Population
-50% Growth

-4

+50% Growth

3

+100% Growth
5.5

Food
-1/2 Food

-5.5 (incompatible with Aquatic, Cybernetic, and Unification)

+1 Food

3

+2 Food

5

Production
-1 Production

-4.5

+1 Production

4

+2 Production

7

Science
-1 Research

-3.5

+1 Research

3

+2 Research

6

Money
-0.5 BC

-5 (incompatible with Expert Traders)

+0.5 BC

4.5

+1 BC


7

Ship Defence
-20


-2

+25


2.5

+50


5.5

Ship Attack
-20


-2.5

+20


2.5

+50


6

Ground Combat
-10


-1.5

+10


1.5

+20


3

Spying
-10


-2.5

+10


2.5

+20


5

Special Abilities
-Low-G World
-4.5 or 4

-High-G World
4.5 (eliminates penalty on Low-G worlds as well)

-Aquatic

5

-Subterranean

8 (no population bonus on Ocean worlds)

-Large Homeworld
1

-Small Homeworld(?)
-2

-Rich Homeworld
1.5

-Poor Homeworld
-1

-Artifacts Homeworld
3 (player begins with 1 or 2 random starting technologies not from Sociology)

-Cybernetic

3.5

-Lithovore

12

-Repulsive

-6 or -7

-Charismatic

3.5

-Uncreative

-6.5

-Creative

9.5

-Tolerant
14 (provides bonus as described)

-Fantastic Traders
5 (The 25% bonus of Trade Treaties is changed to the following:  The Fantastic Trader gets the 25% trading bonus with every empire it has met, regardless of whether or not it has a Trade Treaty with that empire or even if that empire or the Fantastic Trader him/herself is Repulsive.  Also, Freighters cost 50% more to build, but the use of them is free.)

-Telepathic

6

-Lucky


3

-Omniscient

2.5

-Stealthy Ships
3

-Trans Dimensional
3.5 (cannot move through hyperspace fluxes, BUT ships are never eaten by Hyperspace Beasts)

-Warlord
6.5 or 6(control bonus reduced to 1 per planet; also, provides the correct number of Marines and Armor on planets)

Governments
-Feudal
-4 (science penalty is changed to only one third penalty, assimilation is one population every 10 turns)

-Dictatorship
0

-Unification
8

-Democracy
Decrease to 5.5 points, has and added 10% morale bonus

-Also, Government bonuses are applied after all other bonuses, but before Gravity penalties.  (See Game Mechanics Changes.)

Population
-50% Growth

-4

+50% Growth

3

+100% Growth
5.5

Comments:
-50% Population Growth can be crippling if one does not acquire Cloning Centre or does not have a race with decent production to build Housing.  Since less production power is available in the game in a general sense, the Housing avenue is a bit weaker than it was before, possibly warranting in my opinion a slight increase in the negative bonus here.


With regard to +100% Population Growth, it is a nice bonus, but in the long run adds nothing to any particular planet.  This bonus can make planets max out a bit more than what is needed, so a slight decrease in cost makes up for what is lost by not putting these points elsewhere.

Food
-1/2 Food

-5.5 (incompatible with Aquatic, Cybernetic, and Unification)

+1 Food

3

+2 Food

5

Comments:
The negative food bonus was kind of stupid because using it in any meaningful way usually involved (in my experience) combining it with some other racial trait that improved food.  Rather than doing that, I've eliminated these other options as choices and made this food penalty give a fair bit more points, the intention being that one's early game is hurt, but that one can recover from the penalty with the appropriate technologies.  Perhaps this could be modified in other ways, though.


As for positive food bonuses, while these are initially very helpful, other bonuses help considerably more in the long run and even in the short run.  A cost reduction seemed warranted to keep these on par with other racial traits.

Production
-1 Production

-4.5

+1 Production

4

+2 Production

7

Comments:
Production is obviously useful at all stages of the game, and in a very powerful way.  There's no doubt that a cost increase was appropriate for the bonuses, and the penalty certainly was always one that hurt, especially now that many production nerfs have been thrown into the game.

Science
-1 Research

-3.5

+1 Research

3

+2 Research

6

Comments:
I see no need for changes here.

Money
-0.5 BC

-5 (incompatible with Expert Traders)

+0.5 BC

4.5

+1 BC


7

Comments:
-0.5 BC can be extremely crippling, and since the value changes the original value, it renders buildings like Spaceports and Stock Exchanges almost to the brink of uselessness, so this penalty really hurts.  Consequently, a boost in its negative pointage seems warranted.


When it comes to the positive BC values — especially +1 — I am generally of the opinion that a slight decrease seems appropriate.  However, I have essentially not changed the values because with certain nerfs to production, Money has become more important and may be needed to get certain important things done.  Therefore, money has new potential and perhaps there is no need to decrease the points here.

