Enigma

Magic

You know no magic.

Powers

Visions from Spirits (free)

Sometimes the spirits talk to you.  Sometimes they come when you call.  Sometimes they don't.  Sometimes they talk to you anyway.

Question the Spirits (1)

When the spirits talk to you they will answer one question, if you care to ask.

Play Stringed Instrument (1)
You understand the principles of stringed instruments and can play any such instrument to an acceptable standard - even if you've never seen it before.

Storytelling (1)
Whilst listening to you telling a story, your audience will feel whatever emotion you wish them to feel.  You can't determine whether or not they will act on these emotions - that's their responsibility.

Background

You were born the eldest son of a farmer.  You never felt connected to the farm and showed little inclination or aptitude for farming.  You always lived in your imagination, dreaming of a life on the road, tempted by travellers' tales of great cities and unseen mysteries.  As soon as you could, you ran away from home and took up with a travelling storyteller.  You spent two years apprenticed to him, learning his trade.

It was the storyteller, not your family, who gave you the name you use now, the name you think of as your own.  This name reflects your talent and nature.  Your teacher claimed it came to him from the spirits, and he thought it very strange.  He pondered it for a while, silently.  You wanted to ask questions but knew better than to disturb him.  You spent the evening in a tavern, intending to ask him later, but, when you returned, he seemed to be asleep.  You slept too and, when you woke, your teacher was gone.  You never saw him again - it was as if he had vanished into the air.

You shook your head which hurt a little.  Your mind felt foggy.  You attributed this to an excess of wine.  However, it was that morning that your visions started; shapes, lights and a sense of emotion, pictures out of which you could make stories and strange and wondrous tales to tell.  You went on your way, laughing, knowing you had been truly blessed by the spirits who had touched you.

You went on travelling, your reputation growing in your wake.  A strange man of stories, a man who could bring laughter to the sad and tears to anyone.  A man who spoke his mind as freely as he told his tales and was sometimes rewarded, sometimes banished for the freedom with which he spoke.  To you either outcome was much the same.  All that mattered was that the story should continue and the terrible temptation to find the ultimate tale.

At some point the spirits led you to a gate and taught you how to spherewalk.  And so the limits of your travelling widened.  You travelled through strange new spheres and realms very different from anything you had previously imagined.  This was good.  It gave you new stories, new ideas.  Every sphere has new tales for you and you want to tell them all.  And, perhaps, in some distant sphere you will find the story to end all stories, the tale to end all tales…..

Fortune

Your virtue is Inspiration - your imagination is your greatest strength.

Your fault is the Priestess - others consider you impractical because you do not care for their settled ways of life.

Your fate is The Fool - at some point in your life you will be tested by the spirits to see if you know the difference between true freedom and the illusion of freedom bought about by lack of connection.

Possessions

About 2 silver (you haven't counted recently)

A change of clothes

Stringed instrument (of your choice)

You're not certain what you've got in your pockets.  Nothing of great value but could be interesting…

