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I n t r o d u c t i o n
When Fate Accelerated premiered, I realized the game I had 

been working on was a lost cause. Both my game and FAE filled the 
same niche, and FAE did it much better. I’m very glad to see FAE 
released under the OGL, to allow me to play around with the system. 
The Accelerated Book of Approaches is the first of, what I hope to be, 
many. I will cover each of the various elements of FAE to provide a 
larger variety of play. I hope you enjoy.

Approaches are one of the most accessible and easy to learn 
parts of the Fate Accelerated Edition system, familiar to players of 
traditional games as well as players brand new to roleplaying. While 
the FAE Core Rulebook provides an excellent set of approaches, they 
may not work for all games. This book hopes to remedy that by 
providing new approaches to replace those found in the Fate 
Accelerated rules. 

This book will be looking at the six classic approaches and 
what they mean for your character. In addition, we have multiple sets 
of Approach swaps, allowing you to change what approaches are used 
in your game in order to personalize it to your particular setting.
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T h e  S i x  C l a s s i c  A p p r o a c h e s
When interacting with the world around you, you tend to have a 

“default mode” you put yourself into. This is your stance. As you go 
through life, are you noticing the small details? Are you doing things to 
draw attention to yourself? Are you always running everywhere, or 
speaking with a silver tongue? Your character in FAE is doing the 
same thing.

While playing your character, look at the highest ranked 
approach. This is your character’s default stance. We’ll look at these 
approaches and stances and what it means to you and your character. 

C a r e f u l  
“A Careful action is when you pay close attention to detail 

and take your time to do the job right. Lining up a long-range arrow 
shot. Attentively standing watch. Disarming a bank’s alarm system.” 

If you are acting carefully, you will also be more prone to 
noticing small details. If you begin looking through a dusty old 
library, you’re the first (or possibly the only one) to notice that one 
of the books is devoid of dust. When you talk to an angry thug or 
bouncer, you’re sure not to rock the boat or say something that 
might make the brute upset. This is an ideal stance for spellcasters, 
as it means you aren’t rushing through your meticulously planned 
spells or potions.

The downside to being careful is you often aren’t as quick or 
flashy as others. It takes you time to formulate a response to an 
insult, or you may have difficulty solving the riddle on the wall as 
the chamber walls close in on the party.

If you’re in a careful stance, your game master should be the 
first to give you the subtler of information.

Familiar Characters of this Archetype: John Watson, The 
cast of CSI. 
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C l e v e r  
“A Clever action requires that you think fast, solve problems, 

or account for complex variables. Finding the weakness in an 
enemy swordsman’s style. Finding the weak point in a fortress wall. 
Fixing a computer.”

As a clever character, you have the quickest mind, the most 
interesting and intelligent solution to any solution. When a puzzle is 
presented to the group, you are the first to be given any meta-game 
clues. You are the most insightful. That writing on the wall? You’re 
the only one who knows pieces of the ancient language it’s written 
in. That old book the careful character noticed? You can tell how 
long it’s been since it was disturbed.

The downside to being clever is that you are sometimes 
seen as too distant. People think you arrogant, which can get in 
trouble with your diplomacy.

If you’re in the clever stance, your game master should 
supply you with the more esoteric knowledge and hints of the 
game.

Familiar Characters of this Archetype: Sherlock Holmes, 
Gandalf, Morpheus, Belgarath the Sorcerer. 

F l a s h y  
“A Flashy action draws attention to you; it’s full of style and 

panache. Delivering an inspiring speech to your army. 
Embarrassing your opponent in a duel. Producing a magical 
fireworks display.”

A flashy character is all about themselves. Often narcissists, 
they are often quick with a joke and do everything with great 
flourish. As you walk down the street, you’re doing it with style. You 
are the star of the show, even if only in your own mind. That book 
the clever and careful characters are looking over? It’s a forbidden 
tome the librarian would be furious to see them reading. The flashy 
character draws the librarian’s attention away by regaling them with 
tales of their exploits.
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The downside to being flashy is that you’re usually not very 
careful. Your flair for the dramatic can turn more serious characters 
off, and cause tension not only within the group, but among the 
NPCs as well.

