150 RP
1.  Biospheres

2.  Hydroponic Farms

3.  Death Spores

4.  Microbiotics

400 RP
1.  Soil Enrichment

2.  Cloning Centre

3.  Telepathic Training

1150 RP
1.  Universal Antidote

2.  Gaia Transformation

3.  Bio-Terminator

1500 RP
1.  Subterranean Farms

2.  Biomorphic Fungi

2750 RP
1.  Heightened Intelligence

2.  Psionics

3500 RP
1.  Weather Controller

6000 RP
1.  Terraforming

2.  Evolutionary Mutation

150 RP
1.  Biospheres

2.  Hydroponic Farms

3.  Death Spores

4.  Microbiotics


1 - No changes.


2 - Upkeep of 1, provides 3 food.


3 - When a player carrying Death Spores approaches a planet, that player may choose to either spore the planet before attacking, or only spore the planet and not attack at all.  The player is permitted to spore a planet even if there are defending ships, satellites, or ground systems, with the following condition:  a defending fleet that is present may choose to engage the player who wishes to spore, and if the player who wishes to spore is repelled, there is no sporing; whereas, if the engaging fleet retreats or is defeated, the sporing player may spore.


The idea of sporing despite defences is along the lines of simply launching deadly biomatter into the solar system with a particular point in mind:  this could be done outside the range of any weapon.  When long-range sporing occurs, here is what happens.  Of the 10 ammunition that Death Spores come with (multiplied by the number of Spores equipped on the ship), one Spore would be used in this situation.  Used Spore ammunition remains used until it is recovered at a friendly base, which occurs at a single Spore ammunition per turn.  When a Spore ammunition is used, each Spore of that ammunition would have a 30% chance to kill either one million colonists on the planet, or an infantry/armor unit (Battleoids would be immune).  The sense here is that while Spores are being used at a long range, there is no way to control what is killed by them at this range.  All the ships in the fleet with Death Spores (or Bio-Terminators) equipped could use one ammo per turn in this way.


If all defending ships, satellites, and other defences in the system have been defeated, then in the bombardment screen, the player may use all ammunition of Death Spores on the planet, and may choose to specifically target defending infantry or planet population.


Finally, while the “bad diplomacy” idea might work with computer players, it would not work so well against human players.  My suggestion in this case is that when biological weapons are used, a slight negative aspect is placed on the player as relates to Leaders:  Leaders would have a slightly lesser chance to join the empire, and might cost more as well.


4 - The population growth bonus is increased to +1/3.  This bonus is related to original population growth, and therefore ignores any racial population growth bonuses or negations the player may have.  (Thus, a race with +50% pop growth and Microbiotics would have 100% + 50% + 33.333% pop growth = 183.333% pop growth.)

400 RP
1.  Soil Enrichment

2.  Cloning Centre

3.  Telepathic Training


1 - No changes, although I am considering a revamp of the food system.


2 - No changes other than perhaps an upkeep increase.


3 - Undecided what the spying bonus should be, between 5 and 10%.  This would only be for balancing amongst the two other choices in this tech level.

1150 RP
1.  Universal Antidote

2.  Gaia Transformation

3.  Bio-Terminator


1 - The bonus is +2/3 of original population growth.  This is not cumulative with Microbiotics (though I have considered the idea).


2 - Cost of producing Gaia Transformation is reduced to 250 production.


3 - See Death Spores, but the chance to kill colonists or infantry is 60%.  Recall that Microbiotics and Universal Antidote reduce the chance of a kill.  The % chance of kill is also a number that may be revised.

1500 RP
1.  Subterranean Farms

2.  Biomorphic Fungi


1 - 2 upkeep, and produces 6 food.


2 - In addition to the bonus this technology already provides, Toxic worlds could be terraformed to Barren for 1250 production even if Terraforming has not been researched.

2750 RP
1.  Heightened Intelligence

2.  Psionics


1 - The bonus to research is +2 per scientist.


