250 RP
1.  Security Stations

2.  Scout Lab

3.  Optronic Computer

650 RP
1.  Dauntless Guidance System

2.  Neural Scanner

3.  Research Lab

900 RP
1.  Holo Simulator

2.  Positronic Computer

3.  Rangemaster Unit

1150 RP
1.  Emissions Guidance System

2.  Cyber-Security Link

3.  Planetary Supercomputer

2000 RP
1.  Android Farmers

2.  Android Workers

3.  Android Scientists

2750 RP
1.  Virtual Reality Network

2.  Cybertronic Computer

3.  Structural Analyzer

3500 RP
1.  Galactic Cybernet

2.  Autolab

6000 RP
1.  Pleasure Dome

2.  Moleculartronic Computer

3.  Achilles Targetting Unit

250 RP
1.  Security Stations

2.  Scout Lab

3.  Optronic Computer


1 - After Security Stations is researched, it will automatically appear on all ships that are then built or refitted.  Weightless, takes no outfit slot, and adds +15% to ground defence on ships in combat.


2 - Adds +35% to Beam Attack against Monsters and Antarans (only for the ship that has it equipped).  Has the scanning ability of Battle Scanner:  Star Bases will automatically have this ability if Scout Lab is researched, but will not equip a Scout Lab.  Scout Lab will also provide research (# of research and total mass yet to be determined.


3 - No changes from original.

650 RP
1.  Dauntless Guidance System

2.  Neural Scanner

3.  Research Lab


1 - This is a prerequisite for using the ECCM miniaturization.  Otherwise, no changes.


2 - No changes.


3 - No base +5 Research, and the upkeep is increased to 2.

900 RP
1.  Holo Simulator

2.  Positronic Computer

3.  Rangemaster Unit


1 - No changes.


2 - No changes.


3 - Range-to-hit penalty reduction remains the same.  However, added is a 35% reduction in the damage lost to range, and a 25% increase in Beam range.

1150 RP
1.  Emissions Guidance System

2.  Cyber-Security Link

3.  Planetary Supercomputer


1 - This is a different prerequisite for using the ECCM miniaturization.  Otherwise, no changes.


2 - The bonus to spying is 15%


3 - Provides no base 10 research, and the upkeep is increased to 4.

2000 RP
1.  Android Farmers

2.  Android Workers

3.  Android Scientists


1 - These will either require some kind of change, or the other food options in the game will require a change.  How exactly this would work is yet to be determined.


2 - No changes.


3 - No changes.

2750 RP
1.  Virtual Reality Network

2.  Cybertronic Computer

3.  Structural Analyzer


1 - Provides a 25% morale bonus


2 - No changes.


3 - Heavier.  Also, I’m not sure, but if this functions for more weapons than just Beams, I would restrict it to only function on Beams.

3500 RP
1.  Galactic Cybernet

2.  Autolab


1 - No base 15 research.  Upkeep increased to 6.


2 - Provides 20 research.

6000 RP
1.  Pleasure Dome

2.  Moleculartronic Computer

3.  Achilles Targetting Unit


1 - Provides a 35% morale bonus.


2 - No changes.


3 - Heavier.

250 RP
1.  Security Stations

2.  Scout Lab

3.  Optronic Computer


1 - Although Security Stations are fairly light, even that little bit of extra weight often just isn’t worth the defensive bonus provided, and furthermore, using an outfit slot for this tends to forsake something more useful.  By reducing the bonus to 15%, having this weightlessly on all ships provides a more reasonable bonus.


Security Stations is counterbalanced in its impressive bonus by the other two technologies available here, which would have a more immediate use in the game.


2 - As it is, Scout Labs are quite heavy and provide very little as a bonus.  My intention is that Scout Labs should be a viable option for Feudal races in particular (and also Unification to a lesser extent) to do research early on in the game.  The Beam Bonus of Scout Lab having an increase makes it a viable option to use in knocking off Antarans (if possible), or Monsters for expansion.  Finally, having the scanning ability of Battle Scanner really permits the Scout Lab to fulfill its vocation in scouting.