If you’re in a flashy stance, the game master should point out 
any features in the current scene, which could be used to make 
things more… interesting.

Familiar Characters of this Archetype: Captain Jack 
Sparrow, Han Solo.

F o r c e f u l  
“A Forceful action isn’t 

subtle—it’s brute strength. 
Wrestling a bear. Staring 
down a thug. Casting a big, 
powerful magic spell.”

A forceful character 
takes situations by the horns 
and wrestles them to the 
ground. They have little time 
for timidity. They often use 
muscle where tact is needed, 
and are always ready for a 
fight. Forceful characters 
have dominating 
personalities and, if not 
physically dominating, tend 
to shove their weight around 
regardless. When the party is 
attempting to distract the 
librarian, and all other 
methods fail, the forceful 
character knocks over a 
bookshelf.

The downside to being 
a forceful character is that they tend not to be very sneaky. The 
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forceful character, by nature, tends to draw attention to themselves, 
often to the detriment of the party. 

If you’re in a forceful stance, the game master should point 
out the potential threats as your character sizes everyone and 
everything up.

Familiar Characters of this Archetype: Chewbacca, The 
Mountain from Game of Thrones, anyone The Rock has ever 
played. 

Q u i c k  

“A Quick action requires that you move quickly and with 
dexterity. Dodging an arrow. Getting in the first punch. Disarming a 
bomb as it ticks 3… 2… 1…”

A quick character is nimble and agile, both in body and mind. 
They are the fastest in the group, often acting first before carefully 
thinking through what you should be doing. The quick character 
would rather get a move-on than wait for other minds to come up 
with a plan. They often improvise on the spot in order to keep 
things moving. In combat, they’re the “fly like a butterfly” type, 
dodging in and out of attacks. In the library, when the librarian 
realizes what’s going on, it’s the quick character who grabs the 
book and runs.

The downside to a quick character is that their speed can 
tend to override any kind of stealth. Sometimes matters should be 
considered rather than rushed headlong into, something the quick 
character has trouble with.

If you’re in a quick stance, you’re always the first to act in a 
scene.

Familiar Characters of this Archetype: Aladdin, Young 
Obi-Wan Kenobi, The Flash.
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S n e a k y  

“ A Sneaky action is done with an emphasis on misdirection, 
stealth, or deceit. Talking your way out of getting arrested. Picking 
a pocket. Feinting in a sword fight.”

The sneaky character is a master of the unseen. Whether it’s 
prestidigitation, sleight-of-hand, lying or doing anything 
underhanded, the sneaky character is a master. Sneaky characters 
will always find a reason to be sneaky, even when it is 
unnecessary. In the library, while the quick character runs off with 
the book, librarian pursuit, it’s the sneaky character who actually 
has the real book on him.

When a character is sneaky, they tend to be far less forceful. 
When confronted with a situation where their sneakiness is 
worthless, they freeze up like a fox in a trap.

When in a sneaky stance, the game master should point out 
details a sneaky character could use for their benefit: the sizes of 
coin purses, badly hidden traps, things like that.

Familiar Characters of this Archetype: Silk of the 
Belgariad, Varys the Spider.
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A t t r i b u t e  A p p r o a c h e s
There’s certainly no reason you can’t switch up the 

approaches, changing their names and properties to more closely 
match the game you’re playing. When doing so, be sure to create 
approaches that all characters can use within the game. Below, you 
can see multiple new approaches as appropriate for various 
settings.

D 2 0  A p p r o a c h e s  

Most, if not all role-players are familiar with the OGL and the 
D20 system, as well as D&D, which it spawned from. You can 
easily take the six attributes and convert them over into approaches 
for FAE, either to make the game more familiar to players new to 
the Fate System, or simply because you enjoy the attributes. A 
quick way to tie the system in closer to the D20 system for players 
used to D20 is to rename Talents by calling them Feats. 

Strength: Your strength is your physical might. This 
approach is good for breaking down doors, lifting heavy objects, 
hitting the enemy with your sword or winning an arm-wrestling 
match.

Dexterity: Your dexterity is how quick and nimble you are. 
It’s good for dodging attacks, making ranged attacks, picking locks 
or outrunning the city guards. Dexterity can also be used to attack 
with ranged strikes or quick, nimble jabs.

