The Guardian
Racial Assumptions
+50 Beam Attack

+50 Beam Defence

Ultra Elite Crew

Trans Dimensional

The Guardian assumes that all standard technologies have been researched for it.
Outfits
1.
Shield Capacitor

2.
Hard Shields

3.
Battle Scanner

4.
High Energy Focus

5.
Structural Analyzer

6.
Achilles Targetting Unit

7.
Automated Repair Unit

8.
Energy Absorber or Time-Warp Facilitator

9.
Xentronium Armor (5000 Armor, 5000 Hull)

10.
Class X Shields (1000 Shields)

11.
Interphased Drive (movement of 20)

12.
Moleculartronic Computer

13.
The Guardian’s Drive system never explodes, it is unboardable, and Tractor Beams, Black Hole Generators, Stasis Fields, and Emissions Guidance weapons have no effect on it.

Weapons
1.
6 Death Rays (Heavy, Continuous)

2.
25 Particle Beams (PD, Continuous, Armor Piercing, No Range Dissipation)

3.
8 Spatial Compressors

4.
1 Black Hole Generator

5.
1 Black Hole Generator

6.
5 Plasma Torpedos (ECCM, Enveloping, Overloaded, No Range Dissipation)

7.
45 Anti-Missile Rockets

8.
2 Stellar Converters

Rationale:  Can you tell that I think the Guardian should be harder to defeat?

Antarans
Racial Assumptions
+50 Ship Attack

+50 Beam Defence

+20 Ground Combat

Heavy Gravity

Trans Dimensional

Ultra Elite Crews

Cybernetic

All Technologies Upgraded (has Troop Pods, Security Stations, Powered Armor, and the like)

I would tinker with the weaponry of the ships some, but for now I’ll leave that aside (mostly because I want to nap at the moment).  The plain sense of this is that Antarans will basically win any battle in which they are involved early in the game (which means that their fleet growth can be much weaker and they should not hit the same person as much), and furthermore that Antaran cannot be so easily acquired by boarding and capturing them (also since Quantum Detonator’s explody possibility has been raised to 75%).  However, I will toss in here the Star Fortress...

Antaran Star Fortress
Outfits
1.
Damper Field

2.
Reflection Field

3.
High Energy Focus

4.
Structural Analyzer

5.
Achilles Targetting Unit

6.
Battle Scanner

7.
Automated Repair Unit

8.
Rangemaster Unit

Weapons
Same as usual, except we add a 5th slot with 11 Plasma Torpedos with all modifications.

Rationale:  Obviously, we’re making the attack on Antares more of a challenge, but also some of the Star Fortress’ outfits (like Quantum Detonator) were stupid and could have been better placed.  ‘Tis all!

Anyways, when the Guardian is defeated, the player would get three Antaran technologies instead of four.  This is because two of the Antaran technologies have moved into the standard set of technologies.  These three technologies would be entirely random.  In the old MOO2, there was always a 100% chance of getting Death Ray:  no longer!  One can get any three of the remaining six technologies when one conquers Orion.


Once any players acquires an Antaran technology by any method (even by boarding and scrapping Antaran ships, which I assure you will be MUCH more difficult), a new ninth tech tree will appear where the player can do research.  There are only 7 levels to this new tech tree, and all of the levels are Hyper-Advanced.  They will improve on the Antaran technologies that have been acquired.

Rationale:  Antaran technology often tends to fall behind in some departments, and this is an opportunity to improve on it.

Death Ray
Modifications:  Heavy, Continuous

-The Death Ray will only miniaturize with the Antaran tech levels.  Its ability to kill Marines on ships is just like Neutron Blaster, but with double the effectiveness.

Spatial Compressor
-Miniaturization only.

Black Hole Generator
-Black Hole Generators will miniaturize.  Their starting ability causes a ship to explode after one additional turn than is currently the case.  After 3 levels of miniaturization, the Black Hole Generator acquires a modification (Gravity Well) that changes an enemy ship’s implosion time to the time that is presently in the game.  This miniaturization increases the Black Hole Generator’s mass by 50%.

Xentronium Armor
-Every level of Antaran tech researched if this technology is owned by the player will increase the player’s Ground Combat rating by 3.  At the 7th level, the combat rating increases by 7 (for a total of 25).

Damper Field
-Damper Fields never decrease in mass.  Each level of Antaran Hyper-Advanced research will do something with the Damper Field.

1.
Damage reduction increased to 76%.

2.
Damage reduction increased to 78%.

3.
Damage reduction increased to 80%.

4.
Ground troops (Infantry and Armor) now have Damper Fields, and gain +1 hit point as a result.

5.
Damage to a planet is dropped by 25% after all other considerations have been calculated (includes Bombardment screen).

6.
Missiles and Fighters have Damper Fields:  only every 4th weapon can kill one of these.

7.
Damper Field ceases to exist as a ship outfit.  Instead, if no shields are equipped, Damper Field will be equipped automatically and be weightless.

Reflection Field
-Each level of miniaturization both miniaturizes the Reflection Field and also gives it additional features.

Before I go on, I need to comment that if my changes do not look very specific, it is because we have very limited information on how Reflection Field works in the first place, as no particular details are given.  I can say the following things for sure.

A.
Weaker Beams, from Laser Beam up to Phasor and Gauss Cannon, as well as Particle Beams, are very likely to be reflected.  Beams Disruptor Cannon and better are not affected as much.

B.
When a Beam is reflected, it literally does 0 damage to the targetted ship as though it had never been, and is instead sent back to the owner, and always hits on the return flight.  I have no idea whether Beams that miss the original target can themselves be reflected.

C.
It would appear that modifications on Beams are not carried back on the reflection, with the possible exception of Armor Piercing.  This is obvious from reflections such as Plasma Cannon and Phasors, since the Enveloping does not hit every shield and Shield Piercing does not go through the shields.  I cannot tell whether the full damage bonus of Autofire is reflected or not.

Bearing these things in mind, here are some of my thoughts.

1.
Improved chance to reflect weaker Beams.

2.
All modifications on Beams are reflected.

3.
The Reflection Field has a chance of capturing and reprogramming Torpedos towards a random enemy ship.

4.
Better effectiveness on stronger Beams.

5.
The reflected Beams do 50% more damage.

6.
Better effectiveness on stronger Beams.

7.
The reflected Beams to 100% more damage.

Last Point:  The Antaran tech tree ceases to exist after all 7 levels have been researched.
