900 RP
1.  Space Academy

2.  Alien Management Centre

3.  Xeno Psychology

1150 RP
1.  Stock Exchange

2000 RP
1.  Astro University

4500 RP
1.  Better Government

7500 RP
1.  Galactic Currency Exchange

900 RP
1.  Space Academy

2.  Alien Management Centre

3.  Xeno Psychology


1 - 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.  Also an increase in production cost.


2 - No changes.


3 - Increases the probability that a Leader will join one’s empire, decreases the cost of Leaders, and encourages stronger Leaders to join.  Computer players offer fairer technology trades.

1150 RP
1.  Stock Exchange


1 - No changes.

2000 RP
1.  Astro University


1- No changes.

4500 RP
1.  Better Government


1 - Evidently, the changes here are going to reflect some of the changes I’ve made to the governments themselves in the Racial Picks section.  In any case, I’ll go over the upgraded versions now, with some mention of the original governments where appropriate.

Confederation - Everything is the same except the following.

-Provides no change in scientific research (former Confederation changed the Feudal science penalty to a 25% decrease; my change to Feudal will give it only a 1/3 science decrease from the beginning and leave it as such).

-The total upkeep cost of all buildings is added together and then cut in half.

Imperium - Everything is the same except the following.

-The 20% morale bonus no longer exists.

Galactic Unification - Everything is the same except the following.

-+5 offensive spying.

Federation - The science and income bonuses are increased to 100%.

-If my second version of Democracy is chosen, then the Production penalty is dropped to 20%.
7500 RP
1.  Galactic Currency Exchange


1 - The 50% income bonus from Galactic Currency Exchange is applied after all other income modifiers (Spaceports, Democracy, Morale) have been added.

900 RP
1.  Space Academy

2.  Alien Management Centre

3.  Xeno Psychology


1 - See relevant changes in the Game Mechanics Changes document.  The short form and necessary information in this case is that Experience Points function on a 1000-point scale instead of 400 points.  Space Academy now proportionally provides more Experience Points while functionally being less effective to get a bonus that is more meaningful because Beam Attack in particular is more difficult to acquire (that was a mouthful).  In any case, the essence of all this is that Space Academy is given a power level such that it can be placed in a position alongside two other technologies with obvious benefits and be one of several good choices.


2 - While this may seem to cost more, remember that 250 RP + 650 RP is 900 RP, so this has the same total cost as before.  Since Xeno Psychology was useless before, this was an obvious choice with mega super-duper benefits in the game (mixed races), but is now a tougher choice due to the practical implications of the other two technologies listed here.


3 - No reason to drop the “help” with Computer players, but that’s still not just good enough.  The main benefit here is one that helps in PvP games (since I don’t consider a technology to be valid unless it is meaningful in PvP):  getting new and better Leaders.  The benefits of such a thing are obvious.

Final Comments:  Barring the need to tweak Space Academy to get its balance just right, we have a much tougher choice here than could have been originally imagined in MOO2.  Space Academy provides a resource to make ships powerful in both Beam Offence and Beam Defence (since Beam Offence is weaker all around, the Beam Defence from extra experience levels will be a great help to a Space Academy owner) for invasions.  Alien Management Centre permits planets to be solid with multiple races and assimilate population more quickly.  Xeno Psychology may offer incredible bonuses from the Leaders it provides.  I’ll let you weigh these options.

1150 RP
1.  Stock Exchange


1 - I see no reason to change this, and I have nothing to say.

2000 RP
1.  Astro University


1 - Ditto with Stock Exchange.

4500 RP
1.  Better Government


1 - More information can be gathered by reading my Racial Traits document, but here’s some stuff to work with for now...

Confederation - Since the science bonus was dropped (due to lack of necessity with my change to Feudal), the upkeep bonus replaces it.  Generally speaking, I otherwise find this to be a very good upgrade.

Imperium - Imperium’s bonus of 50% more control points is rather insane, and along with 10% better defensive spying, the morale bonus simply isn’t needed.

Galactic Unification - I really have no idea why I added that 5% spying, and will probably end up removing it.  I think this government improvement is good as is.

Federation - I have always been confused as to why the Galactic Unification doubles its natural government’s bonuses, but Federation does not.  In my experience, the Federation bonus does not improve my science or income in any significantly noticeable way, and I sincerely believe that this is by far the weakest of the four government improvements.  The increase to 100% bonus in both science and income places this on par with the other governments.  Lest one should think that this might be overpowered, I will remind everyone that with my reworking of Computers, spying and science technologies are always at odds with one another, meaning that Democracy in particular can either get a huge bonus to research or protect existing research:  without getting spying technologies and passing up science buildings, Democracy will leave itself very vulnerable to spies.  Thus, I think this government improvement is effectively balanced out because of the tech changes in the Computers field.  Perhaps something else could be thrown in for fun as well like for Galactic Unification, but we’ll see...

7500 RP
1.  Galactic Currency Exchange


1 - I always felt that this was a rather dumb technology.  I research all the way up here just to get — in essence — Spaceport.  The subtle change provided here makes the bonus of Galactic Currency Exchange a bonus worthy of a highest-level tech:  so worthy, in fact, that it needs an increase of 1500 RP in order for it to be researched.