Constitution: Your constitution is your physiological 
toughness. Constitution is useful for fending off the effects of 
poison, ignoring an attack against you, or seeing how long you can 
keep running or performing some other physically exhausting 
action.

Intelligence: Your intelligence measures your level of 
intellect. Intelligence is good for casting a spell, recalling important 
information or using an arcane or mechanical item.
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Wisdom: Your wisdom is your awareness. Wisdom can be 
good for noticing things, reading people’s emotions and body 
language and hearing sounds no one else can.

Charisma: Your charisma is your personal charm. Charisma 
can be used to bluff, get out of sticky situations by talking, winning 
beauty contests and being generally an enjoyable person to be 
around. Many spell casters use their Charisma to channel magic 
and spells.

D 6  A p p r o a c h e s  

The D6 system is 
now under the open game 
license, and once had a 
large and prosperous 
market, including the West 
End Games’ Star Wars 
RPG, Indiana Jones, 
Ghostbusters, Men in Black 
and more. There are some 
great attributes not unlike 
the D20 system’s, which 
are ripe for conversion to 
the FAE system. While 
many different attributes 
have appeared in D6 
games over the years, 
presented here are six, 
which should cover most 
situations.

Knowledge: Your 
knowledge measures your 
strength of memory and 
ability to learn. It also can 
be used to analyze your actual level of education, both formal and 
informal.
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Presence: This measures a character’s emotional strength, 
physical attractiveness, and personality.

Perception: Perception gives indication of your attention to 
detail. Your perception shows how well you are able to notice 
things using your ability to listen, spot, taste and sense the world 
around you.

Agility: This is a measure of balance, limberness, 
quickness, and full-body motor abilities.

Reflexes: Reflexes gauge a character's gross motor 
coordination. i.e. the ability of mind and muscle to react to a 
potential threat or a sudden occurrence. Examples of skills that rely 
on Reflexes include- dodging an attack, fighting with a melee 
weapon (sword, knife, etc.), and balancing on a tightrope.

Strength: Strength represents a character's physical power- 
his ability to lift heavy objects and to inflict damage with hand-held 
weapons (swords and knives).

M o n g o o s e  T r a v e l l e r  a p p r o a c h e s  

Traveller is one of the oldest RPG systems, and the oldest 
science fiction roleplaying game. Mongoose Publishing currently 
owns the rights, and has released the rule set online under the 
Open Game License. If you particularly like Traveller, or simply like 
their characteristics system, this may be the approach system for 
you.

Strength: This is a character’s physical strength, fitness and 
forcefulness. 

Dexterity: Your hero’s physical co-ordination and agility, 
reflexes.

Endurance: This is a character’s ability to sustain damage, 
stamina and determination.
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Intelligence: This measures a character’s intellect and 
quickness of mind.

Education: This is a measure of a character’s learning and 
experience.

Social Standing: Social standing shows a character’s place 
in society.

S k i l l  A p p r o a c h e s  
If the focus of your game is tightly tied to a particular 

setting, it may behoove you to apply approaches much like you 
would skills in another roleplaying game.  

Below are some examples of approaches, which would 
apply directly to particular genres.

A c t i o n  A p p r o a c h e s  

In a classic action movie, you don’t necessarily need to know 
how to do things in any particular way. What you need are a gun, a 
girl and a car. These approaches allow you to easily mimic any 
Mission Impossible or James Bond-style action film.

Driving: How well you can handle all manner of cars, boats, 
motorcycles or trucks. With a loud, “HANG ON!” to your 
passengers, you blaze through a barricade, explosions everywhere.

Shooting: How well can you leap into a room, gun in each 
hand, unloading your weapons on a room full of Triad thugs while 
their bullets blaze uselessly by you?

Close combat: You know kung-fu! Also kendo, mixed 
martial arts, barroom brawling and back-alley knife fighting.

Hacking: If it can be hacked, you can do it. You can break 
into any system, bypass any subroutine.
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Sneaking: You move within the shadows, unseen. When a 
guard moves around the corner to spot you, he walks right by as 
you hang from the ceiling.

