80 RP
1.  Battle Pods

2.  Survival Pods

3.  Troop Pods

150 RP
1.  Missile Base

2.  Fighter Garrison

3.  Battlestation

250 RP
1.  Spaceport

2.  Robotic Factory

3.  Fighter Bays

400 RP
1.  Armor Barracks

2.  Anti-Missile Rockets

3.  Fast Missile Racks

650 RP
1.  Advanced Damage Control

2.  Reinforced Hull

3.  Heavy Armor

900 RP
1.  Powered Armor

2.  Automated Factories

3.  Bomber Bays

1150 RP
1.  Titan Construction

2.  Assault Shuttles

3.  Battleoids

1500 RP
1.  Recyclotron

2.  Robo-Miners

3.  Automated Repair Unit

2000 RP
1.  Heavy Fighter Bays

2.  Core Waste Dumps

3.  Artemis System Net

3500 RP
1.  Ground Batteries

2.  Star Fortress

6000 RP
1.  Artificial Planet

2.  Doom Star Construction

7500 RP
1.  Advanced City Planning

2.  Deep Core Mines

80 RP
1.  Battle Pods

2.  Survival Pods

3.  Troop Pods


1 - The cost of Battle Pods would be doubled or tripled from what it is now.  Otherwise, no changes.


2 - No changes.


3 - Bonus is reduced to 50%, but is present on all ships that have been built or refitted after the technology is researched.

150 RP
1.  Missile Base

2.  Fighter Garrison

3.  Battlestation


1 - The player has limited ability to outfit the Missile Base with Missiles.  Each of the two slots of the Missile Base may carry different Missiles with different miniaturizations.


2 - Either the player can choose what kind of Fighters to use (with appropriate research) — with Bombers and Heavy Fighters having a little more room than at present — or all Fighters become present additively in the Fighter Garrison and more than one Fighter Garrison can be built at a planet to accomodate all of these.  See the comments section for more information.


Secondly, Fighter Garrisons add a new set of Fighters every three turns, and this is a full set of Fighters that is restored, and not a part set of Fighters, which can occur if the Fighters return to the planet after some have been destroyed.

3 - Firstly, Battlestations would provide +3 control points instead of +2.  Secondly, Doom Stars can be build with a Star Base, but at a +25% production cost penalty.  Thirdly, the Beam Attack bonus for the defending fleet is increased to +15.

Fourthly, Star Bases, Battlestations, and Star Fortresses would only have mass assigned to the weapon slots.  Any shield can be equipped, and up to 8 outfits (with the exception of Battle Pods, and perhaps a couple other exceptions).  In the first slot is any Heavy Beam with modifications.  In the second slot is any standard Beam with modifications.  In the third to seventh slots can be any PD Beams with modifications or any special weapons (including Fighters), with a single total mass for the four slots.  The eighth slot can be any Missile or Torpedo with modifications.


Cloaking Devices (and the like) installed on Bases would make them invisible on the main screen.  A Damper Field would eliminate the shield, but add no extra space.  Finally, the Megafluxers upgrade would increase the mass of all weapon slots by 50%.


A last small addition is that I think I would make the Battlestation a touch more powerful than it is now.


Mechanics Note:  When any Star Base, Battlestation, or Star Fortress (or planetary weaponry) is outfitted, there is a 5-turn delay before the outfitting takes effect.  Any miniaturization that occurs will automatically increase present numbers of weaponry and update the station in 5 turns, but no new technology is added until the player manually changes it.


Second Mechanics Note:  Having a Star Base built would not reduce the cost of Battlestations or Star Fortresses.
250 RP
1.  Spaceport

2.  Robotic Factory

3.  Fighter Bays


1 - No changes, other than perhaps a bit more production to produce it.


2 - Provides a static 12 production per turn on any planet, regardless of resource richness.  Otherwise, no changes.


3 - No changes.

400 RP
1.  Armor Barracks

2.  Anti-Missile Rockets

3.  Fast Missile Racks


1 - Firstly, both Armor and Marine Barracks would produce the proper number of troops on planets as described in their descriptions.  Secondly, Armor always have +10 Ground Combat over Infantry, including Infantry with Powered Armor (although the hit points of an Armor would be identical to an Infantry with Powered Armor).  Armor Barracks permits a player to build Heavy Transports.  Heavy Transports cost 250 production to build, take 2 control points, and carry 3 Armor units.


2 - Mass reduced to 13.


3 - Perhaps a small mass increase, but otherwise no changes.

650 RP
1.  Advanced Damage Control

2.  Reinforced Hull

3.  Heavy Armor


1 - No changes.  Nevertheless, this might have significant effects if the natural repair rate of ships was changed.


2 - Protects ship systems and engines a bit better than it does now.


3 - No changes.

