Scrapping Ships
1.  -When a ship is scrapped, any technology on it that the player does not have can be acquired (including shields, drive systems, and even Titan/Doom Star Construction if the ship happens to be of that class).

-Instead of 100% to gain a technology on scrap and also gaining multiple at the same time, there is only a 20% chance to acquire one technology.  If a technology is acquired, this 20% chance occurs again and continues until acquiring a technology fails.

Rationale:  Too much tech comes from scrapping a single ship as it is now.  This would permit multiple techs to be captured, but it would be rare, and it might be that not even 1 tech is captured, but it’s not as though one can’t capture many ships in the game and get technologies.  As for things like shields, I just don’t see a reason why these can’t be captured as well.  Things like Security Stations/Troop Pods/Survival Pods would need to be debated whether they can be captured or not

Ship Designs
1.  Frigates have a 50% chance of evading any attack, Stasis Field, or Tractor Beam, including Stellar Converters and Mauler Devices, even if the ship is immobile (boarding would still proceed as usual, however).

Rationale:  Frigates are small, so it’s easy to miss them.  More importantly, though, in terms of balance, Frigates are weak in many ways, and this is a small bonus to help them out.

2.  All shields and ship outfits will have equivalent ratios on all ship designs in terms of mass and cost, except Destroyers.

Rationale:  If you look at Frigates especially, you’ll notice that some outfits weigh twice as much proportionally on a Frigate than they do on a Battleship or other vessel.  Even on Cruisers and Destroyers, some outfits weigh more than on Battleships or higher.  Personally, I just see no reason for this.  Destroyers, for example, already have better total hull than Frigates, move faster, have more total space, so much so that two Frigates do not add up to a single Destroyer (but Destroyers have very nice speed).  Same goes for Cruisers and Battleships, but there you would get more out of the control points for a Battleship than you would for a Cruiser, besides the fact that Cruisers are slow.  The point ultimately is that it’s not too much to ask for the same proportions (rounded down in case of decimals) to apply to all ships, because other factors already make the bigger ships better.

3.  Drives do not automatically upgrade when a new Drive technology is researched.

Rationale:  Not necessary.

Combat
1.  When playing with Ship Initiative, a combat round would be split into Initial and Secondary.

-> the Initial period of a round is the period before a ship ends its turn with “done” or “wait,” and the secondary period is when a ship has its turn again after having received the “wait” command

-> a ship can only wait once per round

-> when multiple ships in a round have used the “wait” command and the Secondary phase of the combat round begins, ships then proceed to move in a reverse order of their initiative (meaning that in the Secondary phase, ships with the highest initiative would move last, being able to react to ships with lesser initiative by waiting)

Rationale:  This eliminates any problem of players waiting forever, and gives heed to the ships with greater initiative.  Unless there is absolutely no way to correct the problem, a game should never permit infinite loops to arise.  There are easy ways of solving such things.

Weapon Miniaturization
1.  The following modifications would require the following number of miniaturizations before they could be used.

Heavy:  


0 Miniaturizations

PD:



0 Miniaturizations

Continuous:


1 Miniaturization

No Range Dissipation:
1 Miniaturization

Armor Piercing:

2 Miniaturizations

Shield Piercing:

2 Miniaturizations

Auto-Fire:


3 Miniaturizations

Enveloping:


3 Miniaturizations

ECCM:
0 Miniaturizations, plus either Dauntless Guidance System or Emissions Guidance System

Emissions Guidance:
0 Miniaturizations, plus Emissions Guidance System

Fast:
1 Miniaturization

Heavily Armored:
1 Miniaturization

MIRV:
3 Miniaturizations

Overloaded:
2 Miniaturizations

Rationale:  Making some miniaturizations (namely, the most powerful ones) take longer to acquire permits newly-acquired and unminiaturized technologies to have more (or even some) usefulness.

-I will note that as the game is, Beams miniaturize at the maximum down to 25% of their original mass, and Special items go down to 40% of their original mass.  I am going to review these numbers to see if they are appropriate.