2 - For Feudal and Dictatorship, this provides +10% spying and +10% morale.  For Democracy and Unification, this provides only +15% spying.

3500 RP
1.  Weather Controller


1 - I suppose this can sit at a +2 food bonus.

6000 RP
1.  Terraforming

2.  Evolutionary Mutation


1 - Terraforming Barren planets costs 500 production.  Terraforming Desert and Tundra planets costs 750 production.  Terraforming Ocean, Swamp, and Arid planets costs 1000 production.  Otherwise, this works exactly as before.


2 - No changes, but the # of bonus points might need to be adjusted after I go through all the racial bonuses and tinker with them.

150 RP
1.  Biospheres

2.  Hydroponic Farms

3.  Death Spores

4.  Microbiotics


1 - No comments.


2 - It’s easy to calculate that Biospheres outclasses Hydroponic Farms in the original game, barring the rarest of situations.  Biospheres’ 2 extra population per planet adds at least 1 extra income after upkeep, while Hydroponic costs 2 upkeep, or at the very least eliminates the need for 2 freighters, which comes to 0 income.  Furthermore, Biospheres adds Farmers to do work on farming planets, which can produce a considerable amount of food.  If Hydroponic Farms are producing 3 food with 1 upkeep, then the choice that is made ends up being one that is more based on racial and planet distribution as well as strategy, rather than logical necessity:  3 extra food may be able to free up more population for production than Biospheres in this situation, but this could cut both ways.


3 - Death Spores are just useless in the original game.  While the other options around Death Spores now are very powerful for planetary growth and management, Death Spores provides an interesting angle for planetary invasion.  As the “Game Mechanics Changes” document suggests, planets with 0 population cannot scrap buildings and do not have buildings automatically scrapped.  What this means is that a player can (ever-so-slowly) sack a planet of its population, and then the defending player cannot recoup money from this:  the buildings are then preserved for the invading player to move in later.  This also provides options for a player to knock out some military if one’s Ground Combat is poor, or at the very least to damage the ability of the planet to work for the owner’s empire.  This technology is by no means a game-winner, but it is certainly a tactical device that can help with invasions.


4 - Microbiotics was just too weak at 900 RP, barring certain specific situations.  At this level, a player can benefit from excellent population growth early in the game, though the player’s planets will not be any better than they would normally be once these planets are at full growth.  With the growth affecting the original population growth rate, this is a viable alternative to Cloning Centre for races with -50% population growth, though the growth rate would still be painfully slow, whereas races with growth bonuses could benefit from this, but the benefit would not be overwhelmingly powerful.

Final Comments:  While 4 technologies in one level is undesirable I think, the options here are diverse and all useful in their own ways, especially in terms of planetary management.  RP level is increased to 150 RP mostly to slow the acquisition of the level that follows.

400 RP
1.  Soil Enrichment

2.  Cloning Centre

3.  Telepathic Training


1 - This is basically a critical technology for races with no food bonus or with the negative food bonus.  I am opposed to the very idea of certain technologies being critical, though I am not opposed to certain technologies being more useful for some races than for others.  Because of this matter, and because of the matter that too much food is generated later in the game, this ends up being the reason why I want to revamp the food system.  I have a few ideas in mind, but for now I’ll leave things as they are.


2 - Excellent for all kinds of different reasons, and a good rival for Soil Enrichment.


3 - This technology is a fine rival for the other two, and makes this tech level somewhat resemble a similar Computers situation of Research Lab VS Neural Scanner, where here we instead have options of more food providing for more scientists, or the notion of more scientists coming into the game more quickly:  Telepathic Training is that bonus that just might still the other two.  As mentioned in the description section, just how big the spying bonus should be is under dispute, because I think this could easily be overpowered or underpowered in this section.  However, it definitely belongs here.

Final Comments:  Rounded choice of population growth, spying, and food production.