900 RP
1.  Powered Armor

2.  Automated Factories

3.  Bomber Bays


1 - No changes.


2 - No base +5 production, and upkeep is increased to 2 GC per turn.


3 - No changes.

1150 RP
1.  Titan Construction

2.  Assault Shuttles

3.  Battleoids


1 - Perhaps a base shield increase to 30, but this is possibly unnecessary.


2 - No changes.


3 - These have 10 more Ground Combat than Armor and one more hit point.  Otherwise, same deal as Armor Barracks (perhaps 3 Battleoids is too powerful on Heavy Transports and only 2 would be sufficient, but experimentation would show what to do with this).  Lastly, Battleoids are immune to Death Spores and Bio-Terminators.

1500 RP
1.  Recyclotron

2.  Robo-Miners

3.  Automated Repair Unit


1 - Slight increase in production cost.


2 - No base 10 production bonus, and upkeep is increased to 4 GC per turn.


3 - No changes.

2000 RP
1.  Heavy Fighter Bays

2.  Core Waste Dumps

3.  Artemis System Net


1 - No changes.


2 - No changes, though perhaps cost a bit more production.


3 - Double or triple current production cost.

3500 RP
1.  Ground Batteries

2.  Star Fortress


1 - Can be outfitted and has more firepower.


2 - Star Fortresses provide 6 (maybe 5) control points instead of 3.  For everything else, see comments on Battlestation.  Could be a bit stronger than it is now.  Beam Attack bonus for a defending fleet is increased to +30.


Mechanics Note:  Having a Star Base or Battlestation built would not reduce the cost of a Star Fortress.
6000 RP
1.  Artificial Planet

2.  Doom Star Construction


1 - Asteroid Fields throughout the galaxy receive a size and richness rating, and this turns them into appropriately-sized and resourceful Barren Planets.  Planets destroyed by Stellar Converters are always remade into their original size, richness, and gravity.  Finally, the conversion of Gas Giants would always yield random results, tending towards larger planets.


2 - Costs 25% more production to build if the player is using only a Star Base.  Base shield level is increased to 40-50 (maybe).

7500 RP
1.  Advanced City Planning

2.  Deep Core Mines


1 - No changes.


2 - No base 15 production.  Upkeep is increased to 6 GC per turn.

80 RP
1.  Battle Pods

2.  Survival Pods

3.  Troop Pods


1 - The essence of this change is that ships without Battle Pods should be a valid and meaningful option at all stages of the game, even when production is strong and Battle Pods are available.  I believe that this would effectively diversify ship designs, because ships with less space would have limited outfits and consequently a variety of designs would be needed in order to prevent a simple fleet from being trashed by a simple counter.  Battle Pod vessels would become unique specialty ships that are either very difficult to destroy, hold expensive Warp Dissipators, have enormous firepower, and of course carry Leaders.  Naturally, Battle Pods in the early game would be geared more towards Unification and Feudal, while Dictatorship and Democracy would probably benefit the most from other options.


2 - Nothing to say.  A good choice.


3 - Troop Pods weighed a bit much and was only useful in very specific situations.  While both the other options are very broad and useful options in almost all situations, Troop Pods in its redesigned fashion is available whenever the opportunity arises to use ground troops in space.

Final Comments:  The basic sense of this level is “get on with it.”  These techs are going to come about anyways, and other techs deserve higher-level RPs, so this is placed here to limit miniaturization on other techs and make their access more appropriate.  Battle Pods and Survival Pods are the most useful choices, but Troop Pods in its altered form provides an interesting dynamic, the consequences of which I cannot yet project.

150 RP
1.  Missile Base

2.  Fighter Garrison

3.  Battlestation


1 - Allowing the player to outfit the Missile Base is reasonable, because the automatic outfitting never uses ECCM (which is tremendously stupid), and always picks the best Missile type, when less powerful Missiles with miniaturization might be more appropriate.


2 - Several problems exist with the Fighter Garrison as it is now.

Firstly, the game takes no account of the kind of weapons technology that is currently available, meaning that the game may choose a Fighter that is outright weaker than another.  An example would be Interceptors with Phasors VS Bombers with Nuclear Bombs.  So, clearly, either the player must be able to pick the kind of Fighter to use to make up for this, or multiple Fighters need to be available with their associated technologies.


Secondly, on a planet, Heavy Fighters at some level and Bombers in particular are not very effective.  Whereas Interceptors are fast and can fire four times, Bombers are slow, get one shot, and then need to go all the way back to the planet, leaving plenty of time for opponents to blast them down.  Heavy Fighters get two shots, but this doesn’t seem like much of an improvement.


