The overall goal of this modification pack is to widen the strategic choices available to the player. Over the years a number of ‘best strategies’ have been developed of which deviating can be lethal in a multiplayer game. Most of us here all know them: race to crawlers, tree farms and air power. Use chop&drop in combat as soon as available. Forest & Forget, or go advanced all the way, with no overall third terraforming strategy available… This leads to whole aspects of the game being unused as unprofitable, for example a fungal strategy to name just one. With six years of experience behind us, we can identify these forgotten aspects and try to rebalance them so they become a viable strategy next to the already familiar ones. This can only increase the fun of our beloved game!
The Social Engineering system has been changed to add some novelty and more strategic choices. Some SE choices were underused, such as Power, so they were rebalanced. Others were completely scrapped, such as ‘future society’. When ‘future society’ becomes available, the game is already played. They don’t make much sense anyway IMO. What else is ‘Eudaimonic’ than the champion of vagueness in which you can read everything you want? Therefore they were replaced by other stuff, and all choices now become available reasonably early in the game, so you can enjoy the full spectrum of 16 possible choices.

Early conquest has been made easier.

Methods to achieve this:
Naval power has been strengthened.

· Foils and cruiser now both have one more movement point and transport capacity. Warmongers can now get faster and cheaper to their target of choice.
· Sensor arrays now require a technology to construct, meaning defenders will have to live some time without that +25% defense bonus.
Later conquest has been made harder.
Harder in the sense that air power has been weakened:
· The chop & drop tactic has been curtailed. Non-SAM Fission Choppers now only have 5 movement points! Early on they’re good for short range combat, but attacking bases faraway becomes harder.
· Needlejets are available later with Orbital Spaceflight and now represent spacecraft instead of aircraft. If you want a roleplay reason why fixed-wing aircraft don’t feature in SMAniaC: Due to combining high energy lasers with a very precise resonance-driven targeting system, it became very easy to shoot down high flying targets with a predictable flight path, such as bombers. Therefore only choppers became suitable for war, as they could fly closer to the ground and were more manoeuvrable. This meant their location could be less easily pinpointed by the Progenitor resonance ability. This situation only changed after spacecraft - the Needlejets - entered the scene, who could execute precision bombardments well out of range of any resonance-capable person or device.
· The space superiority ability is now costless for air units. Defending with air units is no longer more expensive than attacking with air units.

· The empath, trance and blink displacer abilities are no longer available for air units.

Combat in general has been made more varied. Besides strengthening naval power and weakening air power as outlined above, the following changes have been made:
· Artillery fire damage has been increased.
· Elevation gives combat boni or penalties.

· Land based guns no longer get a combat bonus against ship artillery.

Particular attention has gone to improving psi combat, and making native life and ecological damage more dangerous:
· Empath and trance abilities now only give +40% boni.

· The Planet SE factor now gives 15% boni/penalties.

· The empath and trance abilities are no longer available for air units.

· Sealurks now have the cruiser chassis.

· Native life is now cheaper to breed.

· Removing fungus now takes ten turns. As an added benefit, fungicide tanks then become more useful.

· Raising and lowering terrain now requires much higher tech, meaning sea level raises can be more damaging.

While this mod is focused on the human experience, where possible some minor things have been changed to help the AI:
· Constructing mines no longer reduces nutrient production by one. This should help the AI with their mine fetish.

· Mines and solar collectors have been given a technology prerequisite, albeit a low one. Hopefully the AI will then focus more on forests and farms in the first few turns.

· The terraforming cost of solar collectors and tidal harnesses has been reduced to four. This should help the AI (and of course humans) who likes to build solar collectors more than forests, boreholes, etc. It also makes sea colonization easier.

Sea Colonization has been made more attractive:

· Mining platforms now produce an extra mineral.

· Kelp farms now also have a “soil enricher”-like improvement: xenoweed.

· Sea boreholes can now be built with Ecological Geneering.
Other modifications:

· The minimum numbers of turns between council sessions is now ten years. Let’s have more diplomacy!

· Nanominiaturization is now the technology necessary to allow two special abilities for a unit.

