250 RP
1.  Class I Shield

2.  Mass Driver

3.  ECM Jammer

400 RP
1.  Inertial Stabilizer

2.  Gyro Destabilizer

3.  Radiation Shield

900 RP
1.  Class II Shield

2.  Anti-Grav Harness

3.  Warp Dissipator

1500 RP
1.  Stealth Field

2.  Pulsar

3.  Multi-Wave ECM Jammer

2000 RP
1.  Class IV Shield

2.  Personal Shield

3.  Stealth Suit

2750 RP
1.  Lightning Field

2.  Stasis Field

3.  Cloaking Device

3500 RP
1.  Gauss Cannon

2.  Hard Shields

3.  Wide Area Jammer

4500 RP
1.  Class VII Shield

2.  Planetary Flux Shield

3.  Warp Interdictor

6000 RP
1.  Displacement Device

2.  Sub-Space Teleporter

3.  Inertial Nullifier

10000 RP
1.  Class X Shield

2.  Planetary Barrier Shield

3.  Phasing Cloak

250 RP
1.  Class I Shield

2.  Mass Driver

3.  ECM Jammer


1 - Ultimately no changes.  I am considering the possibility of making the starting mass of shields increase as the shield level goes up:  at the 7th level of miniaturization, they would all have the same mass, though.


2 - No changes.


3 - No changes.

400 RP
1.  Inertial Stabilizer

2.  Gyro Destabilizer

3.  Radiation Shield


1 - No changes.


2 - Mass reduction, perhaps to around 50% of its current mass.


3 - No changes.

900 RP
1.  Class II Shield

2.  Anti-Grav Harness

3.  Warp Dissipator


1 - This is now a Class II Shield instead of Class III.


2 - No changes.


3 - Much heavier.

1500 RP
1.  Stealth Field

2.  Pulsar

3.  Multi-Wave ECM Jammer


1 - Lighter.  Also, Colony Ships, Transports, and Outpost Ships built after this has been researched will automatically be equipped with them.  Star Bases can equip these to become invisible on the main screen.


2 - No changes.


3 - No changes.

2000 RP
1.  Class IV Shield

2.  Personal Shield

3.  Stealth Suit


1 - This is now a Class IV Shield, not a Class V.


2 - No changes.


3 - No changes.

2750 RP
1.  Lightning Field

2.  Stasis Field

3.  Cloaking Device


1 - Maybe a slight mass reduction, but I’m not sure that’s necessary.  Otherwise, no changes.


2 - Functions similarly to Tractor Beams, in that one needs more Stasis Fields the larger the target ship actually is.  However, the value would not be the linear 1 to 6, but instead something like Frigate=1, Destroyer =3, Cruiser =6, Battleship=10, Titan=15, Doom Star=28.


3 - Same bonus as for Steath Fields, but does not need to be lighter.

3500 RP
1.  Gauss Cannon

2.  Hard Shields

3.  Wide Area Jammer


1 - No changes.


2 - Perhaps a bit lighter.  Also, this technology would increase the shield bonus on planetary bases.


3 - The 70% bonus for the rest of the fleet is halved but cumulative on any ship in the fleet that already has another jammer (so, another ship’s having ECM Jammer would be 70% + 35% = 105%, Multi-Wave ECM Jammer = 135%, and another Wide Area Jammer would be 165%).

4500 RP
1.  Class VII Shield

2.  Planetary Flux Shield

3.  Warp Interdictor


1 - No changes


2 - The shield bonus is increased to +12.


3 - The amount of time to reach a system with this item on the planet is reduced by 1 turn.

6000 RP
1.  Displacement Device

2.  Sub-Space Teleporter

3.  Inertial Nullifier


1 - This technology also protects against weapons that never miss, such as Stellar Converters and Mauler Devices.


2 - Perhaps lighter and cheaper.  Also, should possibly be able to select whether you want to ship to move normally first or use the Sub-Space Teleporter first.


3 - If a ship has 0 movement remaining (but not immobile), it should still be able to turn at will if it has this equipped.