My main suggestion is that when Bomber Bays and Heavy Fighter Bays are researched, that planet may build up to three Fighter Garrisons, each increasing in production cost from the one before.  As a structure, even having all three would only count as a single structure on the planet in terms of hit points, but count as three structures in terms of upkeep.  When a second Fighter Garrison is built, the two slots of the first Fighter Garrison are combined into a single slot.  Each time a Fighter Garrison is built, the type of Fighter in it is selected by the player, but it cannot be changed until it is destroyed or scrapped.  I think this is the best option, but I may need to be convinced otherwise.


3 - Battlestations are powerful and provide a nice control bonus, but are expensive to build.  In terms of creating a hasty defence, these would not be practical.  But, in terms of providing a solid defence to those planets that have a Battlestation, this ought to easily outrank either Fighter Garrisons or Missile Bases.

Final Comments:  Pick your defensive structure.  No more “only Star Bases” in every empire:  players will have to work to take down planets now.

250 RP
1.  Spaceport

2.  Robotic Factory

3.  Fighter Bays


1 - The fact that this is less expensive to build than the Robotic Factory means that on races with large population or an income bonus, this would probably provide more in terms of total production through speedbuilding structures than a Robotic Factory might provide.


2 - Moving the Robotic Factory here leaves a balanced set of options for all races, where one can choose to get expensive production that would mostly find its usefulness on poor planets or ones with High or Low Gravity.  No extra bonus for Unification this early in the game, but it could potentially help even a rich planet a little.


3 - This powerful and easy weapon is available only if you pass up extra income or production.

Final Comments:  Fighter Bays is sufficiently powerful in so many different domains that it could easily outclass extra income or production due to its ease of use.  As for income or production, what is available might be chosen depending on racial picks or on need due to what planets have been colonized.

400 RP
1.  Armor Barracks

2.  Anti-Missile Rockets

3.  Fast Missile Racks


1 - Since ground troops can easily be bombed or overwhelmed on planets, this technology was not left with much usefulness, so I gave it an offensive options that has decided advantages.


2 - This is moved up several technologies, but it is reduced in mass to keep up with the miniaturization it would have had if it had originally been at 80 RP.  It will now miniaturize even smaller, and is ever more useful at knocking off the Missiles, which will be harder to hit with Beams.


3 - This is by no means an essential technology, but does put out an extra set of Missiles in the first round of combat.

Final Comments:  Better ground assault capability, some Anti-Missile ability, or some better offensive Missile ability.

650 RP
1.  Advanced Damage Control

2.  Reinforced Hull

3.  Heavy Armor


1 - This technology has a new meaning now that it does not have a 100% chance of coming into the game because of a Leader.  I also have in mind that if a ship is over a friendly planet, it should not take a single turn, but perhaps several turns to completely restore a ship.  Such a change would make this technology especially juicy.


2 - Protects against weapons dangerous against hulls, such as Graviton Beams, Gyro Destabilizers, and Achilles Targetting Units, but even with extra protection, the ship’s systems are still in some level of danger.


3 - Protects against Armor Piercing in particular and keeps ship’s systems protected until the ship’s armor is down, but is particularly vulnerable to weapons such as Gyro Destabilizers, Graviton Beams, and Achilles Targetting Units.

Final Comments:  Since Reinforced Hulls and Heavy Armor are by no means essential outfits on any ship and each have their own advantages and disadvantages, any one of these Ship Hit-Point options could be the right one.

900 RP
1.  Powered Armor

2.  Automated Factories

3.  Bomber Bays


1 - Really nice tech, but nothing to say about it.


2 - Automated Factories were just too easy of a choice before.  They have now been placed alongside a powerful choice for Ground Combat and an impressive weapon — as well as being nerfed a little — to make the choice a little harder.


3 - This was too far up the tech tree to be useful in most games.  By bringing it down here, Bomb technology is made far more useful, and one more weapon in the game is now more accessible.

Final Comments:  Automated Factories — even at this level — can add a significant amount of production to production planets that are in need of that little bonus, but the choice of this passes up either a ground bonus that is HUGE, or a weapon that — by the way — never misses its target.
1150 RP
1.  Titan Construction

2.  Assault Shuttles

3.  Battleoids


1 - The base shield increase to 30 may not be necessary, but it just seemed as though — in comparing a Titan to a Battleship — the shield department was greatly disproportionate when compared to total hull and weapons’ space.  Something to think about.


2 - Since enough Assault Shuttles can capture just about anything (and scrapping for technology has a couple new twists), this is an excellent choice for empires that cannot afford Titans or may not benefit terribly much from Battleoids.


3 - As with Armor Barracks, the changes listed here are an opportunity to make Battleoids more useful in the game.  Death Spores and Bio-Terminators do not affect Battleoids because I am assuming that they are 100% robotic, unlike Armor, which I assume to have pilots.

Final Comments:  Battleoids offer a super-duper ground invasion option, Assault Shuttles offer ship capturing ability, and Titan Construction offers a solid ship...once it is constructed.