2.  Bearing the above point in mind, here is a proposal of how level-to-level miniaturizations might function, at least for Beams.

1 Miniaturization:

-10% mass

2 Miniaturizations:

-10% mass (from original value)

3 Miniaturizations:

-10% mass

4 Miniaturizations: 

-10% mass
5 Miniaturizations: 

-10% mass
6 Miniaturizations: 

-10% mass
7 Miniaturizations: 

-15% mass

For special weapons, the values could be 8% and 12% respectively to bring one down to a final value of 40%.

Rationale:  Everything miniaturizes far too quickly in the game in my opinion.  Once again, this provides more room to use new and unminiaturized weapons, and may change a player’s tactics a little.

3.  When a weapon receives a new modification at some level of miniaturization, it does not receive a mass decrease at that level.

-> instead, the mass decrease that would have been at that level is spread amongst all the other levels of miniaturization where a mass reduction would occur

-> in other words, Fusion Beam would have 3 levels where no miniaturization would occur, and then 4 miniaturizations, while Neutron Beam would have no miniaturization at one level, and then 6 miniaturizations (the intention here is to try to make newly-acquired technologies more on par with modifications from previous technology levels)

Rationale:  Acquiring a new modification is already bonus enough at one level; receiving miniaturization as well is just overkill.  In the end, full miniaturization is acquired, but it happens at different rates.

4.  If a player acquires a technology before he/she has researched anything in the field of that technology or later (e.g.  getting Mauler Device when the best technology I have researched is the 900 RP level), that weapon has a mass increase of 10% per level of research that needs to be done to reach the RP level of the technology in question.


-> This could potentially also be applied to the production costs of structures.

Rationale:  Seems a bit ridiculous that an empire can suddenly use really complex weaponry or technology without any knowledge of its prerequisites.  The assumption is that they could assemble the technology, but it would be clumsy.  Also makes spying more reasonable.

-I will look into dealing with the actual prices of miniaturization and the prices and mass of modifications a bit later.

Barracks
1.  Marine and Armor Barracks produce infantry or armor up to the number actually described in the game as it is currently, and not half this value

-> therefore, Marine Barracks would produce a # of marines equal to the planet’s population, and Armor Barracks equal to half the planet’s population

-> perhaps the production rate could be slowed a little to counterbalance this

-> whether population mods (Advanced City Planning, Subterranean, Biospheres, etc...) should likewise improve the number of units that can be on a planet is a matter that is open to discussion

Rationale:  Adds more purpose to bombs in bombardment.  Also, since one can have virtually as many Transports as one wants, it can still be easy to overwhelm a planet even with many more infantry, and I’ve always felt there was never enough on planets in the first place.

Beam Arcs
Forward:  


60% forward arc, no change in mass

Back:



90% backward arc, -20% mass

Fx:



180% forward arc, +12.5% mass

Bx:



270% backward arc, -10% mass

360:



+25% mass

Rationale:  For obvious reasons, Back Beams are just not as useful as front ones, and would be particularly difficult to use in some combat situations.  Forward is the default for everything, and it is easy to face the opponent, so the angle simply does not need to be as wide as it is in the standard game.  With a narrower angle, more encouragement will be present to use Fx, 360, or even Bx to have a good angle but not increase in weight.  I’m also considering the possibility of dropping Fx and 360 a little bit in weight to make them more accessible, but that may not be necessary.

Buildings On Planets
1.  If a planet has 0 population, automatic scrapping of 1 building per turn will no longer occur (however, one can now invade such a planet).

Rationale:  If I’m trying to populate a planet that I’ve just captured, I evidently want to keep the buildings that are there, so automatic scrapping is actually very annoying.  Furthermore, if you’ve knocked out an opponent’s population on a planet, this will preserve buildings in case you invade, but otherwise will at least prevent that player from recouping money from buildings on the planet when it has no population left and the planet’s destruction is possibly inevitable.