Ship Defence
-20


-2

+25


2.5

+50


5.5

Comments:
I must say that the Ship Defence point costs were so high before that I usually found them unfeasible to use.  Also, we must keep in mind that this bonus actually does increase Missile Evasion as well.  Though Missile Evasion is affected, the main protection here is against Beams, so I don't think it's overpowered to have this cost less than Ship Attack, although I am of the mind that possibly equal Ship Attack/Defence bonuses should have equal costs.

Ship Attack
-20


-2.5

+20


2.5

+50


6

Comments:
Super useful bonus that definitely cost too little before.

Ground Combat
-10


-1.5

+10


1.5

+20


3

Comments:
Usually chosen as a freebie negative trait with insufficient reason to pick the positive version of the trait.  Possibly could be reduced even more.

Spying
-10


-2.5

+10


2.5

+20


5

Comments:
Another trait that is often chosen for its negative ability, and the payoffs for using spies are usually not that good.

Special Abilities
-Low-G World
-4.5 or 4

Comments:
I'm calculating this in something like the following way:  -10 Ground Combat is -2, and -25% of everything else on Normal-G planets is worth how much, then?  I felt like -5 was a bit strong and that 2.5 points covers the change of gravity.

-High-G World
4.5 (eliminates penalty on Low-G worlds)

Comments:
While this has always been a cool choice, it has also always seemed like a weak choice.  While High-G gets a second hit point on ground troops, this second hit point does not help much if those troops are still outclassed in Ground Combat.  As for the gravity, the main place where this is of service is on Rich or Ultra-Rich planets with Heavy Gravity.  It does not provide more food to actually put such planets into better use, and also has no population bonus, so I felt a decrease in points was appropriate:  it only helps specific planets in a specific way.


I've also considered throwing in no penalty on Low-G worlds just because of logic and as a way to improve this racial trait a little more:  think of it, on a High-G Homeworld, the description claims that these dudes are stronger and buffer than on a Normal-G Homeworld.  The conclusion is that these are heavier, and thus on a Low-G World will actually stick to the ground a little better.  Whatever, it's just a thought.

-Aquatic

5

Comments:
With changes to the standard food bonus, I don't think there is a need to change this.

-Subterranean

8 (no population bonus on Ocean worlds)

Comments:
Obviously, the massive population bonus from Subterranean just provides so much in terms of income, production, and research, that I think everyone would agree that a cost increase was in order.

-Large Homeworld
1

Comments:
Large Homeworlds are useful, but I don't see them being worth a full point in the original game.  However, with my changes to some other things, they are worth a full points now.

-Small Homeworld(?)
-2

Comments:
A possible additional racial trait to throw in.  Using this racial trait, a race without a starting population bonus will start with a maxed 8/8 population planet, therefore receiving no population growth at the game's start.  It's an interesting avenue to consider, and might be worth more negative points than I have suggested.

-Rich Homeworld
1.5

Comments:
Rich Homeworlds are mostly either for quick Colony Ships or quick invasion using few or no other bases.  The problem with Rich Homeworlds is that any empire requiring much food eventually soaks up all the population of the Homeworld to produce said food, thus annihilation the Rich bonus.  Thus, I've suggested a small decrease in pointage here.

-Poor Homeworld
-1

Comments:
Poor Homeworlds do slow down the early game, but there's no doubt of their usefulness as food-producing research bases.  This negative pointer seems fine.

-Artifacts Homeworld
3 (player begins with 1 or 2 random starting technologies)

Comments:
Similarly to Rich Homeworld, Artifacts Homeworlds can suffer in food-requiring civilizations, where the population of the Homeworld eventually cannot be used for science unless luck provides a player with some other decent planets.  Starting with 2 random technologies is just a cool bonus, but would not be overpowering.

-Cybernetic

3.5

Comments:
With some of the nerfs to production, Cybernetic needs a bit more slack.

-Lithovore

12

Comments:
The number I have provided here is at best an extremely vague guess at what this racial trait might be worth, because it is extremely difficult to calculate.  Lithovore is quite unlike a food bonus, in that a food bonus could be as high as you like it to be, and Lithovore would still have more population that it could put towards research and production.  The question at hand is where one thinks the food curve provides a high enough bonus to equalize itself reasonably with Lithovore.  The second matter to consider is that Lithovore has no need to use Freighters to ship food around (at least without conquered population), and thus save on money from using Freighters and likewise saves on production from not having to build them in the first place.  Thirdly, Lithovore's selection of technologies is narrower, since it does not need to worry about food technologies:  consequently, it can get firmer benefits at certain places in the tech trees.