10000 RP
1.  Class X Shield

2.  Planetary Barrier Shield

3.  Phasing Cloak


1 - No changes.


2 - The ground combat thing — whatever it was supposed to be — is dropped.  The damage reduction is reduced to 15, but the Barrier Shield reduces all damage from all weapons to 0, with the exception of Bombs and Stellar Converters (Bombers and Heavy Fighters may still cause damage from their Bombs).


3 - Cannot be equipped with Time-Warp Facilitator.  Colony Ships, Outpost Ships, and Transports would have this equipped if they are constructed after the technology is researched.  Additionally, if such ships are attacked while unprotected, there is a 50% chance that these ships will get away.

250 RP
1.  Class I Shield

2.  Mass Driver

3.  ECM Jammer


1 - My recommendation that shields have an increase in base mass as their level increases is so that there is some kind of incentive to use lower-level shields on a ship even if a higher-level shield has been researched.  Keeping this idea within reason, however, all the masses would even out after full miniaturization has been acquired.  At the very least, Class I Shield deserves to weigh less than it does now, because it does not add that much to a ship’s defence, though it is useful.


2 - No comments.


3 - With the changes to the ECCM modification, this technology is more powerful by implication and is now a stronger contender with its two neighboring technologies.

Final Comments:  Class I Shield provides a basic defence, ECM Jammer helps with Missiles, and Mass Driver is useful in several different ways.  All basic options that do different things.

400 RP
1.  Inertial Stabilizer

2.  Gyro Destabilizer

3.  Radiation Shield


1 - This outfit’s outrageous mass is what makes it balanced.  A very nice way to mess up an opponent’s beam attack.


2 - While Gyro Destabilizers have their uses, these are far too heavy and their damage far too small to compete with anything like Inertial Stabilizer or the former Anti-Grav Harness.  A mass reduction makes this a more viable weapon.


3 - In the interest of having Bombs play a greater part in the game, this has been moved here.  Anti-Grav Harness was also removed as an option because it was too much of a default choice in this field, since Inertial Stabilizer comes more into its own a little later in the game.  This technology at this stage would definitely make planetary assaults much more interesting.

Final Comments:  Choose Beam Defence on your ships (at a cost), planetary defence to make your opponent’s life more difficult, or a weapon that always hits and is now actually decent.

900 RP
1.  Class II Shield

2.  Anti-Grav Harness

3.  Warp Dissipator


1 - As many have noted (and I agree), Class III Shields were just too insanely powerful, being triple the original Class I Shield’s power.  Class II Shields would still be strong, but not as determining for the entire game.  I like this option (Thanks for the suggestion, Tank_7!).


2 - Even though this is moved up a level, +10 Ground Combat is fine if it is paired with only a Class II Shield instead of a Class III.  Class II Shields I don’t think would be a technology so necessary that they would need to be picked, so the Ground Combat bonus here is a viable and useful alternative.


3 - This technology is so powerful that it needs a bit of a counterbalancing schematic.  By increasing its mass a LOT, the intention is that a ship equipped with one of these is basically a ship that cannot fight and cannot really add much or anything in the way of other defences in order to protect itself from being destroyed.  Yes, I totally expect that players will try to go to the back of the combat screen with a ship carrying one of these, and that’s why they need to be easier to kill:  because they’re hard to kill in the first place!  Without such a change, it’s far too easy to wreck a whole opponent’s fleet with not too much effort.  (NOTE:  I tinkered with the idea of swapping this technology with Stealth Field at 1500 RP, but I felt that despite its power, this technology was more appropriate here.)

Final Comments:  Warp Dissipator is very strong, but one needs to have enough defensive ability to win the battle, which is the sort of thing Class II Shields might provide.  As for Anti-Grav Harness, this is a one-time opportunity for +10 Ground Combat, and it is not as though the game is over if this is picked over the other two options.

