If two dice succeed, you do it well. Great parenting! Tell everyone how it goes. 

If three or more dice succeed, you get a critical success! The Daddymaster tells you some extra effect or bonus that you get. 

If you roll your number exactly, you have a moment of preternatural parental insight. Ask the Daddymaster a question and they’ll 
answer you honestly. Good questions include but aren’t limited to: 

a. What are they really feeling? 
b. Who’s behind this? 
c. How could I get them to _____? 
d. What should I be on the lookout for? 
e. What’s the best way to _____? 
f. What’s really going on here? 

After hearing the answer, you can change your action and roll again, if you wish. 

You can help another parent on their roll. Say how you try to help and make a roll yourself. If you fail or barely manage it, the 
person you’re trying to help is exposed to the danger. If you succeed, give them +1d. If they fail or barely manage it, you’re the one 
exposed to danger. 

If you and your kid have overcome the tension between you, you can work together through the power of Parental Magic. You get 
+1d on your roll, but if you fail or barely manage it, your kid is exposed to the danger. 

Daddymaster: Create the Adventure 

Villains... 

a. The characters’ parents 
b. The characters’ teachers from when they were young 
c. Magical beings that the characters made a bargain with years ago 
d. Aliens studying human family dynamics who abducted the characters years ago 
e. Friends of the characters from their youth, or the characters’ siblings 
f. The characters’ spouses or exes 

Abduct the kids during / on the way to... 

a. A kids’ league sports game 
b. A school play, musical, or concert 
c. A summer camp 
d. A school dance, party, or BBQ social 
e. A religious gathering or community event 
f. An after school math / writing / art / science / business / technology enrichment programme 

Then, they take the kids to... 

a. A castle or fortress 
b. A spaceship or space station 
c. A strange school 
d. Deep wilderness 
e. An isolated island 
f. A floating palace 



Which is in... 

a. A high fantasy world 
b. Outer space 
c. The future 
d. A parallel universe 
e. A wacky cartoon world 
f. The Dark Dimension 

In order to... 

a. Gain the ultimate power from parental magic 
b. Summon an evil entity 
c. Turn the kids against the characters 
d. Prevent something terrible by doing something terrible 
e. Teach the characters a lesson 
f. Create mayhem and watch what happens 

Daddymaster: Run the Game 
Play to find out how the parents rescue their kids, deal with the tension between them, and defeat the villains. Introduce the villains 
by having mysterious forces abduct their kids; the villains might reveal themselves now or later in the adventure. 

Before a threat does something to the characters, show signs that it’s about to happen: 

“Ms. Colt chants strange, slithery words and shapes green light into a lance, which she draws back to throw at you. What do you 
do?” 

“King Oberon pours you a glass of fine elven wine and slips an arm around your waist. What do you do?” 

“Your father steps between you and your kid. ‘I’m not letting you ruin their life anymore,’ he says. What do you do?” 

Call for a roll whenever a situation seems uncertain. Don’t pre-plan outcomes—let the chips fall where they may. Use failures to 
push the action forward. The situation always changes after a roll, for good or for ill. 

When deciding how many dice a player should roll, ask whether they were prepared or are an expert. Prepared means that there 
was some set up done beforehand, whether in-game or “offscreen.” Expert just means that the kind of action the character is taking 
is something they are particularly good at. 

Ask questions and build on the answers. 

“What was your relationship like with your mother?” 

“What bargain did you make with the King of the Fairies?” 

“When Zorblax took you to Beta Centauri IV, how did you get back?” 

Credits 
This game was written in 2020 by Trystan Goetze. @errantcanadian | trystangoetze.ca 

Based on Lasers & Feelings by John Harper. oneseven@gmail.com | onesevendesign.com 

Scenario inspired by Dungeons & Daddies: Not a BDSM Podcast, by Anthony Burch, Freddie Wong, Matt Arnold, Will Campos, and 
Beth May. dungeonsanddaddies.com 

This game is licensed under a CC BY-NC-SA 4.0 licence. https://creativecommons.org/licenses/by-nc-sa/4.0/  

 

http://twitter.com/errantcanadian
trystangoetze.ca
mailto:oneseven@gmail.com
http://onesevendesign.com/
https://dungeonsanddaddies.com/
https://creativecommons.org/licenses/by-nc-sa/4.0/

	Daddies in Dungeons
	Players: Create Characters
	1. Choose a style for your character:
	2. Choose the type of parent you are:
	3. Choose your kid’s style:
	4. What is the tension between you and your kid?
	5. Choose your number, from 2 to 5.
	6. Give yourself and your kid names and pronouns.

	Rolling the Dice
	Daddymaster: Create the Adventure
	Villains...
	Abduct the kids during / on the way to...
	Then, they take the kids to...
	Which is in...
	In order to...

	Daddymaster: Run the Game
	Credits