I will comment in this way:  although Silicoid is a race that uses Tolerant Lithovore, I find that Tolerant and Lithovore are two racial traits that are at their most powerful when used with some other racial traits other than one another (Lithovoric Democracy, Tolerant Unification…and so on).  Ultimately, I have the feeling that this is worth more than 10 points, but the decrease in food cost may have changed this.  In the end, I just don't know what to say.

-Repulsive

-6 or -7

Comments:
My hope is that the importance of choosing technologies has increased greatly with my changes to various tech trees, consequently making this a much more dangerous choice of racial trait.  In that respect, it could probably be left at -6 points or perhaps even increased.

-Charismatic

3.5

Comments:
I won't pay much attention to the bonus this provides with Computer players (which, in my opinion, is a bit much), but will only focus on the PvP aspects, namely that assimilation is faster and better Leaders come about.  The better Leaders thing now is in line with my changes to Xeno Psychology, and I must say that the Leaders that come to Charismatic races are AMAZING!  This alone warrants an increase in points, and I think 3.5 is enough.  Faster assimilation is cool, but not an overly big deal.

-Uncreative

-6.5

Comments:
I think with my changes to tech trees, Uncreative suffers less from bad luck.  However, I was always of the opinion that it did not provide enough negative points, and I still think that one more negative point is warranted.

-Creative

9.5

Comments:
Maybe this isn't enough of a point increase, but Creative is probably now far more useful than it was before, due to some of the touch choices at certain levels of various tech trees.  Will have to think about this one.

-Tolerant
14 (provides bonus as described)

Comments:
First of all, let me remind everyone that the description of Tolerant population change is in fact incorrect.  If it actually was correct, then all its planets would have populations of 4-8-12-16-20 (I’d suggest no population bonus on Terran, but that Gaias function as Gaias in terms of population).  This would mean that on Toxic, Radiated, Barren, Desert, Tundra, and Ocean planets, Tolerant races would in fact have superior population to a Subterranean race (Wow!).  On Swamps, both would be equal, and on all others, Subterranean would take the lead.


In any case, the elimination of pollution really gives Tolerant a nice opportunity to really benefit from Housing to fill in those population slots, whether it be in the current format or in the format described in the description.  As we are trying to cut some more slack for races without population bonuses, I am definitely of the mind that this deserves a pointage increase, and I'm not unhappy if it goes as far up as 14…

NOTE:  Since Androids are technically “Tolerant” units, I would leave their “Tolerant” bonus to be the same as the one that is in the original version of the game.  Then again, having many Androids at every colony under the new Tolerant version could be very interesting...

-Fantastic Traders
5 (The 25% bonus of Trade Treaties is changed to the following:  The Fantastic Trader gets the 25% trading bonus with every empire it has met, regardless of whether or not it has a Trade Treaty with that empire or even if that empire or the Fantastic Trader him/herself is Repulsive.  Also, Freighters cost 50% more to build, but the use of them is free.)

Comments:
Unfortunately, Fantastic Trader bonuses usually suck or make no sense apart from the Trade Goods bonus.  The 1 GC for excess food matters little because more is gained from having population on production or research rather than excess food, and thus one always wants to keep excess food to a minimum.  Yes, it is a bonus, but only a small bonus, so I've added a freighter bonus as well.


In PvP in particular, the 25% trading bonus makes no sense, because other players could just deprive the Fantastic Trader of this.  Even in normal games, bad situations can minimize this bonus, can't get a bonus off of Repulsive opponents, and using Fantastic Traders while being Repulsive oneself is an undesirable combination.  My change basically states that the "25% bonus" exists regardless of whether one is at war, repulsive, has a Trade Treaty, or not.  Fantastic Traders are SO good, that they will get a little bit of trade in with everyone, no matter what.  Thus, having a Trade Treaty provides an equal bonus to the Fantastic Trader as to another individual who is not such a one.  This is a much more reasonable bonus, and in my opinion, even warrants a pointage increase.

-Telepathic

6

Comments:
I'm not entirely sure about this for points, but 6 seems good.

-Lucky


3

Comments:
If you take a look at Game Mechanics Changes, I've fiddled with some of the mechanics relating to natural events and the like.  I've suggested that events should occur even as often as every 10 turns (value could be changed), and this greater commonality of events helps out Lucky quite a bit:  and I am not shy to help out Lucky races, because Lucky was pretty weak before.

-Omniscient

2.5

Comments:
Eh, maybe I should have left this at 3.  Omniscient is a cool bonus, but it won't help you in a battle, or to get ships to fight a battle.  Information only goes so far.

-Stealthy Ships
3

Comments:
I'll say the same comments here as for Omniscient.  Surprise attacks definitely help, but they have limits.  Perhaps I'm underestimating this, though.

