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Artha and Epiphanies
F

Fate 
Open-end 6s

Epiphany (permanent shade shift)
3 Deeds points, 10 Persona points and 20 Fate points 

Character Index
Name

Alias

Stock

Homeland

Age

Features

Lifepaths

Beliefs
Belief 1  
(F: ❍ P: ❍ D: ❍) |
Belief 2  
(F: ❍ P: ❍ D: ❍) |
Belief 3  
(F: ❍ P: ❍ D: ❍) |

Belief Special  
(F: ❍ P: ❍ D: ❍) |

Instincts
Instinct 1  
(F: ❍ P: ❍ D: ❍) |
Instinct 2  
(F: ❍ P: ❍ D: ❍) |
Instinct 3  
(F: ❍ P: ❍ D: ❍) |

Traits
Character Traits Die Traits Call-On Traits  

(Describe trait and the skill it affects) 

Relationships
Relationships Circles Named Circles Enemy Circles

Gear, Possessions and Property

F P D

Ability ___________
Total Artha 

Spent F P D

Ability ___________
Total Artha 

Spent F P D

Ability ___________
Total Artha 

Spent F P D

Ability ___________
Total Artha 

Spent

F P D

Ability ___________
Total Artha 

Spent F P D

Ability ___________
Total Artha 

Spent F P D

Ability ___________
Total Artha 

Spent F P D

Ability ___________
Total Artha 

Spent

Notes, Spells and Other Miscellanea

Skills Being Learned

AptitudeSkill Name Tests toward Aptitude

   
❍ ❍ ❍ ❍
❍ ❍ ❍ ❍
❍ ❍ ❍ ●

   
❍ ❍ ❍ ❍
❍ ❍ ❍ ❍
❍ ❍ ❍ ●

   
❍ ❍ ❍ ❍
❍ ❍ ❍ ❍
❍ ❍ ❍ ●

   
❍ ❍ ❍ ❍
❍ ❍ ❍ ❍
❍ ❍ ❍ ●

   
❍ ❍ ❍ ❍
❍ ❍ ❍ ❍
❍ ❍ ❍ ●

   
❍ ❍ ❍ ❍
❍ ❍ ❍ ❍
❍ ❍ ❍ ●

   
❍ ❍ ❍ ❍
❍ ❍ ❍ ❍
❍ ❍ ❍ ●

   
❍ ❍ ❍ ❍
❍ ❍ ❍ ❍
❍ ❍ ❍ ●

   
❍ ❍ ❍ ❍
❍ ❍ ❍ ❍
❍ ❍ ❍ ●

   
❍ ❍ ❍ ❍
❍ ❍ ❍ ❍
❍ ❍ ❍ ●

Aptitude equals 10 minus Stat:  
Perception Aptitude ___ | Will Aptitude ___ | Agility Aptitude ___ | Speed Aptitude ___ | Power Aptitude ___ | Forte Aptitude ___

Practice Log

P
Persona 

+1D per point D
Deeds 

Double dice or  
reroll a failed dice
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Attributes

Reflexes   ___

Average of Per, Agl, Spd 
Ref advances as the stats do.

Mortal  
Wound   ___
Average of Power and Forte (plus 6). 
MW advances as the stats do.

Stats
Will   ___

tests for advancement
___ Difficult: ❍ ❍ ❍ ❍  ___
___ Challenge: ❍ ❍ ❍ ●  ___

Let it Ride 
Successes

___ Difficult: ❍ ❍ ❍ ❍  ___
___ Challenge: ❍ ❍ ❍ ●  ___

Perception   ___

Power   ___

___ Difficult: ❍ ❍ ❍ ❍  ___
___ Challenge: ❍ ❍ ❍ ●  ___

Forte   ___

___ Difficult: ❍ ❍ ❍ ❍  ___
___ Challenge: ❍ ❍ ❍ ●  ___

Agility    ___

___ Difficult: ❍ ❍ ❍ ❍  ___
___ Challenge: ❍ ❍ ❍ ●  ___

Speed Multiplier: _____

Speed   ___

___ Difficult: ❍ ❍ ❍ ❍  ___
___ Challenge: ❍ ❍ ❍ ●  ___

Health   ___
tests for advancement

___ Routine: ❍ ❍ ❍ ❍  ___
___ Difficult: ❍ ❍ ❍ ❍  ___
___ Challenge: ❍ ❍ ❍ ●  ___

Hesitation ____  
(Hesitation = 10 - Will exp)