1500 RP
1.  Recyclotron

2.  Robo-Miners

3.  Automated Repair Unit


1 - With the changes to Automated Factories and the like, this would be a very desirable structure.  It would particularly be useful on planets devoted to science or food, and also very strong for the planets of Subterranean races.  Because this does not increase pollution on a planet, my suggestion of slightly increasing the production cost is to level this out a bit more with Robo-Miners.


2 - This is costly to upkeep and provides no original production bonus as it did before, but it would still be extremely useful for any planet devoted to production, even one that is producing pollution.  A decent rival alongside Recyclotron.


3 - I think everyone is aware of just how much one of these can help in combat, so placing it alongside two production buildings makes this a hard choice.

Final Comments:  Boosting production of production planets, boosting production of science and food planets, or making some combat ships potentially invulnerable in the right combat situations.

2000 RP
1.  Heavy Fighter Bays

2.  Core Waste Dumps

3.  Artemis System Net


1 - Reducing this technology by two levels provides accessibility to a very powerful weapon without almost having to commit suicide to get it.  It’s actually useful here.


2 - This is no longer paired with Deep Core Mines, because it was never a fair fight.  The anti-pollution technologies in the Chemistry line are less accessible, but the RP levels of more than one tech level in Chemistry have been reduced to make up for that.  Furthermore, there are more technologies in Chemistry that are potentially absolutely necessary (Fuel Cells, Armor), not to mention getting the miniaturization of Missiles, so placing Core Waste Dumps here, though it is a bit low in the tree, nonetheless works out fine, I think.


3 - This very mean technology is put here, yes.  The problem with it is that at 7500 RP, all the heavy-duty armors have come out, and this is not often able to kill as much as one would hope it could.  Since it arrives so early in the game now, the production cost is increased, but when this technology is in use, it can cause incredible damage on the defensive.  I also wanted this here so that Tolerant races that come across this tech level do not always pick Heavy Fighter Bays:  I’m leaving options open.

Final Comments:  We have total annihilation of pollution (which is good for production), a really strong offensive weapon (Heavy Fighter Bays), or a hard-to-build but very nasty defensive structure.
3500 RP
1.  Ground Batteries

2.  Star Fortress


1 - In order to compete with its neighboring Star Fortress — especially since Ground Batteries has been raised in RP level — the boost to this building would need to be fairly significant.


2 - The control count this provides makes this actually worth building just for that sake.  In any case, it’s incredible cost to build would make it even with Ground Batteries, since Ground Batteries would be easy to speedbuild to protect any planet, whereas Star Fortresses would be almost hopelessly inaccessible to all but the best planets of production.  As for the strength boost, I think it’s worthwhile for stations to be stronger, because they can’t move!

Final Comments:  Another level of “pick your defence.”  Artemis System Net might have gone here, but I liked it better one level earlier.  The choices remaining are a super-powerful station that is outrageously expensive to build, or a cheap and accessible defensive unit.
6000 RP
1.  Artificial Planet

2.  Doom Star Construction

Initial Commentary:  It is true that any four of these combinations from 6000 RP and 7500 RP into pairs would make sense.  However, I’ve ended up going with my original split, particularly because of one change I made in the Biology tree:  Terraforming has been moved from being paired with Weather Controller, and is now at the highest level alongside Evolutionary Mutation.  Thus, while Artificial Planet is powerful all by itself, it depends on another top-level technology to have its fullest impact.


1 - Having asteroid fields and gas giants not only produce massive and Abundant planets keeps this technology from getting completely out of control.  In any case, this technology provides empire-wide additional population power at the basic level, and with Terraforming, these planets are even stronger.  Combined with Advanced City Planning, the population is huge, and combined with Deep Core Mines, a solid level of production is available everywhere.


2 - The +25% cost on Star Bases is just there so that a Star Base isn’t all there is to ship production:  I wanted to diversify things a little bit.  As for the shields, Doom Star Shields just didn’t seem that impressive compared to Titan shields when contrasted with space or hull totals.

Final Comments:  The ultimate ship or empire-wide population increase.  In either case, though, these are long-term advantages, since Doom Stars are expensive and new planets take a while to get going.

7500 RP
1.  Advanced City Planning

2.  Deep Core Mines


1 - It doesn’t take long to get 5 new population points on every planet, and the benefits of this are obvious.


2 - Mega super duper production.  No kidding.

Final Comments:  Either of these combines well with previous technologies.  Advanced City Planning makes all new planets from Artificial Planet have more punch, whereas Deep Core Mines lets them produce more.  Deep Core Mines let Doom Stars produce more quickly, whereas Advanced City Planning provides more research and more income that could be put to them.  One way or the other, I think this would be a hard choice.