-Trans Dimensional
3.5 (cannot move through hyperspace fluxes, BUT ships are never eaten by Hyperspace Beasts)

Comments:
I am most definitely not satisfied with the concept of Trans Dimensional moving through Hyperspace Fluxes:  a game should not be won because of luck.  Avoiding being eaten by Hyperspace Beasts is a more reasonable bonus.  In any case, pointage has been decreased due to the decrease in pointage of Ship Defence in that other category.  Perhaps I've made this a bit too cheap, but I don't think it's worth 5 points any longer.

-Warlord
6.5 or 6 (control bonus reduced to 1 per planet; also, provides the correct number of Marines and Armor on planets)

Comments:
Waaaaay too strong a racial trait at only 4 points.  2 control points per planet —for starters — is simply overkill and unnecessary.  The Marine and Armor bonus is cool but not an essential bonus, so I see no reason to change it.  As for the Ultra Elite bonus and one-level-higher bonus, we need to consider where these points are coming from.  Even at the basic level (+15/+15 Beam Attack/Defence), this would come out to about 3 racial points by itself in the original game and almost 4 with my changes.  When one considers that with experience, the bonus increases even further, Warlord is well beyond anything Ship Attack/Defence racial traits can provide, and we haven't even included the control point bonus, yet.  Consequently, I have decreased the power of the control point bonus, and increased the pointage of Warlord by over 50%.  This seems much more reasonable.

Governments
-Feudal
-4 (science penalty is changed to only one third penalty, assimilation is one population every 10 turns)

Comments:
-50% science is just a killer.  -1/3 is more reasonable and less painful.  Consequently, the pointage can remain at -4.  As for the assimilation, I just wanted every government to have a different rate.  Since Democracy and Feudal/Dictatorship were 4 and 8 respectively and Unification was 20, a 10 needed to go somewhere.  I've picked here.

-Dictatorship
0

Comments:
None.  See the Sociology tech tree for more information on the upgraded versions of these governments.

-Unification
8

Comments:
Unification does not merely increase food and production by some base value as do other racial traits, it also improves upon any other buildings that may be added throughout the game.  I will admit that I have trashed the nice bonus Unification will get when it is on High/Low Gravity worlds, but Unification's bonus is still insane.  7.5 or 8 points is more in keeping with its abilities.

-Democracy
Decrease to 5.5 points, has and added 10% morale bonus

Comments:
While Democracy is undoubtedly strong, the huge points it requires to use limits room for food and production bonuses, leaving it somewhat deprived in these departments.  I have suggested a morale increase one way or another to deal with this and to keep Democracy on par with the other governments' possible 100% morale bonuses, but secondarily is the possibility of having only one government that has poor production, but with an appropriate decrease in points.


A second note is that because of some of the changes to the tech trees, Democracy is no longer capable of getting both Spying bonuses and Research bonuses simultaneously from the Computers tree.  This leaves Democracy with the choice of defending its technology from spies, or risking losing technology in favor of superior research capability.  The existence of this dilemma alone is sufficient to warrant a decrease in points.

-Also, Government bonuses are applied after all other bonuses, but before Gravity penalties. (See Game Mechanics Changes.)

Comments:
I have several things in mind when including this change.  First, Feudal is not totally fried by gravity penalties when it comes to research, but will also not get astronomical increases of science because of things like morale or Leaders:  the starting research is better at 2/3rds of maximum, but it is always 2/3rds no matter what.


Due to the greater difficulty of getting production buildings, Unification suffers a wee bit.  With the big increase in pointage, it's okay if Unification has a couple places benefitting a bit more from Leaders, but it also is cut down by bad gravity.


For Democracy, the setup of certain tech trees is such that spying and research are almost always together, and income and production often go together.  Consequently, much of Democracy's strategy for maintaining strong research and strong spying to protect that research simply isn't possible.  By making the government itself build upon things such as morale bonuses, Democracy makes up for some of these penalties by using morale as a helper.

Is this necessarily a good system?  Perhaps not, and perhaps it could be built a bit differently…

Some Final Notes
-maximum total negative points would be increased to -12

-an exception to the above rule would be made so that Tolerant-Lithovore could still be used

-obviously, the starting races would need to be somewhat reworked in order to conform to the new point counts (while we can make “exceptions,” I think some of the starting races are genuinely useless and do need changes...)

-a Tolerant-Lithovore race begins on a Barren planet (if the Tolerant population bonus is working properly, then there would be no difference to the Tolerant bonus for this planet type:  also, Tolerant would provide no population bonus on a Terran planet itself)

-a Tolerant non-Aquatic race begins on a Swamp planet

-a Subterranean Aquatic race begins on a Terran planet

-Aquatic and Lithovore are incompatible

Suggestion for a new racial trait idea:  +2 population on all planets (cost 2.5, and could perhaps have a +1 version and a -1 version as well, where the +1 version is 1.5 points and the -1 version is a -2.5, but does not prohibit colonizing Tiny planets, and can only be used if the player is not using Aquatic, Tolerant, or Subterranean)
