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proficiencies-light armor,
simple weapons, hand
crossbows, long swords,
rapiers, short swords, cook's
utensils, scimitar

languages-common, orc,
dwarven, gripply.
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cloak of protection +1,
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Countercharm

as an action, until end of next turn, you and
allies within 30', advantage on save vs fear
and charm.

Good Food, Good Company

expend and add Inspiration Die to Deception
(Cha) or Persuasion (Cha) check against
someone who has eaten your food.

Playing with Food

create one serving of a new dish during a short
or long rest. Roll on either the Experimental
Gravies table or the Experimental Food table

to see what you create.
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BARD COLLEGES
COLLEGE OF CUISINE

To Bards of the College of Cuisine, food isn't just sustenance.
It's an art. Whether they cook in the fanciest keeps, a quaint
inn in a small town, or in the messhall of a great army, these
chefs create masterpieces of cuisine that inspire, rejuvenate,
and of course sate hunger.

Good chefs are always welcome in taverns and kitchens,
especially if they can make the cooking into a show of its
own. These Bards will not only impress with the food itself,
but also with their skills in the kitchen. Juggling knives and
utensils while keeping several pots going at once is no
challenge to a member of the College of Cuisine.

BoNUS PROFICIENCIES

When you join the College of Cuisine at Level 3 you gain
proficiency in either Survival or Nature (choose one), as well
as with Cook's Utensils.

You also have advantage when rolling Insight (Wisom) or
Investigation (Intelligence) to see if food or drink has been
poisoned.

Additionally, add your proficiency bonus to the attack and
damage rolls for Improvised Weapons using items one might
find in a kitchen.

Goobp Foop, Goop COMPANY

Also at 3rd level the food you cook makes people more
inclined to trust you. When rolling Deception (Charisma) or
Persuasion (Charisma) against someone who has eaten food
you cooked, you can expend one use of Bardic Inspiration.
Roll a Bardic Inspiration die and add the number rolled to
your ability check. This feature can be used after the D20 has
been rolled, but before the DM says whether it's a success or
a failure.

PLAYING WITH FOOD

At 6th Level, you've gotten used to mixing your magic into
your cooking and you can start experimenting with new
recipes. You can create one serving of a new dish during a
short or long rest. Roll on either the Experimental Gravies
table or the Experimental Food table to see what you create.

D4 - Experimental Gravies

1 Spicy: Add 1d4 Fire Damage to damage rolls made
with this weapon

2 Sour: Add 1d4 acid damage to damage rolls made with
this weapon

3 Pungent: Creatures hit with this weapon must make a
DCT4 Constituion Saving throw. On a failed save, they
are poisoned until the end of their next turn.

4 Tangy: Creatures hit with this weapon must make a
DCT4 Constituion Saving throw. On a failed save, they
are stunned until the end of their next turn.

Gravies are applied to weapons. Use a bonus action to apply
it to your weapon, or an action to apply it to the weapon of a
friendly creature within 5 feet. If a Gravy is applied to a
weapon with the Light property, it can be applied to a second
weapon with the Light property belonging to the same
creature, during the same action or bonus action. Gravies last
for 2 minutes and are consumed on use.

D8 - Experimental Food

1 (On consumption) Take 2d4 Poison Damage and
make a Constitution saving throw against the Bards
Spell Save DC. On a failed save, you take an additional
2d4 Poison damage, and half that on a success

2 (On consumption) Make a Constitution saving throw
against the Bards Spell Save DC. On a failed save, you
are Poisoned until the end of your next turn.

3 This food smells incredibly bad. It will deter any
wandering monster with an Intelligence lower than
Klour Charisma Modifier + Your Proficiency Bonus for 8

ours. After that, the smell mellows out and loses it's
deterring effect.

4 Inedbile, but somehow explosive. As a bonus action,
you can use this to make an Improvised Weapons
Ranged Attack. Everyone within 5 feet take 1d6
Thunder Damage.

5 (On consumption) You have advantage on all
Acrobatics (Dexterity) and Acrobatics (Strength)
checks for the next two hours

6 (On consumption) You have advantage on all Saving
throws for the next hour.

7 (On consumption) You are cured from poisons and
remove 1 level of exhaustion.

8 (On consumption) You heal 2d4+2 hit points when
eating this dish.

Experimental dishes can be used in several ways, although
most are simply eaten. The food table states its intended use.

KiING OF THE KITCHEN

Starting at 14th level, your knowledge of cooking and magic
hits its peak. After 10 minutes of ritual casting you can
magically bring forth a great feast, including magnificent food
and drink. The feast takes 1 hour to consume and disappears
at the end of that time, and the beneficial effects don't set in
until this hour is over. Up to 6 other creatures can partake of
the feast. A creature that partakes of the feast gains several
benefits. The creature is cured of all diseases and poison, and
makes all wisdom saving throws with advantage. Its hit point
maximum also increases by 1d10, and it gains the same
number of hit points. These benefits last for 24 hours.
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