1150 RP
1.  Universal Antidote

2.  Gaia Transformation

3.  Bio-Terminator


1 - I guess you’ve noticed that population growth technologies all come early on.  This one’s a bit more expensive, but it’s also actually helpful, unlike it’s former position near the top of the tech tree.  It also has legitimate rival technologies.  While I could be convinced otherwise, I’ve decided that Universal Antidote’s growth bonus being cumulative with Microbiotics’ growth bonus would be slightly overkill.


2 - The fact of the matter is that Gaia Transformation just isn’t as impressive as Terraforming.  The population bonus is not all that large, and the food bonus is fundamentally equivalent to Soil Enrichment.  What this really provides is the opportunity to turn certain planets (like one’s homeworld) into mega food bases, which I think is just fine, because you still need to pay for the freighters.


3 - A meaner version of Death Spores.  No further comments.

Final Comments:  Yes, yes, I’m aware that this is amusing when one considers the last sentence I wrote, but that was a different context.  :P   In any case, super-duper population growth seems reasonably comparable to a boost to very specific (Terran) planets, especially when there is no Terraforming at this stage of the game to make others, so what the game provides in that department is all that would ever come about.  Bio-Terminators, for their part, would be a mean strike on these very worlds that have worked so hard to grow big.  ;)

1500 RP
1.  Subterranean Farms

2.  Biomorphic Fungi


1 - Subterranean Farms never stood a chance against Weather Controller.  Here, it is placed against another +1 food bonus technology (and automatic at that), which is ultimately still yet another strong rival.  Thus the change to Subterranean Farms seems appropriate.


2 - Another small and helpful bonus that one can’t complain about.  While it might be cool to leave some oddball Toxic planets in the game, I don’t think that much is lost if they could be changed.  More importantly, this technology provides the opportunity to eliminate a Toxic planet’s upkeep penalty.

2750 RP
1.  Heightened Intelligence

2.  Psionics


1 - At this tech level, this has always seemed a bit weak in contrast to the Computers line.  This is a random surprise in a tech tree that otherwise deals with completely different things.


2 - The slight change I’ve made to Psionics places this once again in a similar relationship to the Computers line of Cyber-Security Link and Supercomputer.  While Dictatorship and Feudal do not have +15% spying as with Cyber-Security Link, +10% morale makes up for that.  Unification has no morale, so the addition 5% spying makes up for that.  Democracy would obviously love to have Heightened Intelligence, but a +15% spying bonus might be important here to defend all that technology they’ve acquired...

Final Comments:  None, really.  Two solid choices.

3500 RP
1.  Weather Controller


1 - Strong food technology with nothing to compare to it.

Final Comments:  Weather Controller is ultimately the food technology that eliminates the need for further food technologies.  It is then quite appropriate for this to be near the end of the tech line.

6000 RP
1.  Terraforming

2.  Evolutionary Mutation


1 - I had formerly placed this with Weather Controller, but the fact of the matter is that I still think there was no comparison between the two, especially since there’s all kinds of other food technologies that come before Weather Controller.  Terraforming provides an opportunity for yet more food in the empire, but more importantly, an empire-wide increase in population, which is definitely of major significance.  This, if anything, deserve to be at the end of the tech tree.


2 - The alternative to Terraforming would I hope not involve a player’s choosing a +1 food bonus.  This is much more geared towards major combat bonuses (like Beam Attack, Defence, Warlord, Trans-Dimensional), and in order for that to compete with Terraforming, a slight point bonus could be involved.  Another alternative is to let a player pick a combat bonus and a racial bonus, or to provide an amount of points, where racial bonuses (like production, science) cost only half the points at this stage than do the combat bonuses.  Obviously, the intention here is that a player with Evolutionary Mutation would get some kind of bonus that would provide him/her with the opportunity to overwhelm a Terraforming player before that player could benefit from the population bonuses Terraforming provides.

Final Comments:  I really like putting these two choices together.  What would I do?