Steel   ___

___ Routine: ❍ ❍ ❍ ❍  ___
___ Difficult: ❍ ❍ ❍ ❍  ___
___ Challenge: ❍ ❍ ❍ ●  ___

________   ___

___ Routine: ❍ ❍ ❍ ❍  ___
___ Difficult: ❍ ❍ ❍ ❍  ___
___ Challenge: ❍ ❍ ❍ ●  ___

Reputation

Reputation

Reputation

Affiliation

Affiliation

Affiliation

Circles  ___
tests for advancement

___ Routine: ❍ ❍ ❍ ❍  ___
___ Difficult: ❍ ❍ ❍ ❍  ___
___ Challenge: ❍ ❍ ❍ ●  ___

Resources  ___
tests for advancement

___ Routine: ❍ ❍ ❍ ❍  ___
___ Difficult: ❍ ❍ ❍ ❍  ___
___ Challenge: ❍ ❍ ❍ ●  ___

Let it Ride 
Successes Tax Cash

Funds/Property

Loans/Debt
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Superficial Wounds

Sup.:  +1 Ob
Light:  -1D
Midi:  -2D

Severe:  -3D
Traum.:  -4D
Mortal: Dying

Wound Penalties

❍ 1st:  +1 Ob

❍ 2nd:  —

❍ 3rd: -1D

Die penaltiesDice

Recovery Ti m
e

Recovery Ti m
e

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

   ___  
R	❍ ❍ ❍ ❍
D	❍ ❍ ❍ ❍
C ❍ ❍ ❍ ●

Skills

Recovery Ti m
e

Injury  
and 

Recovery
Clumsy Weight

Stealthy:  ____

Perception:  ____

Speed:  ____

Agility:  ____

Weapons Armor
Incidental— 1/2 Mark (round up)  Mark— Power stat exponent + Weapon Power exponent.  

Superb—  1.5x Mark (round down)

MISSILe WeApoNS

I M SMeLee Add

2

VA

-

WS

FBare-fisted

ammunitionVAI M S

Range Dice:  Optimal___  Extreme ___ | DoF:  I___  M___  S___

ammunitionVAI M S

Range Dice:  Optimal___  Extreme ___  | DoF:  I___  M___  S___

Dice Location Type
❍ ❍ ❍ ❍ ❍ ❍  Head _________
❍ ❍ ❍ ❍ ❍ ❍ ❍  Torso _________ 
❍ ❍ ❍ ❍ ❍ ❍  Right Arm _________
❍ ❍ ❍ ❍ ❍ ❍  Left Arm _________
❍ ❍ ❍ ❍ ❍ ❍  Right Leg _________
❍ ❍ ❍ ❍ ❍ ❍  Left Leg _________

❍ ❍ ❍ ❍ ❍   Shield _________

Weapons and Armor


	1: 
	2: 
	3: 
	4: 
	5: 
	1_2: 
	2_2: 
	3_2: 
	4_2: 
	Practice Log: 
	undefined_37: 
	Weapons and Armor: 
	Head: 
	Torso: P. Leather
	undefined_67: B
	Right Arm: Half P. Leather
	Barefisted 1: Sword
	Barefisted 2: Short Sword
	Barefisted 3: Dirk
	undefined_70: B
	undefined_71: B
	undefined_73: B
	undefined_74: B
	undefined_76: B
	Left Arm: Half P. Leather
	Right Leg: Half P. Leather
	Left Leg: Half P. Leather
	Shield: 
	I: B
	M: B
	S: B
	VA: 
	ammunition: 
	I_2: 
	M_2: 
	S_2: 
	VA_2: 
	ammunition_2: 
	Belief 1: Jermaine committed patricide and I will turn the Goldcloaks against him by finding proof of it.
	Belief 2: The Dornish are evil people and I will turn all of Westeros against them by proving that Rafael and his daughter helped Jermaine to bring about my father's demise.
	Belief 3: I will take my father's sword Sunset and become Commander of the Gold Cloaks because I am the greatest swordsman in Westeros.
	Oath: 
	Name: Foras Waters
	Text12: Human
	Text13: 30
	Text14: 
	Text15: King's Landing
	Text16: 
	Text17: Born Noble, Bastard, Sailor, Captive of War, Duelist
	Text18: 
	0: Always carry a third blade.
	1: If someone praises Jermain, persuade them he’s a lying cheat.