2.  If a planet has 0 population, a player can not scrap buildings on this planet.

Rationale:  Well, firstly, there’s no one on the planet to scrap buildings, so permitting scrapping makes no sense.  Otherwise, refer to the previous description:  part of the strategy of knocking out population would be precisely that one can disable an opponent’s ability to recoup money from a planet that may be lost.

Bombs
1.  Bombs always come in packages of 10 ammo (multiplied by the number of Bombs purchased).  When Bombs are used in combat, they do not automatically recover.  Instead, each turn a ship is at a friendly planet with zero unassimilated population, it will recover one bomb.

Rationale:  I’ve given Bombs a LOT of gifts with my changes, and this is intended to be a counterbalance to these changes so they don’t go too far.  In essence, invasions take time and effort, and may require more than two bombing ships...

Counter-Comment:  This mod may not be necessary, and I’m willing to scrap it.
2.  During a battle, only Bombs may be used on a planet that no longer has any planetary defence systems.

Rationale:  If the purpose of reducing “other” weapons’ damage to the planet in the bombardment screen is to enhance the effectiveness of Bombs, it really takes away from this if a player can intentionally avoid destroying some opponents just to fire Beams at the planet in an infinite loop.  Thus, only Bombs are permitted.

Missiles
1.  When Missiles are used in combat, they do not automatically recover.  Instead, each turn a ship spends at a friendly planet will cause it to recover ammunition according to the following parameters.

A.  No Missile Base/Satellite:

10% recovery

B.  Star Base:



20% recovery

C.  Missile Base:


30% recovery

D.  Battlestation:


40% recovery

E.  Star Fortress:


50% recovery

The % recovery is multiplied by the % of assimilated population on the planet (a planet with 10 non-assimilated population and 5 assimilated and a Missile Base will recover 10% of ammunition per turn).  There is no rounding in these values:  the decimal values are remembered, and a new ammunition is only restored once the saved value exceeds 1.

Rationale:  Since Missiles can get out of control at times (particularly with x2 Missiles and with some of my new changes), something that mediates them is necessary.  More importantly, this provides additional purpose to Missile values of x10, x15, and x20, since in most peoples’ experience I think, battles do not last long past 2 or 5 rounds, making x5 and x2 Missiles much too useful.

Problem With This Setup:  Since Beams and even Fighters have been given no limitation as far as ammo goes, a problem is that with continuous jumping in and retreating, a Beam fleet could simply exhaust a Missile fleet’s supply of Missiles, and then just finish the fleet off once it had run out, since recovery is intentionally slow.  Perhaps this is not an issue and is the precise reason why this is all here, so more x20 and x15 Missiles are encouraged, but there could be other ideas...

· Missiles heading towards a ship that retreats in combat are recovered after combat.

Well...that one was my only idea.  :P

ALTERNATIVE SETUP:  Instead of having this ammo and recovery system for Missiles, I would instead just rearrange the number of Missiles and total mass for each armament type to the following.

x2 
14 mass (currently 10)

x4
18 mass (currently x5 with 20 mass)

x6
22 mass (currently x10 with 30 mass)

x10
26 mass (currently x15 with 35 mass)

x20
30 mass (currently x20 with 40 mass)

Rationale:  Most battles don’t go past the 5 Missile point, and many battles are sufficiently ended with only x2 Missiles.  Thus, x2 has a mass increase to prevent it from being overpowered, and the x4 and x6 selections are each strategic options in the same department.  Once we get to x10 and higher, the problem is that — despite having a higher number of overall Missiles — this greater number of Missiles is pointless because Beams and the like having an easier time each round of bumping these Missiles off.  Consequently, a Mass reduction for these is in order.

2. The MIRV modification has its mass increase applied AFTER all other modifications have been added to the base value.

Rationale:  MIRV is super strong.  It ought not to be a given when choosing to use a Missile.

3.  Missiles (and also Fighters) aimed at a planet before all its ground defences have been destroyed will redirect their fire or expire if all ground defences on the planet have been destroyed before these Missiles or Fighters reach their destination.

