Union Feats

Mad because the Core Rulebook has Confederate Only feats, but no Union Only feats?  Then here are three new feats to help balance the three Confederate only feats from the Core Rulebook.

Affinity For Technology (General; Union Only)

Union citizens have a natural understanding of high tech systems and technology.  This not only helps in times of using advanced weaponry and vehicles, but also in learning to use advanced alien technology. 

Prerequisites: minimum tech level of 7
Benefits: Characters with this feat have an almost innate ability to use advanced technology, even if it’s from another planet and gain a +5 competence bonus to their tech level, raising their tech level to a minimum of 12

Educated (General; Union Only)

Union citizens are renowned for being fairly well tutored in the finest universities, when compared to the rough and tumble ‘leap before you look’ Confederates.  More often than not, a citizen takes highly advanced classes in one particular skill in order to master that particular field.  Dedicated scholars will do this for multiple skills to make themselves ‘well-rounded’.

Benefits: The Union character may choose one Intelligence-based skill and add a whopping +6 competence bonus to it.

Silverclaw Specialist (General; Union Only)

Your machinist is one of the many Union citizens who have become quite adept at the cybernetic enhancement of dinosaurs, as well as the procedures leading up to such adjustments.  This is made easier for Union Machinists because of their easy understanding of advanced technology when compared to mostly-uneducated Confederate Machinists who tend to act haphazardly when making such complex enhancements to dinosaurs. 

Prerequisites: Machinist Class
Benefits: The Machinist with this feat gains a +4 competence bonus to Alchemy/Chemistry, Craft, Knowledge (science), Knowledge (technology), and Repair Device rolls made involving the building, repair, or attachment of cybernetic equipment to dinosaurs.

