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The Special abilities gained by the Confessor

 When the tenth level is attained.


The Confessor’s abilities grow and become stronger as his experience and insight develop. While the original Confessor ability helps him, at tenth level he understands that expansions and new understandings of this power can be utilized.

At tenth level the Confessor must complete a spiritual task. This usually includes assassinating a high level wizard. Before the test begins, the spell Find Familiar is granted to the Confessor, this spell is required to be cast before the test begins as to aid in the coming challenges. Also a contingent of selected spells is given to aid him on the path. The Confessor quests for his mission, this is a spiritual task and is presented by the Confessors god, Mask. Just like the paladins quest for his holy sword, the Confessor gets the same advantages with his Confessors blade if he has already made it, and has completed the mission. After the task is complete then the label of Mriswith is given and the word Confessor is hardly ever used, then a sacred name is given to the Confessor for his achievements. The mission usually takes about a week and can be described at best as a difficult challenge; the Circle of Stealth keeps watch to see that all the tasks are completed. After the Confessor has his Familiar, Confessor Blade, and has completed his mission; then he has the chance of becoming a member in the Circle of Stealth. The benefits of this are the title, and becoming a member of the Confessors guild, which usually includes an occasional mission and training the initiates. When the Confessor makes his guild happy, he reaps their rewards.


The Confessor blade is the Confessor’s best friend. When he reaches tenth level he may only take a well-made dagger and meditate with it for 5d10+10 hours. A dagger that is already magical may be used with no penalty. After the meditation the dagger will have turned a dark ruby color that seams to suck the light out of a room. They have now created the Confessor blade. The weapon acts as a medium for the Confessor to steal spells. The dagger activates when a successful hit against any spell-casting creature is obtained. The dagger has a secondary function that is very important, it activates when the Confessors mind is “full”, and it stops the robbery process while prohibiting any damage to the Confessors mind when it is overwhelmed. Occasionally the blade collects a small amount of “overflow” from the raw magic that formulates the spells power. This collection of energy may be released on the next successful hit with the blade. This releases wild magic directly into the wound; it adds an extra 2d10 point of damage. The Confessor can only make one blade. If it is ever stolen or lost, half of the Confessor power is diminished for as long as it is gone and it must be recovered. However a stolen Confessors Blade is a rare feat. When it is not in use the blade becomes a tattoo on the Confessors palm that cannot be distinguished from a regular tattoo.


The second power gained at tenth level is the parasite ability. On a successful touch hit, the Confessor takes all relevant information and special abilities out of the mind of the victim and into the mind of the Confessor for 1d8 hours. During this time the victim is unconscious. The information that the Confessor steals is not permanent and is gone once the allowed time has postponed. During this time an ego check is made versus the victims ego. If the victim’s ego wins then it takes control. However the Confessor’s mind has a fail safe, if the victim gets control the Confessor is hidden in his mind and cannot be destroyed. While there, the Confessor gets an intelligence check; this allows him to temporarily gain control of his body. If there are three successful intelligence checks then the victim is suppressed for the next 1d4 hours. If the victim is willing then a shared symbiotic relationship is created. The body of the willing victim is put into statues until the Confessor wills his mind to become his again. Because of the Confessors strenuous mind discipline he is immune to psionic attacks. When there is more than one victim in the determined time, then the highest ability scores from the victims become the Confessors for the time being, but because of the effort to contain the multiple personalities halves the allotted time, and the Confessor must rest for the next day to regain his mental capacities. 
