
CHARACTER NAME
SPECIES

POWER LEVEL

Base Refresh	 - Spent Refresh	     = Current Refresh

Skill Pts	   Skill Cap
ASPECTS
	 HERITAGE

	heritage

	 Homeworld

	 Personal Strength

	 Personal Weakness

	 Former Associates

	 Desperate Situation

	job

	 SHIPMATES

	 CAPTAIN

SKILLS			   RANK

STUNTS & SPECIES ABILITIES	 COST

			refresh    spent on STUNTS & abilities

GEAR			  IMPROVEMENTS

SHIP
	 CONCEPT

	 PROBLEM

	 STRENGTH

CAPTAIN
	 CONCEPT

	 TROUBLE

	LEADERSHIP

STRESS		  ARMOR/SHIELDS

         

CONSEQUENCES	 RESOURCES

   MILD (-2)

   MODERATE (-4)

   SEVERE (-6)


	Introduction
	Bulldogs! Overview

	The Galaxy
	Setting Basics
	The Frontier Zone
	The Empires
	Some Other Places of Note
	Organizations and Corporations
	Other Snags

	FATE Basics
	Gear Up!
	Those Fudge Dice
	The Ladder
	Rolling the Dice
	Stuff That’s on Your Character Sheet

	Alien Species
	The Building Blocks of an Alien
	Arsubarans
	Dolomé
	Hacragorkans
	Ken Reeg
	Robot
	Ryjyllian
	Saldrallan
	Templar
	Tetsuashan
	Urseminite
	Creating Your Own Species

	Crew Creation
	Ship
	Captain
	Power Level
	Species
	Aspects
	Skills
	Stunts

	Aspects
	Using Aspects
	Invoking Aspects
	Compelling Aspects
	Encountering Other Aspects
	Picking Character Aspects
	Creating and Discovering Aspects in Play

	Doing Things
	Using Shifts
	Taking Action
	Running Conflicts
	Other Common Situations
	Explosions
	Minions

	Advancement
	Milestones & Characters

	Skills
	Academics
	Alertness
	Artillery
	Athletics
	Burglary
	Contacting
	Deceit
	Empathy
	Endurance
	Engineering
	Fists
	Gambling
	Guns
	Intimidation
	Investigation
	Leadership
	Medicine
	Might
	Pilot
	Psychic
	Rapport
	Resolve
	Sleight of Hand
	Stealth
	Survival
	Systems
	Trading
	Weapons

	Stunts
	What Stunts Do
	Creating Stunts
	Sample Stunts

	Gear
	Buying Things
	Trading
	Starting Gear
	Lifestyle Maintenance
	Weaponry
	Personal Defense
	Personal Items
	Making Things

	Ships
	The Anatomy of a Ship
	Vehicle Creation
	Ship Maintenance
	Ships in Play
	Ship Conflicts
	Repairing Damage to Ships
	Matters of Size
	Sample Vehicles

	Running the Game
	Basic GM Techniques
	Conflict Design
	Keeping It Exciting
	Adventure Design
	Other Campaign Setups