Rationale:  It is annoying to lose population or buildings on a planet to Missiles you never intended to hit it at a certain time.  Also, they had a specific target, which is now gone, so there’s no reason not to redirect to other dangerous targets.

Missile And Fighter Hit Points
1.  The Hit Points of Missiles and Fighters increases with armor at the same rate as do ship Hit Points.

Rationale:  With good Beam technology, it’s much too easy to make Missiles and Fighters useless by just shooting them down.  It should take effort to do this.

2.  Missiles ought to have a uniform Hit Point rating.

Rationale:  The difference between one Missile and another is that each one has a different warhead, not that they magically have superior armor.  This makes no sense.  At the very least, it seems appropriate to buff Nuclear Missile and Merculite Missile Hit Points, because these can be too easy to destroy, and perhaps drop Zeon Missile Hit Points, because these can be too difficult to destroy.  Pulson Missile Hit Points seems like a good mid-ground, and the other Hit Point buffs should be able to regulate everything else.
Beams
1.  Enveloping and Autofire Beams cannot destroy more than 1 Missile or Fighter per Beam, although these weapons may inflict more damage on each individual Missile or Fighter.

Rationale:  This is for balancing, so my nerfs to Missiles do not get out of control, but generally speaking, it is just too easy to knock out Missiles and Beams with a good Beam Attack.  Furthermore, this makes sense as well:  a single Enveloping or Autofire Beam cannot destroy more than one ship at a time, so why would it knock out more than one Missile or Fighter?

2.  Non-PD Beams targetted at Missiles or Fighters have a 50% chance to miss the target, despite Beam Attack.

Rationale:  Giving more purpose to PD Beams, and managing control of knocking out Missiles and Fighters too easily.

3.  The damage reduction for range on Heavy or PD Beams is no different than that of standard Beams.

Rationale:  As it is, Heavy Beams have half the damage reduction for range than do normal Beams, and PD Beams suffer double damage reduction.  But there is no point to this:  Heavy Beams are already doing more damage, and thus they will still have more damage available even with damage reduction.  As for PD Beams, their damage is halved as it is, making ranged reduction even under normal circumstances to take away a LOT from them.  Damage reduction is fine as it is in all situations.

4.  PD Beams have a mass one third of that of a standard Beam.

Rationale:  Relating to the previous paragraph, the damage reduction on PD Beams makes them impractical for combat unless one is basically sitting on top of an opponent’s ship.  The only thing that PD Beams are truly practical for in that case is knocking out Missiles and Fighters.

5.  The Enveloping and Autofire modifications have their mass increases applied AFTER all other modifications have been added to the base value.

Rationale:  These modifications should not be a given if one is using a Beam, but an option.  Using standard forms of a Beam should always be a viable alternative in the game.

Gravity
1.  High or Low Gravity penalties occur after all other calculations have occurred.

-This means that a Unification on an Ultra-Rich Heavy Gravity planet with no production bonuses will get 8+4=12/2=6 production.  Likewise, Feudal will actually be capable of doing science on Heavy Gravity planets.

Rationale:  The effect as it is now provides too much in terms of food and production to Unification, too much in terms of science to Democracy, and cripples Feudal too much in the science department.  In this way, all governments are uniform when it comes to gravity penalties.

Leaders
1.  Leaders never bring technology into the game.

Rationale:  The whole point of balancing technologies and putting them into the tech tree is so they can be accessible at certain times and in certain ways, and so players can build strategies around them.  Leaders bringing in technology upsets this balance.  All the Leaders are just fine providing bonuses of one kind or another.

Repairing Ships
1.  A possible (but perhaps not necessary) change that could be made to make Advanced Damage Control a more interesting pick would be that ships do not receive 100% repairs every turn if hovering over a planet.  Instead, something like this.

Planet With Any # Of Unassimilated Population

0% Repair

Simple Planet






15% Repair

Star Base






25% Repair

Battlestation






50% Repair

Star Fortress






100% Repair

Planetary Bombardment
1.  The “Bombs” that appear on the bombardment screen, if they are from non-Bomb weapons, have only 20% of the effectiveness as they did in the original game.  However, real Bombs do full damage, but eat up Bomb ammo when these are used.

