Raven

Magic

You know no magic

Powers

Ravenform (2)

You can change into the form of a raven.  You can do this whenever you want to and change back whenever you want to.

Softstep (1)

You can walk without making a sound provided you go barefoot.  Of course, if you're stupid enough to step on a twig, it will snap. 

Call the prey (free)
When hunting you can call your prey towards you.  This involves making a rather eerie sound which attracts your prey.

Background

In the realm where you were born there are no big cities.  People live in small, self sufficient communities and worship the Huntress.  The Huntress’ brother, the Sun, is a seer and, next to hunters, seers are the most respected members of society.  There is a certain amount of trade between settlements and,though most people choose to remain near their families and childhood associates, there is freedom to move between settlements should one so wish.  For the most part there is peace.  From time to time there are arguments which are most frequently resolved by one faction deciding to leave the village they were born in and start another settlement elsewhere.  The realm is large enough for this and reasonably fertile.

Meat does not play a large part in the diet.  Most people till fields, keep hens for eggs (and occasionally, their meat) and goats for milk and cheese (they are rarely eaten).  The greatest proportion of meat in the diet comes from hunting.  Good hunters have very high status in your realm.  The best hunters hunt boar which are very fierce and very good to eat.  They give their strength and fertility to all who eat them so, at home, you took credit for the strength and the fertility of the people in your village.

You are a good hunter.  One of the very best your realm has known.  Boars, though fierce and proud, were really not enough of a challenge.  Your ability to spherewalk gives you the opportunity to seek out the challenges you crave.

Over the years you’ve been travelling the spheres you have tracked down and killed many strange and ferocious beasts.  Each one increases your own strength and ability and your feeling of self worth.  Recently you have realised that your ability to best fierce beasts in battle is not the only source of status available to you.  You have learned that, in many  realms, skills very similar to yours are used to hurt other thinking creatures, like people.  This is something you find rather puzzling - the basic meaning of hunting is to feed the tribe.  Despite your puzzlement, you have learned to use your skills for self defense and to defend the innocent.

Since you’ve been walking the spheres you have learned that not all realms regard the hunter as supreme.  You tend to take the attitude that it’s their problem if they can’t see straight!  You’ve learned that it's often best not to point out the errors in the ways of others (just as it’s usually best not to let a beast see you’re intent on stalking it) but your attitude has been described as arrogant.

Your motive for offering your skills as a spherewalker is driven by your need to find greater and greater challenges against which to try your strength and skill.  You are very single minded and determined to a fault.  Whatever challenges you face, you will face as a hunter - anything less would be ignoble in the extreme.

Fortune

Your fortune was read for you by the village wise woman back home:

Your virtue is the Griffin - you are brave and will not back down in the face of a challenge

Your fault is the Dragon - You are obstinate and fixed in your ways

Your fate is ‘Striking the Dragon’s Tail’ - you don’t understand the significance of this, but the fortune teller babbled some mystical nonsense about underestimating the difficulty of tasks and the necessity of seeing big pictures wholisticly.

Possessions

3 silver 

Full set of hunting spears of excellent quality

Small pouch of useful herbs

2 sets of clean clothing (nothing fancy or dressed-up)

Other useful items within reason (GM permitting)