1500 RP
1.  Stealth Field

2.  Pulsar

3.  Multi-Wave ECM Jammer


1 - Stealth Field relies entirely on surprise, and adds nothing in terms of combat ability to a ship.  Unfortunately, for this reason, I figure Personal Shield and Stealth Suit might have almost always been picked before this, because their bonuses are obvious.  By placing this alongside two technologies that are good but are all in the “optional” department, this technology is in a more fitting environment.  As for the mass decrease, I feel like this deserves it.


2 - Pulsars are amazing, but depend highly on miniaturization to come into their own.  Reducing this technology by one tech level permits it more accessibility.


3 - This might seem like a mundane or redundant technology, but it most certainly isn’t.  Let’s not forget that technologies like Tachyon Scanner, Neutron Scanner, and Sensors reduce a ship’s Missile Evasion.  Neutron Scanner is -40%.  Combined with ECM Jammer 70%, ECM Jammer only protects then for 30%.  Thus, the 30% more over ECM Jammer of the Multi-Wave would increase this value to 60% (100-40).  This is double effectiveness, which is a huge difference.  Sensors cancels out ECM Jammers completely.  Consequently, I don’t think that this technology is in any way mundane.

Final Comments:  We have a fun weapon here, a significant Missile Defence outfit, and an outfit that aids in surprise attacks or defences but does nothing else.  Strategy in need will probably determine what is picked at this tech level.

2000 RP
1.  Class IV Shield

2.  Personal Shield

3.  Stealth Suit


1 - While I personally have nothing against Class V Shields, the fact that this next shield is reduced one tech level makes it more accessible, and furthermore, moving from Class II to Class V would be a rather big jump.  Class IV is decent and seems quite appropriate here.


2 - The huge bonus this provides certainly warranted a move up in RP.


3 - While this provides no immediately useful effects, the opportunity to steal the other techologies in a tech tree is never a bad thing...

Final Comments:  An average shield is paired alongside a spying bonus and a big Ground Combat bonus.  The presumption here is that the Ground Combat will only matter if one wins a fight, and Class IV Shield is the sort of technology that could provide for this.  However, Personal Shield really makes the difference on the ground when a player has it.  Stealth Suit might be the weak link in this trio, but it’s still very significant and not worth passing over too quickly.

2750 RP
1.  Lightning Field

2.  Stasis Field

3.  Cloaking Device


1 - I didn’t want to move this technology up in level, but it’s the only real place it could go.  Hence the reason why I suggested a slight mass reduction, mainly to make up for the miniaturization that’s lost in this being up a level.  In any case, more Missile (or Fighter) protection never hurts.


2 - For obvious reasons, Stasis Fields were far too insane in the original game.  This doesn’t mean that they shouldn’t be in the game, but that they deserve to be regulated.  They’ve been lowered one level, but the number of Stasis Fields required to lock down a ship might take a ship of similar size and all the space on it to do just this.  Well, perhaps not that much, but you get the idea:  free lockdown costs.


3 - This technology is useful first as a Stealth Field of course, but in combat one can get a single round of extra protection from Missiles and Beams.  Beyond this, it is not very useful unless a player is making use of Hyper-X Capacitors, Fast Missile Racks, or Time-Warp Facilitators.

Final Comments:  While Lightning Field is the most practical of this list, Cloaking Devices have their appropriate moments, and Stasis Fields used well could still be extremely dangerous.  Once again, this choice would likely depend largely on a player’s strategy and needs at the time of the research.

3500 RP
1.  Gauss Cannon

2.  Hard Shields

3.  Wide Area Jammer


1 - This technology always seemed a bit on the strong side, so it seems appropriate to move it up a level.  True, it is weaker than Disruptor Cannon, but the point of note is that in this tech tree, one is getting a half dozen other useful things as well (like shields), which might not necessarily come about in the Physics tree.  Gauss Cannon seems to fit here.


2 - With the lower-level shields reduced in power (except Class I), it would have been interesting to see this at a lower level, but it does not fit well in other places, in my opinion.  That’s okay, though, because it’s build for use on the higher-level shields and Class IV Shields, anyways, and is very cool in its effectiveness.  Suggested reduction in mass relates to stronger weapons that leave this being less useful, since its main effectiveness is on weaker weapons.  As for the bonus on a planet, this is again to insist on a greater need for Bombs in the game.