Experience Points (ships)

1.  Ship levels would function exactly as they do now, except that the experience scale would run up to 1250 Experience Points instead of 500.

2.  Space Academies now add three Experience Points per turn instead of setting the value to 2.  Thus, the total Experience Points per turn would be 4 with a Space Academy.

3.  Each ship class would provide a certain amount of experience instead of 2 for everything.

-Frigates:

2

-Destroyers:

5

-Cruisers:

8

-Battleships:

11

-Titans:

14

-Doom Stars

20

-Star Bases:

7

-Battlestations:
12

-Star Fortresses:
17

-Planetary Buildings:
6 each

-Monsters (Guards):
150

-Monsters (Invaders):
225

-Surviving An Antaran Attack:  Instant full level-up, plus the EP value of the ships defeated.  (Full level-up means that if 250 EP was required for the first level, and a ship was at 249 EP, then the ship would gain 250 EP.)

-Defeating The Guardian:  Maximum Experience Points.

4.  In battle, ships immediately receive Experience Points when a ship is destroyed (however, their level does not increase if this puts them up a level).  If a ship retreats during the battle, then the Experience Points of ships that were destroyed after it retreated is cut in half and then provided to the retreated ship.

5.  Leaders with Experience Point specials will grant 25% more Experience Points than they did formerly, and the numbers are rounded up.

Rationale:  This entire setup is structured to provide for two things.  First, it’s silly that all ships provide only 2 Experience Points.  By proportionally lowering the Experience Point gain from other sources, ships can provide a proportionally higher amount of Experience Points according to their size.  The second reason for these changes is for the sake of Space Academy, which has been repositioned in its tech tree alongside two other technologies and could use more room to exercise its power.

Home Systems
1.  Home Systems are never attacked by Antarans or Space Monsters, and are never the subject of any GNN disaster or blessing (EXCEPTION:  the “Lucky” racial trait can receive blessings in the Home System).

Rationale:  It is stupid to lose games to bad luck.  Plain and simple.  This should just never happen.  It’s perfectly fine if other systems are affected, and Lucky deserves some slack in the Home System.  For similar reasons, I’ve eliminated blessings in the Home System lest a player get too much of a benefit from it.

2.  The Home Systems of all players — with the exception of the Home Planet itself — are always equivalent in number of planets, kind of planets, and extras (asteroids and gas giants), though what actually appears equivalently in all Home Systems is itself randomized.

Rationale:  Once again, basic fairness.  It’s much easier to build a Colony Base than it is to build a Colony Ship, and this can help people too much in the Home System.  Once we’re outside the Home System, everything is okay.

3.  Every player’s Home System can always reach the same number of other systems as every other player, and the number of systems it can reach is from 1-3.  These systems each always have at least one colonizable planet on them that is not completely useless.

Rationale:  A bit more basic starting fairness.  Once we go past the secondary system, things can go back to their random normalness.

4.  The starting Star Base, Marine Barracks, Colony Ship, and Scouts, are unscrappable.  If destroyed and rebuilt, they may then be scrapped (the scouts may not be refitted).

Rationale:  Sorry, but I’m just wiping out the “scrapping the Star Base” strategy because it seems stupid to include the Star Base and the Marine Barracks in the first place if this is all that is going to be done with them.  You start with these, you use them.  If you don’t like it, too bad.

Wormholes
I have two possibilities to discuss with regard to wormholes.

1.  Either end of a Wormhole always contains a colonizable planet, which is no weaker than Small, Radiated, and Abundant.  -OR- One can travel from the other end of a wormhole as though it was a planet over which one had ownership.

Rationale:  It is definitely not fair if one side of a Wormhole has no planets, asteroid fields, or gas giants, because then one player can access the other, and the other only has the option of defending.  Providing planets on either side provides an opportunity to colonize or to make an outpost, whereas the secondary option simply implies that even empty systems with wormholes are full access points for invasion.  Insisting on a planet in option 1 is for Computer players, because they have not been programmed to use Outpost Ships, though obviously an ideal Computer player would of course use these.

