250 RP
1.  Fusion Drive

2.  Fusion Bomb

3.  Augmented Engines

900 RP
1.  Ion Drive

2.  Shield Capacitors

3.  Anti-Matter Torpedos

2000 RP
1.  Anti-Matter Drive

2.  Ion Pulse Cannon

3.  Anti-Matter Bomb

2750 RP
1.  High Energy Focus

2.  Energy Absorber

3.  Transporters

3500 RP
1.  Hyper Drive

2.  Hyper-X Capacitors

3.  Proton Torpedos

4500 RP
1.  Food Replicators

2.  Neutronium Bomb

3.  Quantum Detonator

7500 RP
1.  Megafluxers

2.  Interphased Drive

3.  Plasma Torpedos

250 RP
1.  Fusion Drive

2.  Fusion Bomb

3.  Augmented Engines


1 - Effective on all Drive technologies would be that they would not automatically upgrade once a new Drive technology was acquired:  only new ships or refitted ships would receive the new Drive.  Also, Missiles and Fighters would move with a Drive equal to that of their mothership.


2 - No changes.


3 - One third heavier initially, but would miniaturize.

900 RP
1.  Ion Drive

2.  Shield Capacitors

3.  Anti-Matter Torpedos


1 - No changes (see Fusion Drive for everything else).


2 - Perhaps a bit heavier.


3 - Damage reduced to 12.

2000 RP
1.  Anti-Matter Drive

2.  Ion Pulse Cannon

3.  Anti-Matter Bomb


1 - No changes (see Fusion Drive for everything else).


2 - Damage increased (possible number:  4-19).


3 - No changes.

2750 RP
1.  High Energy Focus

2.  Energy Absorber

3.  Transporters


1 - The 50% bonus damage only applies after a shield’s (and Hard Shields) damage reduction.

2 - Energy is retained until the ship has its turn again and then the player hits either “wait” or “done.”


3 - No changes.

3500 RP
1.  Hyper Drive

2.  Hyper-X Capacitors

3.  Proton Torpedos


1 - No changes (see Fusion Drive for everything else).


2 - Maybe a slight mass boost.


3 - Being down one level, this might or might not need to pack a stronger punch.

4500 RP
1.  Food Replicators

2.  Neutronium Bomb

3.  Quantum Detonator


1 - Upkeep of 2.  Production-to-food ratio is one-to-one.  Provides 10% bonus morale.  If a player’s government is Unification, the upkeep of this building is reduced by 1.  If all the population of a planet is Lithovore, the upkeep of this building is again reduced by 1.


2 - No changes.


3 - Starts 50% heavier and miniaturizes.  Explosion damage is x5.  Chance to explode if ship captured increased to 75%.

7500 RP
1.  Megafluxers

2.  Interphased Drive

3.  Plasma Torpedos


1 - No changes on ships.  On Star Bases/Battlestations/Star Fortresses, adds 50% weaponry.  Adds 25% weaponry to planetary bases.


2 - No changes (see Fusion Drive for everything else).


3 - With Hyper-Advanced tech costing less, this might or might not need to pack a stronger punch.

250 RP
1.  Fusion Drive

2.  Fusion Bomb

3.  Augmented Engines


1 - Having Drives not automatically upgrade (in fact, perhaps one could choose a Drive for each ship, and have the original ship cost reduced and the difference given to Drives instead) simply adds more spice to the game.


2 - With all the changes made to other technologies in the game (including planets having double hit points per structure), Bombs are a much more feasible option here.


3 - Well, maybe this is overkill and perhaps a standard value is okay after all.  I’ll think about it:  I was just annoyed that this didn’t miniaturize, but maybe it doesn’t have to.  :P

Final Comments:  Fusion Drive provides a big boost over Nuclear Drive early in the game, but now can come into contest with Fusion Bomb, which could have major impact on invasions early on and later.  Augmented Engines is a very useful technology, but totally unique.  If it is missed here, it can be difficult to acquire later on; however, taking it now (given that it takes some good mass) means that potentially early and useful technologies like Fusion Drive and Fusion Bomb are missed at this stage of the game.

900 RP
1.  Ion Drive

2.  Shield Capacitors

3.  Anti-Matter Torpedos


1 - A very strong Drive at this level, especially considering how much the next level costs to research.


2 - Pretty tough and useful to the point of warranting a bit of extra mass, but it may be unnecessary now that Class III and V Shields have been reduced to Class II and IV.


3 - Anti-Matter Torpedos were much too difficult to access and to miniaturize to be a feasible goal as a game strategy early in the game.  This places them earlier on and makes them a little more similar to Missiles in accessibility, although the damage is greatly reduced.  It might be too much of a reduction (or too little), but this can be worked out later.

Final Comments:  A very strong Drive for the early game, a solid weapon, or an outfit that makes later-game shielding extremely effective.

2000 RP
1.  Anti-Matter Drive

2.  Ion Pulse Cannon

3.  Anti-Matter Bomb


1 - Nothing to say.  Good Drive.


2 - Ion Pulse Cannon is rather weak in standard MOO2 both because it has no Heavy modification and because its low damage eventually causes shields to all but nullify its effects.  By bringing this up one level, its damage can be increased to ensure effectiveness at most stages of the game and its mass can remain as it is, but it will be more difficult to miniaturize.  Also, it kind of depends on other weapons to wipe out even low-level shields so it is not wasted, so this is decently placed here.