3 - The added fleet cumulative bonus relates to what was said about Multi-Wave ECM Jammer:  if the whole fleet gets a 70% bonus from Wide Area Jammer, it will nevertheless still be completely useless if the opponent has Sensors.  Combining the Wide Area Jammer fleet bonus with other Jammers gives it an opportunity to help the whole fleet in situations where Sensors and the like are present, while not being too powerful at the same time.

Final Comments:  Wide Area Jammer is one of the ultimate defences against Missiles, Hard Shields renders many Beams either useless or considerably less effective (not to mention doing other things), and Gauss Cannon is just a plain strong weapon.  Could go lots of ways here.

4500 RP
1.  Class VII Shield

2.  Planetary Flux Shield

3.  Warp Interdictor


1 - Nothing to say about this shield, really.  It’s nice.


2 - The small shield bonus is to help out bombs again and to make this a more balanced choice alongside Class VII Shields.


3 - Warp Interdictors are probably the most annoying technology in the game.  It’s actually not so much that ships are slowed down, but actually playing the game can become a bore because of these.  Extremely useful, though.  In order to satisfy the description the game actually gives about them, I’ve reduced the time to reach the target by 1 turn, since that’s still more than enough of a reduction to make a big difference for the defender.  Add in that at this level of tech, high-level Drives, Jump Gates, and perhaps Star Gates will be entering the game, and this technology provides far more of a bonus for the defender than the defender actually needs, even with a 1 turn reduction on arrival time.

Final Comments:  Class VII Shields and Flux Shields have more combat value than Warp Interdictors, but Warp Interdictors make galactic defence and ship intercepting considerably easier.  While the Class VII Shield helps ships in direct combat, Flux Shields are powerful enough that an enemy may not be able to defeat one of your planets unless they have the right technology.  Choice selected here may hinge greatly on what an opponent has and how to make the opponent’s life miserable.

6000 RP
1.  Displacement Device

2.  Sub-Space Teleporter

3.  Inertial Nullifier


1 - Ideally, I would have wanted to drop this and Sub-Space Teleporter in level, but there was nowhere for them to go, so I dropped the RP level of this tech instead.  Displacement Device is nice, but might need an increase in power/decrease in mass to bring it closer to Inertial Nullifier.  In any case, a cool technology.


2 - The issue with this technology is that other technologies may have rendered it obsolete by the time it comes around (Interphased Drive, Augmented Engines in some situations...).  Nevertheless, it is VERY cool, and the opportunity to basically run around the whole combat screen has lots of strategic potential.  I only suggested a reduction in mass so that the other two technologies that directly influence battle defence don’t overpower this.  Ultimately, this is an offensive technology I think, but can certainly be used defensively.


3 - This is really the technology that makes Cybertronic Computers and Moleculartronic Computers essential if Beam Weapons want to be used at this stage of the game.  If an opponent has poor non-Beam weaponry, this technology can really wreck their day.

Final Comments:  Three nifty outfits that all do quite different things.  Displacement Device protects against everything, Inertial Nullifier protects mainly against Beams (but also raises Missile Defence somewhat as well:  though I’m not sure what I think of this just yet), and Sub-Space Teleporters drastically increase combat strategy.

10000 RP
1.  Class X Shield

2.  Planetary Barrier Shield

3.  Phasing Cloak


1 - No comments.


2 - Late-game weaponry often provides far more offence than this provides defence.  By making only specific weapons capable of inflicting pain, this thing’s power is brought up closer to the level we desire.


3 - Banning this with Time-Warp Facilitator is obvious, but I see no issue in using this with something like Hyper-X Capacitors, because opponents can still hit every second turn.  Phasing Cloak is heavy, so I think its bonuses are fairly counterbalanced by its deficiencies.

Final Comments:  I don’t think I need to mention the usefulness of Class X Shields or Barrier Shields.  Phasing Cloak is a powerful alternative to the other two for players that have the right equipment to really make such a cloaking field deadly.