3.  Computers should happily move and invade to the other side of a Wormhole, even though the other side of the Wormhole is not a system they could normally reach with their current fuel cells.

Rationale:  Even though a Wormhole permits a ship to go to the other side, where the “other side” is far beyond normal fuel cell range, Computer players refuse to do this, and will only travel through Wormholes once they have the natural fuel cell range to reach the system on the other side from one of their planets.  This is, of course, dumb.

Natural Events
1.  These should happen more often, perhaps even as much as once every 10 turns.

Rationale:  While natural events should not be game-breaking (the Home Systems section should take care of most of this kind of problem), they are quite fun and ought to meaningfully impact the game.  Also, since Lucky is ultimately rather weak, having more frequent natural events boosts the power of Lucky, thus making it a more viable racial pick.

2.  Natural events and Antaran attacks ought to impact players in a meaningfully random way.

Rationale:  Duh.  While I can understand that higher difficulty levels ought to give more problems to the player, if the game and the Computer players were designed well, there would be no need for biasing this game or any game against players:  proper balance will do that on its own.

Weapons Hitting Things
1.  When weapons such as Missiles and Torpedos (and Interceptors and the like) actually hit a target, and Dauntless Guidance System exists, only the number of Missiles and Torpedos actually required to destroy the target hit the target.  The rest of the Missiles or Torpedos are not destroyed, and are instead redirected to a new target.

2.  Any weapon that hits something instantly (Gyro Destabilizers, Pulsars, Proton Torpedos) will function just like Beams, in that only the number of these weapons required to destroy the target will be fired.  Weapons such as Pulsars that can hit things beyond the normal targetting range may now target anything they could possibly hit, even for minimal damage.

Rationale:  It is tremendously annoying to just make a ship with 8 slots of the same weapon on it in order to mimic Beams when simple game design could do it.  There are also ways of making Missiles and the like mimic Beam attacks when out on the field.  I think that this is overall quite self-explanatory.

EXCEPTIONS:  Tractor Beams and Stasis Fields will always all fire on one target, but you can have many slots of these (before could only have one Tractor Beam slot on a ship).  Black Hole Generators can be multiply equipped on a ship, but must be 1 per slot.  Also, it makes no sense for Plasma Webs to have this restriction, as they function on an entirely different wavelength.

Food On Homeworlds
1.  All Homeworlds naturally produce 2 food per turn, even if a player is Lithovore.  If the player’s Homeworld is ever captured or has its colony destroyed, this bonus disappears.

Rationale:  I find it rather upsetting that there is so little strategic viability to races that have no starting food bonus, because it makes them so incredibly weak in the early game.  This makes the matter slightly more viable without making it totally unreasonable.

Ship Speed
1.  A ship with 0 remaining space has the same speed as a ship with 1 remaining space.

Rationale:  It seems silly that if you keep 1 space on a ship, it has more space than a ship with 0 space, leaving no real motivation to use up all the space on a ship.  This small change makes this more...rational.  (As it is right now, if your ship has 1 remaining space on it, it’s speed will be 1 point faster than a ship with 0 space.)

Hitting A Planet
1.  Missiles now do half damage when hitting a planet during combat, just like Beams and other non-Bomb weapons.

Rationale:  Missiles were much too strong for this duty, and leave Bombs much too useless.

2.  The shield reduction values on a planet are doubled on all non-Bomb weapons.

Rationale:  Just adding insult to injury.

Fighter And Missile Hits
1.  Fighters and Missiles should always hit the side of ship from which they are approaching.

Rationale:  As it stands, Fighters often approach a ship and end up hitting a shield side that is completely other than the side they approached from, which rather defeats the purpose of trying to “aim” shots.  Also, when a moving target is hit by a Missile, the Missile hit often gets applied to the front shield, even though it may have hit from behind.

2.  Fighters and Missiles never automatically hit a target when launched (that is, if you are adjacent to your target and launch a Missile at it, the Missile will still need to “move” during its movement phase before it strikes the target).