Seduction: Man, woman, it doesn’t matter. You can get 
anyone to do what you want through body language, your voice 
and a good dose of flirtation.

W i z a r d i n g  s c h o o l  

In this setting, characters take on the roles of young students 
within a world of magic and dark arts. As the characters progress, 
give the characters one Major Milestone at the end of each school 
year.

Charms: Charms are used 
for enchanting both objects and 
other people. It’s the flick of the 
wrist that levitates objects, it’s the 
authoritative shout in pseudo-Latin 
which ties up your opponent in 
magical ropes.

Transmutation: How do 
you turn a teacup pig into a 
teacup? Transmutation, of course! 
Change lead into gold, sprout 
wings to fly: Transmutation can 
teach it all.

Physicality: It’s not all 
about spell-casting and studying 
for the next exam. When that 
enormous snake, awakened by 
dark powers, tries to eat you 
whole, you’d better be ready to 
leap out of the way. Physicality is 
useful for all sorts of physical 
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activities including broomstick riding.

Divination: Divination is about using the stars to see the 
future, reading tealeaves and staring into crystal balls. Through 
divination a wizard may analyze prophecy and determine the 
course of the future.

Herbology: in herbology, you learn how to identify and 
cultivate all manner of enchanted components for magical spells 
and potions. Special roots and plants are particularly magical and 

Potion-Making: You have learned the arcane art of brewing 
and creating potions. Be it a love potion, a sleeping potion or even 
a potion of death, you learn how to create the most potent of 
concoctions.

S p a c e  K n i g h t s  

The Space Knights defend the galaxy from threats both 
internal and external. For thousands of years they have protected 
the realm, fighting alongside one another.

Alteration: Your noble hero is able to alter and change the 
environment around him. This may be with telekinesis, healing 
others of grievous wounds, generating a supernatural elemental 
force to attack your enemies, or any other idea you can think of.

Extrasensory: This allows you to see beyond what your 
senses can detect, hearing, smelling and seeing beyond the 
abilities of most. You can detect lies by the rhythm of the other’s 
heartbeat, you may see far distances without the help of binoculars, 
you can detect poison in a glass before you taste it.

Control: You are able to modify your own body, leaping 
great distances, healing yourself of wounds, slowing your breathing 
down to an almost undetectable level.

Study: Much time is spent in the archives of the temple, 
searching for information long thought lost. Your ability to research 
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and uncover ancient star systems or forgotten laws from the early 
days of civilization could play an important role in the future.

Weapon Training: All Space Knights are trained in martial 
combat, preferring to fight in close quarters rather than at a 
distance. This approach represents your training in this respect.

Telepathy: This is your character’s ability to read minds and 
speak to them. You may speak into the minds of those around you 
to convince them of your innocence, your trustworthiness and that 
they should work for you. 

Conclusion 
I would like to thank the following people for their input on 

the book and for taking the time out of their busy schedules to give 
some pointers to me: Enrique Bertran, Andrew Gatlin, Jay Kint, 
Christopher Ruthenbeck, James Stowe and Tracy Barnett. I would 
also like to thank the Prismatic Art Collection for the use of their 
images licensed under Creative Commons. I’d finally like to thank 
Fred Hicks and the crew at Evil Hat Games for their fantastic Fate 
system, which, I hope, will lead to years and years of game-playing 
enjoyment among my gaming party. 

Keep an eye out for future books from Dice Monkey Games, 
in particular, future “Accelerated Book of…” books. Please follow 
my thoughts, reviews and previews of gaming at 
http://dicemonkey.net. 

Keep rolling those +’s, and don’t forget to be awesome.
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Appendix I: Open Game License Version 1.0a 

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of 
the Coast, Inc (“Wizards”). All Rights Reserved. 

