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	Front_Feature 1: You have learned how to instill morsels of food with magical 
effects. A creature may only be under the effects of one morsel 
at a time. If a creature is under the effects of a morsel, and they ingest another morsel, the original effect is removed. Each time you gain a level, you may replace one morsel you know with a different one. 
 You may cook a number of morsels equal to your Constitution modifier every short or long rest. You may cook the same type of morsel more than once. All morsels are stored in your Cook’s Bag and expire if taken out for longer than 6 seconds, or the next time you cook morsels. You may reach into your Cook’s bag, pull out a morsel, and feed it to a conscious creature you can touch as an action.
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	Front_Feature 6: When a Large or smaller creature within 5 feet of you hits you with a melee 
attack, you can use your reaction to cause the creature to make a Dexterity saving throw against your Morsel save DC. On a failure, their speed is 0 until the end of the turn, and they are pushed 10 ft. away or knocked prone (your choice).
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	1: During a long rest you can make a number of  additional morsels equal to your Constitution modifier, none of which may have prerequisites. At 11th level you can make these morsels during a short rest as well.
	2: You are immune ingested poisons and the poisoned condition.
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	1: You can cast Create Food and Water once per long rest. If you make morsels, and you 
have no ingredients left, you conjure the necessary ingredients as part of making the morsels.
	2: Whenever you feed a morsel to a creature that you have shared a long rest 
with (including yourself), you may double the duration of the morsel’s effect.
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	4: When you roll initiative and have no morsels left, you conjure 
one morsel that you know how to prepare inside your Cook's Bag.