3 - Mean Bomb.

Final Comments:  The Anti-Matter Bomb with Bombers or just plainly against a planet will be able to wreck things really well.  Ion Pulse Cannons would be equally dangerous in the right situations, or one could just speed past all of one’s opponents.

2750 RP
1.  High Energy Focus

2.  Energy Absorber

3.  Transporters


1 - This is a strong item that I think was just poorly placed in the original game.  Perhaps could use a small mass boost, but perhaps not.  In any case, having shield reduction apply first is just one way to make higher-level shields more balanced alongside higher-level Beams.


2 - The change to how long the energy remains absorbed is because a ship could end its turn and then be attacked afterwards:  the new round would start, and the energy would be gone before the energy could be used.  A ship should always have an opportunity to use acquired energy (unless the ship is destroyed, of course).


3 - Transporters now has much more meaningful contenders than it did before.

Final Comments:  Every one of these technologies has unique and interesting aspects that can be brought to bear in combat situations.  Boarding or long-range bombing with ease, damage reduction and retaliation, or just plain strong Beam weapons.  Choice will likely depend on a player’s overall strategy and also some racial picks.

3500 RP
1.  Hyper Drive

2.  Hyper-X Capacitors

3.  Proton Torpedos


1 - Hyper Drive was a bit far out in contrast to Anti-Matter Drive, so this whole tech level has been moved down one.


2 - No comments.


3 - Proton Torpedos actually show themselves to be quite pathetic compared to Plasma Torpedos as soon as the latter become miniaturized.  Proton Torpedos were also generally pretty difficult to access.  This places Proton Torpedos at a more reasonable level where they can be decently miniaturized and used in common combat.  No need for a damage adjustment.

Final Comments:  Hyper-X Capacitors can help a well-equipped Beam fleet, Proton Torpedos are a solid new weapon, and Hyper Drives are dang fast.

4500 RP
1.  Food Replicators

2.  Neutronium Bomb

3.  Quantum Detonator


1 - Let’s be honest:  Food Replicators totally and utterly suck in the original game.  They are expensive to access and inferior to their neighbor, Transporters.  Furthermore, unless one is in a very unique set of circumstances, the amount of food generated by a single population point is often superior to the food generated by production points (and would especially be with my changes to production buildings being less accessible).  Nevertheless, I need to factor in that my changes to Terraforming would leave some planets with less food.  Nevertheless (again), planets that produce plenty of food and are good at it (with a leader), can still freighter in food at 1 BC per food per turn, which — if a planet is at 10 population or less — still costs the same or less than the Food Replicator's massive 10 BC-per-turn upkeep.


My solution is as follows:  in conjunction with other buildings and researches that provide morale one way or another, the morale-benefitting races could get up to a maximum of 100% morale bonus without Leaders, and Food Replicators is one of the buildings that provides such a bonus, of 10%, because of course, people can make any kind of food they want.  One-to-one return of production to food produced makes this a solid alternative to other food technologies, and the upkeep cost is reasonable.  Unification and Lithovore receive lower upkeep for this building because each of these racial traits only benefits from half of what the structure provides.


2 - While Bombs are important in the game, I don’t think they’re capital technology.  This is okay here.


3 - Let’s be honest:  Quantum Detonator is a really fun and really cool technology, but it just doesn’t sit at the same class as some of the other Antaran technologies.  This can certainly be a powerful tool to use, but it is by no means critical technology.

Final Comments:  Since Quantum Detonator can cause as much damage to oneself as to an enemy, I don’t think its unfitting to be here.  Neutronium Bomb is effective in many situations, and Food Replicators is a free bonus.  Quantum Detonator was mainly added so that Neutronium Bomb was not preferred too quickly or selected automatically by a Lithovoric race, thus reducing the value of Anti-Matter Bomb.  Food Replicators, in my opinion, is now an excellent and interesting option, functioning as a tiny little bonus that is really helpful.

7500 RP
1.  Megafluxers

2.  Interphased Drive

3.  Plasma Torpedos


1 - Megafluxers where it used to be was the obvious choice.  High Energy Focus increased damage by 50%, but also had mass, thus the free space Megafluxers provided would make up for any damage bonus High Energy Focus would provide.  The same deal went for Energy Absorber on the defensive:  Megafluxers would provide any room for other defensive outfits that could easily make up for what Energy Absorber provided.  Ultimately, Megafluxers either did what the other options did, or simply provided a ship with more flexibility.  All-in-all, this is definitely a capital technology.


2 - With the RP of this tech level being reduced to 7500 RP, I do not think that 8 parsecs per turn is necessary here.  Nice drive (duh).


3 - I mainly reduced the RP level of this part of the tree for these Torpedos.  They are obviously difficult to miniaturize, but menacing once they are.  A very powerful weapon.

Final Comments:  Here one can acquire one of the meanest weapons in the game, the best Drive, and a unique space-boosting addition.  Plasma Torpedos are a more long-term weapon, while Megafluxers and Interphased Drive have more immediate effects.  The tie-breaker between Megafluxers and Interphased Drive is whether maneuverability would outclass superior outfits and armaments.