Since Optronic Computer is not completely overpowered by a Research Lab anymore, Scout Lab VS Optronic Computer might be a tough early-game choice, because both involve building ships, but the question in the end is what those ships are used for.


3 - Optronic Computer — not being outclassed by Research Labs — makes for a really solid early-game Beam Attack.

Final Comments:  Though Optronic Computer and Scout Lab are probably the two primary choices, neither of them are absolutely critical to the game in any way, and Security Stations would help a civilization in the long run when potentially solid technologies risk being lost to boarding.

650 RP
1.  Dauntless Guidance System

2.  Neural Scanner

3.  Research Lab


1 - The ECCM requirement change to Dauntless Guidance System makes it a more appealing choice, because without ECCM, Missiles risk having very limited effectiveness.  This doesn’t mean that an opponent would necessarily have ECM Jammer researched, but you would be more well-prepared for a battle with this than without.


2 - No comments.


3 - With a base research, Research Lab is simply too powerful:  such a bonus is totally unnecessary.  The upkeep increase encourages a player to be careful with his/her use of Research Labs, since a +1 bonus to research per scientist is hardly insignificant.

Final Comments:  Since a player can no longer have the spying bonus of Neural Scanner and the Research bonus of Research Lab simultaneously, part of the choice here is learning VS spying.  Thus, either way, there is risk involved, either because there is insufficient research being accrued, or because research being accrued risks being lost to another player.  As for Dauntless Guidance System, my intention is that Beams will get some level of nerfing, so Dauntless as a choice war weapon will have a distinct amount of appeal in order to conduct effective invasions, especially early on in the game.

900 RP
1.  Holo Simulator

2.  Positronic Computer

3.  Rangemaster Unit


1 - With Supercomputer being moved elsewhere and Optronic Computer having much better accessibility due to Research lab’s being moved elsewhere, Holo Simulator — without changes — suddenly is a much more reasonable choice.


2 - Usually Postronic Computers provide effective and reliable ability to hit enemy ships with Beams.


3 - The Rangemaster Unit simply never provided enough of a bonus — especially over its counterpart researches — to be worth getting.  While the Rangemaster Unit still won’t help much at all if you do not have enough Beam Attack (gearing someone towards Positronic Computer), it can become a wonderful asset if your Beam Attack is reasonable.  A potential strategy involves retreating and using Back or Bx Beams (which will be lighter) with Rangemaster Unit’s improved range to really give an opponent a hard time.  Of course — unlike Positronic Computer — Rangemaster Unit has mass to it and takes up an outfit slot, which should balance it out as a choice.

Final Comments:  Options here between morale, Beam Attack, and a special Beam outfit.  Colony benefits are evident, and Holo Simulator is also an obvious choice if you’re running a combat strategy that isn’t immediately making use of Beams.  The Positronic Computer and Rangemaster Unit provide strategic diversity at this level in Beam tactics.

1150 RP
1.  Emissions Guidance System

2.  Cyber-Security Link

3.  Planetary Supercomputer


1 - If you missed Dauntless Guidance System earlier, then you can get the ECCM modification from this.  The power of Emissions Guidance System is quite undisputed.  This is a very dangerous technology.


2 - Since Planetary Supercomputer provides immense research, and a player who researched Neural Scanner and Supercomputer would in effect have equal spying and superior research to one who researched Research Lab and Cyber-Security Link, the 5% extra bonus leading to 15% makes up for this differential.


3 - As with Research Lab, the base bonus is simply unnecessary, and the huge science bonus this provides warrants a large upkeep.

Final Comments:  One may notice that the setup here is exactly the same as at 650 RP.  We have a spying bonus, a research bonus, and a missile-improving technology.  The same concept applies here as there.