	Text20: BastardMark of PrivelageFearless
	Text21:  Iron Stomach (Health)
	Text19: 
	0:  BitterClaustrohobicMercenary
	1: 
	0: 
	1: 
	0: 
	1: 
	0: 
	1: 




	Text22: 
	0: Shoes
Clothes
Traveling Gear
Sword
Small Sword
Dirk
	1: 
	2: Cottage

	Text23: 
	0: 6
	1: 6
	2: 6
	3: 6
	4: 
	0: 6
	1: 6


	Text1: 
	0: 
	1: 
	0345234564: Foras Waters is the bastard son of Varesse. He’s a bitter man with a dark past, but he still admires his father and has come to see him one last time. A man of the streets with a reputation as an amazing swordsman, Foras has very little else in the way of skills to work with.He's a bitter man, who has mastered the art of swordsmanship and is known by many on the streets of the city for his uncanny gaze

	1: 
	1: 
	023425: Foras is a tricky character to play, because while he has good skills for conflict, he starts of in a bad position in this room full of nobles, being the bastard son. He won’t win his battles unless he finds proof and makes friends.


	Check Box2: 
	1: Off
	2: Off
	0: 
	0: 
	0: Off
	1: Off
	2: Off

	1: 
	0: Off
	1: Off
	2: Off

	2: 
	0: Off
	1: Off
	2: Off

	3: 
	0: 
	0: Off
	1: Off
	2: Off
	3: Off

	1: 
	0: Off
	1: Off
	2: Off
	3: Off

	2: 
	0: Off
	1: Off
	2: Off
	3: Off




	undefined_38: 
	0: B
	1: B
	2: B
	3: B
	4: B
	5: B
	6: B
	7: B
	8: -
	9: -
	10: 
	11: 
	12: 

	undefined_51: 
	0: 
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 
	10: 
	11: 
	12: 

	Text4: 
	0: 
	0: 6
	1: 

	1: 
	0: 4
	1: 

	2: 
	0: 4
	1: 

	3: 
	0: 4
	1: 

	4: 
	0: 4
	1: 

	5: 
	0: 4
	1: 

	6: 
	0: 4
	1: 

	7: 
	0: 2
	1: 

	8: 
	0: -
	1: 

	9: 
	0: -
	1: 

	10: 
	0: 
	1: 

	11: 
	0: 
	1: 

	12: 
	0: 
	1: 


	Text5: 
	0: 
	0: 4
	1: 4
	2: 4

	1: 
	1: 4
	2: 4
	0: 
	0: 4
	1: 2
	2: 2
	3: 
	0: 
	0: 4
	1: 
	0: 
	0: 6
	1: 6

	1: 
	0: 10
	1: 
	0: 
	0: 2
	1: 4
	2: 6

	1: 
	0: 4
	1: 7
	2: 
	0: 10
	2: 
	0: 
	1: -
	2: -

	3: 
	0: S
	1: F
	2: F

	1: 
	0: 2
	1: 2
	2: 1



	2: 
	0: 3
	1: 6
	2: 9

	3: 
	2: 7
	0: 
	0: 3
	1: 
	0: 
	0: 
	1: 
	2: 
	0: 
	0: 
	1: 
	0: 
	1: 
	0: 
	0: 
	1: 


	1: 
	1: 
	0: 
	0: 
	0: 
	1: 

	1: 
	0: 
	1: 





	1: 
	0: 
	1: 
	0: 
	0: 
	1: 

	1: 
	1: 
	0: 
	0: 
	1: 






	1: 
	0: 
	1: 
	2: 



	1: 
	0: 5






	1: 
	0: 4
	1: 





	Text6: 
	0: 
	0: 1D Bastard (Infamous)
	1: 1D City Watch

	1: 
	0: 2D 'Unblinking Bladesman'
	1: 1D Nobility

	2: 
	0: 
	1: 


	Text7: 
	Text8: Cottege
	Text9: 
	Range Dice Optimal: 
	0: nothing
	1: test

	undefined_68: 
	0: B
	1: B

	undefined_66: 
	0: B
	1: B

	undefined_69: 
	0: B
	1: B

	undefined_72: 
	0: B
	1: 
	0: B
	1: B
	2: B
	3: B


	undefined_75: 
	1: B
	0: 
	0: B


	skill1: Sword
	skill2: Family Secret-Wise
	skill3: Street-Wise
	skill4: Knots
	skill5: Brawling
	skill6: Persuasion
	skill7: Inconspicuous
	skill8: Cell-Wise
	skill9: Two Fisted Fighting
	skill10: Armor Training
	skill11: 
	skill12: 
	skill13: 
	skill14: 
	skill15: 
	skill16: 
	skill17: 
	skill18: 
	skill19: 
	skill20: 
	skill21: 
	skill22: 
	skill23: 
	skill24: 
	skill25: 
	Text2234q25425: Always stand in a doorway.
	Text3: 
	0: 
	0: B
	1: B
	2: B

	1: 
	0: B
	1: B
	2: B




