Confessor

Prime Requisites:

Int.-16

Char. -9

Dex-15

Con.-16

Wis-16

Str.-13

Races allowed: Humans, Elves, and Halfling


The Confessor is one among thousands. He is the ultimate thief. Magic users that know of them fear them and try to get rid them. They have a power to get rid of magic users. They have the power to steal and reuse the spells taken from the magic user minds. This will be explained later. When a Confessor is first made they drop all other tittles and classes to become a first level thief. A thief cannot become a Confessor. The Confessor becomes a thief. A Confessor can be of any good alignment, preferably neutral good. The magic users they quest to rid the world of are evil origin. They may however borrow spells from friendly, willing magic users. They get the same benefits and hindrances as regular thieves, to make the creation easier. Confessors have a fear of crowds and tend to try to blend in or point themselves out. They will either dress as a commoner and wear robes, or before entering a city put on a disguise to look like a highly reputable official. Some have been known to act like a paladin to get better deals on items and to befriend important people.


Confessors are so rare that the chances of meeting another one are very slim, especially sense they do not like to point themselves out. A Confessor will only reveal himself to friends, an enemy that is soon to die or on rare occasions identifying who they are to a guild which can get them into high positions of duty. Because of the need to not be identified they are excellent spies and scouts with an uncanny sense of disguise and infiltration.

The following are the powers of a confessor.

· Each level attained is an added ten- percent on the percentage needed to steal the spells, this will be explained further.

· Every two levels the ability to identify an evil character increases. (DM discretion.)

· Natural spellcraft proficiency ability.

· At fifth level they may create a Confessor blade.

· At tenth level, psionic abilities of ESP, mindlink and suggestion.


The Confessor ability is to take the spells from a magic user mind. To correctly show this the use of a scenario is needed. Let’s say Tribion is the Confessor and Racsha is a mage. In order for Tribion to take the spells he must make a bare handed attack (unless he has created a Confessor blade which is discussed later.) When he hits both Tribion and Racsha must roll something, Tribion must roll versus his ability which is ten percent per level until tenth level where it 95%. Racsha must roll versus spell on his saving throws. One of many things could happen. For one Racsha could miss and Tribion could make it therefor getting all the spells in the current memory of Racsha. Second Tribion could make it and Racsha could make it resulting in only half of the spells in Racsha’s memory now belong to Tribion but both now have knowledge from each other. Last if both fail the roll, no spells are given and both are stunned for 1d4 rounds. If Tribion misses but Racsha makes it nothing happens. When spells are taken the intelligence and wisdom of the Confessor come into play. The bonus spells from the intelligence and wisdom applies.


The Confessor blade is the confessor’s best friend. When he reaches fifth level he may take only a plus two dagger and meditate with it for 1d10+10 hours, the meditation may be broken down into just a few each day but they might want to have it as soon as possible. After the meditation the plus two daggers will have turned a dark ruby color that seams to suck the light out of a room. They have now created the Confessor blade. This grants them a weapon to use while taking the spells out of a memory. To backstab and steal at the same time can be a precious thing. It does nothing besides a plus two and a medium to use the main Confessor power.


As you can see a high level Confessor with intent on killing a mage can be quite a threat to any magic user. They are fun for experienced players and really fun to be thrown in as an NPC to teach a know it all mage not to question the DM.  

