Initial Proposal:  My initial proposal with regard to Hyper-Advanced technology is that it would generally speaking cost less.  Rather than starting at 25000 RP and jumping by 10000 RP per level, it would instead start at the nearest 2500 RP or 5000 RP rounding above the last standard technology in the field, and then upgrade by 2500RP/5000RP each time.  This would make Hyper-Advanced technology more feasible to research in order to have it play part in normal games, while it would still cost quite a bit.

My second proposal with regard to Hyper-Advanced technology is that it would not only miniaturize weapons, but would also do “extra things.”  All 8 tech trees would have 7 levels of Hyper-Advanced technology, after which point that tech tree would simply disappear.  Here is a list of “extra things,” whereby tech trees that have no sense of miniaturization (like Sociology) could add something to the game if research was done there.

Each level of Hyper-Advanced technology will have certain bonuses, and bonuses at subsequent levels will include all the previous level’s bonuses, unless a bonus shown is of the same kind as a previous one, in which case that bonus will override the previous one.  (I’ll explain this in a moment.)  In any case, all these bonus are automatic on all planets and ships when they are upgraded.

Construction (starts at 10000 RP with either +2500 or +5000 RP per level)

1.
-10% building costs

2.
-10% ship costs (so at this level, you’d have 10% building and ship costs)

3.
+10% base production

4.
-20% building costs (so here is -20% building costs, -10% ship costs, and +10% production)

5.
-20% ship costs

6.
+15% production

7.
-30% ship and building costs

Power (starts at 10000 RP with either +2500 or +5000 RP per level)

1.
Miniaturization Only (lots of good weapons still to upgrade:  no other bonuses necessary at this point)

2.
Miniaturization Only

3.
Miniaturization Only

4.
+1 Combat Speed on all ships

5.
+1 parsec per turn on the galactic map for all ships, with any Drive

6.
+2 Combat Speed

7.
+4 Combat Speed, +2 parsecs per turn

Chemistry (starts at either 12500 RP with +2500 per level, or at 15000 RP with +5000 per level)

1.
Miniaturization Only

2.
Miniaturization Only

3.
+50% Fuel Cell range for all non-Thorium ships, Missiles move 25% faster

4.
-10% damage on armor or hull after all other damage calculations have been done (this calculation comes last)

5.
Missiles without Heavily Armored modification evade 30% of all fire regardless of any other considerations, while Heavily Armored Missiles evade 50%

6.
10% more hit points on all ships

7.
20% more hit points on all ships, -20% damage on armor and hull

Sociology (starts at 10000 RP, either +2500 or +5000 per level)

1.
+10% base income

2.
Leader bonuses are increased by 25% (rounded up)

3.
-1 Upkeep on all buildings

4.
+20% base income

5.
-2 Upkeep on all buildings (upkeep cannot go below 0)

6.
Leaders get a 50% bonus (rounded up)

7.
-3 Upkeep on buildings, +30% base income

Computers (starts at either 7500 RP with +2500 per level, or 10000 RP with +5000 per level)

1.
+10 Beam Attack

2.
-10% mass for ship outfits

3.
+1 research per scientist

4.
-20% mass for ship outfits

5.
+20 Beam Attack

6.
-30% mass for ship outfits

7.
+25 Beam Attack, +20% research (after all other bonuses, but before government bonus and Gravity penalty)

Biology (starts at either 7500 RP with +2500 per level, or at 10000 RP with +5000 per level)

1.
+1 food per farmer [Lithovore ignores this level]

2.
+1 population on every planet

3.
+25% population growth (from base value)

4.
+2 population on every planet

5.
+25% food production (after all other bonuses, but before government bonus and Gravity penalty) [Lithovore ignores this level]

6.
+50% population growth, +3 population on every planet

7.
+4 population on every planet, +50% food production

Physics (starts at either 17500 RP with +2500 per level, or 20000 RP with +5000 per level)

1.
Miniaturization Only

2.
Miniaturization Only

3.
Miniaturization Only

4.
Miniaturization Only

5.
+1 control on every Star Base/Battlestation/Fortress

6.
All weapons do +5% damage

7.
All weapons do +12.5% damage

Force Fields (starts at either 12500 RP with +2500 per level, or 15000 RP with +5000 per level)

1.
+15% total shields (additive with Multi-Phased Shields)

2.
+2 shield resistance

3.
Damage to shields is reduced by 15% (this calculation is made after all other calculations)

4.
+30% shields

5.
Damage to shields reduced by 30%

6.
+4 shield resistance

7.
+7 shield resistance, +50% shields, Shield Capacitors fully restore all sides of the shields every turn; without shield capacitor, up to 30% of shields are restored on each side every turn

Final Proposal:  The current setup presumes a solid end to all technology research.  This need not be the case, but it of course requires proper management.  Here’s some ideas as to what could happen with things after the 7th level of Hyper-Advanced Technology (and these could all receive their own names as well).

1.  Technologies have an END.  When all technologies are done, can do a "beyond" Hyper-Advanced tech that is worth like 5 points each (sort of like extra tech in Civilization 2).

2.  Technologies don't end, but you must finish the first 7 Hyper-Advanced levels in all of them before doing further in each one.

3.  Same as 2, but no need to finish all technology lines.

4.  Technologies have an end, and there is nothing more.  Research becomes extra income or something.

If 2 or 3 are chosen, here’s some ideas for the later technologies.  Each level would follow the +2500 or +5000 rule as usual, and add an extra bonus each time.

Construction

+5% production

Power


+2 Combat Speed

Chemistry

+10% ship hit points (armor and hull)

Sociology

+10% base income

Computers

+5% ship mass

Biology

+1 population per planet

Physics

+7.5% damage (all weapons)

Force Fields

+1 shield resistance and +25% shields