2000 RP
1.  Android Farmers

2.  Android Workers

3.  Android Scientists


1 - The problem with Android Farmers is that after only a couple food upgrades (which are probably almost always researched before arriving at this research level), the number of population necessary for food production drops incredibly, leaving these in the dust.  It is a reasonable consideration, then, that perhaps the tech level here should be dropped to 1500 RP, which would make Android Farmers more accessible as a food tech.  Since the other Androids seem a bit strong anyways in contrast with the Farmers and the tech is appearing earlier in the game, either the other two could be reduced in power, or this one’s power can be increased.


2 - Remember that Androids are Tolerant, meaning that you can build extra Androids on a planet that is not Gaia and has no racial population bonuses, even when that planet’s population is full.  Their Tolerant status also means that pollution on the planet is reduced.  Androids are cheap, so with their large production bonus, Workers can easily and massively increase the production of a planet.  Small cost for not providing any taxes.


3 - Scientists are decent, and a reminder that their research bonus is higher than a racial bonus can ever get.  No bonus from morale, though.

Final Comments:  In essence, Androids are a megabonus for races that have no natural population bonus and have not conquered another race that has one.  I would hardly say that their addition to a civilization is insignificant.  What I will say, however, is that these have been reduced from their position at 2750 RP because they were simply too difficult to access.  By bringing them down to 2000 RP or even 1500 RP, a civilization might even be able to plan these as a distinctive part of a game strategy.  

2750 RP
1.  Virtual Reality Network

2.  Cybertronic Computer

3.  Structural Analyzer


1 - Perhaps a 25% bonus is a bit powerful, but I don’t think so.  This technology is conveniently alongside two very powerful technologies, and consequently — though Virtual Reality Network’s bonus is powerful — it may be a poor choice in terms of winning a war.


My aim in increasing both this technology’s bonus and Pleasure Dome’s bonus is so that — along with other morale bonuses — all the governments that benefit from morale can get a maximum of 100% morale.  Imperium’s 20% morale bonus no longer exists, and is now distributed amongst different technologies, such as this one (another 10% has moved to Food Replicators), and Democracy gets a 10% bonus naturally.


2 - Cybertronic Computer’s large bonus is one that almost certainly lessens the need for the Continuous modification on Beams, and makes Beams solidly reliable in most situations.


3 - Double damage after penetrating the shields is a HUGE bonus, and so I think it’s totally appropriate if this crazy thing is heavier than it is now.  This won’t help a player without sufficient Beam Attack to hit the target, but on a ship that has such an ability, this is deadly.

Final Comments:  The pattern continues from the 900 RP level:  a morale booster, a Beam Bonus for to-hit, and an outfit that improves beams in a unique way.

3500 RP
1.  Galactic Cybernet

2.  Autolab


1 - See comments relating to Research Labs and Supercomputers.  At +3 research per scientist, this can make an outrageous difference to research.


2 - This is an alternative for Feudal and Unification governments in particular, which would not benefit as much from Galactic Cybernet.  The base research value might need to be revised.  The assumption is, fundamentally, that since Unification receive no morale and since Feudal have poor research in the first place, that perhaps these two governments would have more planets around to build these on to make up for anything Galactic Cybernet could provide.  An upkeep of 3 also might work nicely.

6000 RP
1.  Pleasure Dome

2.  Moleculartronic Computer

3.  Achilles Targetting Unit


1 - 35% bonus is strong, but an increase in production cost would level this out.  Otherwise, see comments for Virtual Reality Network.


2 - This technology is kind of necessary if one wants to use Beams in dealing with players who have fast drives, Inertial Nullifiers, and that sort of thing.  Pleasure Dome’s bonus may be huge, but this technology is not ill-placed.


3 - This mean technology can really make a mess of enemy ships.  If you’ve used it once, you understand what I mean.

Final Comments:  A last instance of following the pattern of morale, Beam Attack bonus, and an item that has a special effect on beams.  What a player chooses would I think highly depend on what he/she needs.