Rationale:  This is a counterbalance to my improvements on Fighters and Missiles.  Also, it is simply sensible that this be applied, since one would not want to fire a Missile into a ship that is in melee range:  the explosion would damage the launching ship as well.  This seems like a limitation that is reasonable under the circumstances.

Combat Calculations
1.  Ideas on how bonuses should be applied in combat.

A.  When a Leader leaves the combat, the bonuses the Leader provides do not disappear until the next round (this is just as the system is currently).

B.  When a ship has its speed reduced (either by a hit, Tractor Beam, or other means), its Beam defence drops immediately (currently, one needs to wait until the next round).

C.  If a Battlestation/Star Fortress is destroyed in combat, the Beam Attack bonus for the defending fleet is lost immediately (currently, one must wait until the next round).

D.  The Beam Defence bonus of a Cloaking Device when Cloaking/Decloaking is only changed at the next round (this is the same as the current system).

E.  Loss of Computers or other ship specials take effect immediately with the appropriate loss of Beam Offence/Defence/Missile Evasion.

Planetary Variables
1.  As it stands, all planetary variables (Unification bonus on Production and Food, Morale, Leader bonuses, etc...) modify the base value of a production unit after basic additions.

For example...

A planet has 10 scientists with a +1 racial science bonus and a Research Lab.

So the base value is 50.  The scientists produce 30 research, with basic additions of 10 for the racial bonus and 10 for the Research Lab (even though I have removed the Research Lab’s 5 Research-per-turn ability, such values never bear any relation to what I have named “planetary variables”).

-In the current system, if the Government is Democracy, with a +20% Morale bonus and a Leader of +30% Research, we would have the following...

50 Research + 25 (Democracy 50% bonus) + 10 (20% Morale bonus) + 15 (30% Leader bonus) = 100   [if we then added Heavy Gravity, we’d add a penalty of 25 for a total of 75 research)

-If our Government was Feudal and on a Heavy Gravity planet, we would have...


50 Research -25 (Feudal 50% penalty) -25 (Heavy Gravity 50% penalty) = 0

---I am suggesting a change to these variables, because some of the variables favor some Governments or bonus types, while penalizing others, making it difficult to balance things overall and generally making the game rather stupid and unfair.  So, here are my suggestions.

-Government bonus is calculated first, and modifies the base value
-Morale is calculated second, and modifies the base value
-Leader bonuses are calculated third, and modify the modified value after the Government and Morale bonuses have been calculated

-Gravity bonuses are calculated fourth, and modify the modified value after Government, Morale, and Leader bonuses have been calculated

So, another look at our above examples

50 Research + 25 (Democracy 50% bonus) +10 (20% Morale bonus) + 25.5 (Leader bonus including the previous two additions) = 110.5 [add Heavy Gravity, and we cut this final value in half for a total of 55.25 research)

50 Research -25 (Feudal 50% penalty) -12.5 (Heavy Gravity penalty applied after Feudal) = 12.5 (however, keep in mind that with my changes, Feudal’s penalty will only be 1/3 instead)

-In other words, this change will be wounding to Governments with Food/Production/Science bonuses on Heavy or Low Gravity planets, but be more beneficial when a Leader gets involved.  Overall, I find this to be a more balanced approach, because Feudal has more of a fighting chance to keep up with things.

A NOTE on other matters...

-Whereas the Government bonuses such as Democracy add to the base value of Food/Production/Research, the Population and Money bonuses in the game actually change the original values of Population and Money, so...

10 income with Democracy = 15

10 income with +0.5 BC also = 15

But 10 income with +0.5 BC and Democracy is NOT 20

· Instead, +0.5 simply CHANGES the value to 15 income, and Democracy modifies this to 22.5, and all other bonuses would react similarly to this

-My tentative suggestion is that Population Growth be changed so that it no longer CHANGES the base value, but rather modifies it instead (as would Democracy), whereas the Income racial trait would remain as it is now with all the Planetary Variables functioning as described above

