Free Fleet Feats

So you don’t want to play a member of the Union or Confederacy?  Well, here are some feats to help you free Fleet characters.

Always on the Move (General; Free Fleet Only)

Citizens of the Free Fleet can never stay in one place for too long.  This has caused them to be unable to perform dedicated training in certain fields, though they have been able to pick up a skill relatively quickly, though this often gives them limited ability in a given field.  The term “Jack of all trades, and Master of None” is somewhat appropriate, though they are only hindered in one or two skills at most.

Benefits: Years of living on the move have given the Free Fleet citizen a few advantages.  The character’s base speed is increased by 10 feet as a result of being in constant motion.  They also may choose one skill they currently have no ranks in and increase their ranks in it (providing they meet certain requirements) to 5.  They downside of this is that they can not add any more ranks to the skill, which represents them losing their chance at mastering the given skill.

Relations with Aliens (General; Free Fleet Only)

As a result of exploring the vast cosmos, citizens of the Free Fleet often come into contact with alien races.  They are able to learn valuable information from the alien race and interact well with them, much better than the Union and Confederacy.  Of course, the citizen must be able to interact well with other humans in order to interact well with other races.  Occasionally, a citizen gets along well with more than one alien race.

Prerequisites: Cha +13
Benefits: The character chooses an alien race which they wish to be familiar with.  They gain a +4 circumstance bonus to Diplomacy and Knowledge (alien race) rolls involving the alien race.  They also know how to speak the alien race’s language, or at least one dialect of it, for particularly complex languages.  The GM must approve the alien race you choose.

Reserve Status (General; Free Fleet Only)

A citizen of the Free Fleet must join their city-ship’s army for two years and be in the reserves afterwards.  Some citizens don’t simply let their two years in the military go to waste and stay in shape to better help them with life on Cretasus.  Also, some citizens choose to stay in shape in order to be prepared in the event that a war is declared and their reserve status is activated

Prerequisites: any non-soldier class
Benefits: The character with this feat gains a +3 competence bonus to Climb, Jump, Ride, and Swim rolls, a result of staying in ship even while a reservist.

