250 RP
1.  Nuclear Missile

2.  Deuterium Fuel Cells

3.  Tritanium Armor

650 RP
1.  Merculite Missile

2.  Pollution Processor

3.  Iridium Fuel Cells

900 RP
1.  Pulson Missile

2.  Duranium Armor

3.  Microlite Construction  (possibly Urridium Fuel Cells)

2000 RP
1.  Zeon Missile

2.  Zortrium Armor

3.  Atmosphere Renewer

3500 RP
1.  Nano Disassemblers

2.  Neutronium Armor

3.  Urridium Fuel Cells  (possibly Thorium Fuel Cells)

10000 RP
1.  Thorium Fuel Cells  (possibly Microlite Construction)

2.  Adamantium Armor

250 RP
1.  Nuclear Missile

2.  Deuterium Fuel Cells

3.  Tritanium Armor


1 - No changes to the missile itself.  The ECCM modification for all missiles would require Dauntless Guidance System or Emissions Guidance System as a prerequisite.  Finally, the mechanics of missiles would probably change to that of a reloading system where Missiles need to be restocked at a player’s bases instead of being completely replenished after every combat (see Game Mechanics Changes).


2 - No changes.


3 - Ground Combat bonus is only +5 (Titanium would provide a Ground Combat bonus of 0).

650 RP
1.  Merculite Missile

2.  Pollution Processor

3.  Iridium Fuel Cells


1 - No changes.


2 - No changes.


3 - Range is 8 parsecs.

900 RP
1.  Pulson Missile

2.  Duranium Armor

3.  Microlite Construction


1 - No changes.


2 - Provides three times the base armor level, and +10 Ground Combat.


3 - No changes.

2000 RP
1.  Zeon Missile

2.  Zortrium Armor

3.  Atmosphere Renewer


1 - No changes.


2 - No changes.


3 - No changes.

3500 RP
1.  Nano Disassemblers

2.  Neutronium Armor

3.  Urridium Fuel Cells


1 - No changes.


2 - No changes.


3 - Range is 10 parsecs.

10000 RP
1.  Thorium Fuel Cells

2.  Adamantium Armor


1 - No changes.


2 - No changes.

250 RP
1.  Nuclear Missile

2.  Deuterium Fuel Cells

3.  Tritanium Armor


1 - Nuclear Missiles were moved up a level because they simply packed too much of a bunch at the basic level.  There aren’t many tech levels in this field, so it can be hard to miniaturize the higher-level Missiles, leaving Nukes to more or less remain consistent in damage with all the others throughout the game until higher-level shields and more reliable Beams show up.  Also, the notion of restocking Missiles is present mainly so that Missile settings beyond x2 and x5 can be more feasible, as too many combats end after only a couple of rounds.  This new setup would be feasible because Beams are generally a bit less powerful and would not be able to destroy Missiles as easily.


2 - If one does not get Deuterium Fuel Cells here, then the only other real way to navigate the universe is Iridium Fuel Cells or Extended Fuel Tanks, where the latter makes ship effectiveness drop by a considerable amount.  I just wanted to note this to highlight the importance of this technology.


3 - I see no reason why players should start the game with a combat rating above 0, and since I’ve added a new armor to the game, all suits well.

Final Comments:  Options here are one that permits a player to fly to a new destination more easily, one that makes ships stronger than paper, or a weapon that is very reliable throughout the whole course of the game.

650 RP
1.  Merculite Missile

2.  Pollution Processor

3.  Iridium Fuel Cells


1 - Nothing to say, really.  Having this Missile only a single level about Nuclear Missile is a bit more reasonable.


2 - No comments.


3 - Iridium Fuel Cells having an earlier research level leaves it as a “second chance” for getting range if Deuterium is missed.  The range could even be reduced to 7.  9 is definitely overkill at this stage of the game.

Final Comments:  Pollution Processor is a big help in the production department, Merculite is considerably stronger than Nuclear Missile, and Iridium may be needed despite the usefulness of either of these.  A different nice thing is that Tolerant races no longer default to Merculite Missile, but now actually have a choice.  All these options are good ones.

900 RP
1.  Pulson Missile

2.  Duranium Armor

3.  Microlite Construction


1 - No comments.


2 - If Tritanium Armor was missed at 250 RP level (with just cause), the armor on ships would be quite lousy for a long time (until Zortrium Armor).  This is a more reasonable option than waiting so long to beef up those paper ships.  The choices alongside this though make for a tough choice:  a production booster that never repeats, and a Missile that can still be miniaturized within reason.


3 - Microlite Construction seemed a bit weak up at 2000 RP.  With the nerfs to production-oriented buildings, this simple +1 bonus fits very nicely here and is roughly equivalent in total research to Automated Factories.  Although it is a unique bonus, the bonus is low enough that it is by no means necessary.

Final Comments:  A choice between a strong Missile, a weak but decent armor, and a production bonus.  Nothing more to add.

2000 RP
1.  Zeon Missile

2.  Zortrium Armor

3.  Atmosphere Renewer


1 - Zeon Missile seemed rather weak at 4500 RP, both because it was far removed from the other Missiles and also because it was ridiculously difficult to miniaturize.  At this level, it is far more feasible.


2 - No comments.


3 - This technology is very powerful in terms of managing pollution on production planets, and makes for a good choice with the other two options.

Final Comments:  I am fiddling with the notion of making this tech level to be 1500 RP instead, but that might be a bit low.  In any case, we have a strong armor, a strong pollution control, and a strong Missile.  Lots of good options here.

3500 RP
1.  Nano Disassemblers

2.  Neutronium Armor

3.  Urridium Fuel Cells


1 - Yes, this has been raised in level, but I think this is okay so that Core Waste Dumps has more viability in the Construction line.


2 - No comments.


3 - I think 12 parsecs for this is simply unnecessary.  By lowering the parsec range of Urridium, Thorium becomes more powerful by consequence and ends up being a better challenger for Adamantium, since I always felt that that pair was a bit lop-sided.

Final Comments:  I’ve dropped this level down to 3500 RP for the sake of Nano Disassemblers and Urridium Fuel Cells:  for Urridium Fuel Cells in case a player somehow missed both Deuterium and Iridium (there was no other good place to put Urridium lower in the tech tree without unbalancing everything), and for Nano Disassemblers, because it is a bit less accessible now.  This may be making Neutronium too accessible, but this is okay.  Leaving this tech level at 3500 RP also makes miniaturization of Missiles a bit more feasible in this tech tree with few levels.  In any case, the options are heavy armor, a parsec range that is strong, and pollution control otherwise.  Not perfectly even, but even enough, I think.

10000 RP
1.  Thorium Fuel Cells

2.  Adamantium Armor


1 - With Urridium knocked down a little bit, the infinite range of Thorium really can be a threat in terms of reaching opponents that cannot reach you.


2 - No comments.

Final Comments:  I think this is a fairly even choice.  My only other real consideration is to drop the RP down to 7500.  Would this seem unreasonable?

LAST NOTE:  The as yet unmentioned thing from me in this line is the possibility that Urridium would move down in level as would Thorium Fuel Cells, and Microlite Construction would move up alongside Adamantium Armor.  This is so that there would be plenty of options for Fuel Cells in the early game (especially for Uncreative races, but also for good strategy variety in general), while Thorium would be totally nice, and Microlite would rival Adamantium in that its bonus would be increased to +2.  However, at the moment, I am content with the way things are.