1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who have
contributed Open Game Content; (b)”Derivative Material” means copyrighted material including 
derivative works and translations (including into other computer languages), potation, modification, 
correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in 
which an existing work may be recast, transformed or adapted; (c) “Distribute” means to reproduce, 
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)”Open 
Game Content” means the game mechanic and includes the methods, procedures, processes and 
routines to the extent such content does not embody the Product Identity and is an enhancement 
over the prior art and any additional content clearly identified as Open Game Content by the 
Contributor, and means any work covered by this License, including translations and derivative 
works under copyright law, but specifically excludes Product Identity. (e) “Product Identity” means 
product and product line names, logos and identifying marks including trade dress; artifacts; 
creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, 
photographic and other visual or audio representations; names and descriptions of characters, 
spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, 
locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, 
symbols, or graphic designs; and any other trademark or registered trademark clearly identified as 
Product identity by the owner of the Product Identity, and which specifically excludes the Open 
Game Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that are used 
by a Contributor to identify itself or its products or the associated products contributed to the Open 
Game License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, 
edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) 
“You” or “Your” means the licensee in terms of this agreement. 

2. The License: This License applies to any Open Game Content that contains a notice indicating
that the Open Game Content may only be Used under and in terms of this License. You must affix 
such a notice to any Open Game Content that you Use. No terms may be added to or subtracted 
from this License except as described by the License itself. No other terms or conditions may be 
applied to any Open Game Content distributed using this License. 

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the
terms of this License. 

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors
grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this 
License to Use, the Open Game Content. 

5. Representation of Authority to Contribute: If You are contributing original material as Open
Game Content, You represent that Your Contributions are Your original creation and/or You have 
sufficient rights to grant the rights conveyed by this License. 

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You 
are copying, modifying or distributing, and You must add the title, the copyright date, and the 



18	
  

copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you 
Distribute. 

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication
as to compatibility, except as expressly licensed in another, independent Agreement with the owner 
of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability 
with any Trademark or Registered Trademark in conjunction with a work containing Open Game 
Content except as expressly licensed in another, independent Agreement with the owner of such 
Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does 
not constitute a challenge to the ownership of that Product Identity. The owner of any Product 
Identity used in Open Game Content shall retain all rights, title and interest in and to that Product 
Identity. 

8. Identification: If you distribute Open Game Content You must clearly indicate which portions
of the work that you are distributing are Open Game Content. 

9. Updating the License: Wizards or its designated Agents may publish updated versions of this
License. You may use any authorized version of this License to copy, modify and distribute any 
Open Game Content originally distributed under any version of this License. 

10 Copy of this License: You MUST include a copy of this License with every copy of the Open 
Game Content You Distribute. 

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using
the name of any Contributor unless You have written permission from the Contributor to do so. 

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License 
with respect to some or all of the Open Game Content due to statute, judicial order, or 
governmental regulation then You may not Use any Open Game Material so affected. 

13 Termination: This License will terminate automatically if You fail to comply with all terms 
herein and fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses 
shall survive the termination of this License. 

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall 
be reformed only to the extent necessary to make it enforceable. 

15 COPYRIGHT NOTICE 

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc. 

Fate Core System and Fate Accelerated Edition © 2013 by Evil Hat Productions, LLC. Developed, 
authored, and edited by Leonard Balsera, Brian Engard, Jeremy Keller, Ryan Macklin, Mike Olson, 
Clark Valentine, Amanda Valentine, Fred Hicks, and Rob Donoghue 

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan 
Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan, Rich Redman, 
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Bruce R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on original material by E. 
Gary Gygax and Dave Arneson. 

D6 Adventure (WEG 51011), Copyright 2004, Purgatory Publishing Inc  
West End Games, WEG, and D6 System are trademarks and properties of Purgatory Publishing 
Inc.  

Traveller System Reference Document Copyright © 2008, Mongoose Publishing. 

Traveller is © 2008 Mongoose Publishing. Traveller and related logos, character, names, and 
distinctive likenesses thereof are trademarks of Far Future Enterprises unless otherwise noted. All 
Rights Reserved. Mongoose Publishing Ltd Authorized User. 

The Accelerated Book of Approaches, Copyright 2014, Mark Meredith. 

In accordance with the Open Game License Section 8 “Identification” the following designate 
Open Game Content and Product Identity: 

OPEN GAME CONTENT 

The contents of this document are declared Open Game Content except for the portions specifically 
declared as Product Identity. 

PRODUCT IDENTITY 

All artwork, logos, and designs, unless specifically identified as Open Game Content are product 
identity. All artwork is copyright 2014 by the individual artists credited on the credit page. 


