Amber

Magic
You know no magic

Powers

Fair Price (free)

You always know the fair price of any item offered for sale, even when that particular item is something you've never seen before.

Sense Forgery (1)

You always know when any item is not what it is claimed to be

Universal Dancer (1)

If you watch a dance for a few seconds, you are able to join in, knowing all the right steps and movements.  You might not necessarily know the meaning the dancers place on that particular dance.

Background

You are the child of a rich merchant family who live in a complex urban society based upon trade.  The city you were born in is full of life, good parties and intrigue and, when you got your way, you were always at the centre of it.  All seven of the planetary gods are worshipped in your realm and, whilst most people pay lipservice (and enjoy the many festivals), society is basically secular and, unless you’re a priest or a priestess or something (a fate mostly reserved for the younger children of families unable to fund their entire brood), religion does not hold a central position in most people’s lives.  Magic is rumoured to exist, but sophisticated people don’t believe in it except as a form of entertainment.

Your family  specialise in rare and exotic goods from faraway places and their clientele comprise royalty, nobility and other merchant families.  You were, perhaps, rather spoiled as a child.  You like nice things and enjoy expensive, prestigious pursuits like hunting with your falcon.  You like good food, fine wine and witty, cultivated conversation with attractive persons of  whichever gender appeals to your taste.  You repaid your parents' kindness by working hard at your studies and, although you always had a bit more of a tendency than your peers to get involved in various scrapes, you’ve never been more than a mild embarrassment to your family.  The assumption has always been that, when you grew up, you would make a good marriage and settle down to work in the family business.

Learning that you had the ability to spherewalk opened up whole new lines of possibility.  Although your realm is relatively sophisticated (most of the spheres you have visited have struck you as alarmingly primitive with unimaginative food, poor sanitation and very little by way of  entertainment), spherewalking is a very rare gift indeed.  Your family seem to regard your spherewalking as similar to a long sea voyage undertaken to bring back new luxury commodities.  You’ve learned that it’s not quite that way, but you do drop back from time to time with a variety of trinkets which raise amazingly high prices on the open market.

OK, you’re spherewalking to make a profit, but that’s not the only reason you do it.  You adore travelling.  You like seeing new stuff.  It’s exciting.  Maybe, one day, you’ll settle down to an extremely comfortable lifestyle but, for now, you enjoy your life as a merchant adventurer.  Your major fear is of commitment and being tied down.

Fortune

Your virtue is Death which sounds ominous but denotes your love of change.

Your fault is War, the fortune tellers reckon you tend to misdirect your energies.  

Your fate is the Creator which means that, at some point in your life, you will be faced with a choice between nurture and abandonment.  You hope this will not happen for a long time.  It's not that your incapable of commitment, it's just you're not ready for it yet.

Possessions

10 gold in liquid funds.  Your credit is good in most places, including Everway and Market.

Good clothes etc.

Anything else within reason (and GM permitting), most of the rest of your stuff is at home.

