Update x/x/2006

* The formers and sea formers basic unit have been renamed AI formers and AI sea formers, made cheaper and are now super fungicidal. This is to make sure the AI can terraform more with the few formers they build. Just like with the AI Probe, you as human player are not supposed to build the AI basic units. I’d suggest to just make the designs obsolete, so they don’t clutter up your build option list. Of course don’t forget to design your own former now.

* The probe cruiser basic unit has been replaced by the ‘AI Probe Foil’, available at Centauri Hydrology. This will ensure the aquatic factions will start sending some naval probes out earlier. As with the other ‘AI’ units, you’re not allowed to build this basic unit, at least not until you have researched Information Networks.
* The ‘nuclear missile’ basic unit has been stripped of its nerve gas ability and is now a simple conventional missile. While it’s nice to see your enemies use nukes against you, it’s annoying when your AI friends also use nukes, and receive decades of sanctions. That removes the aspect of commerce, a big consideration in diplomacy with the AI. It also now has been given psi attack. That should keep them useful throughout the entire game. Though less damaging in the early game.

* Green and Anthropocentric Societies have switched places in the SE system. The effect being that the Cloning Vats now cancel the Anthropocentric instead of Green penalties. Actually I’d prefer the Cloning Vats to have no effect at all on societies, but since that’s impossible, I gather it’s better to let it effect Anthropocentric, as that SE choice becomes kinda useless anyway after building the Cloning Vats. modSE.txt, helpx.txt & Script.txt edited to reflect this change.
* Base names added to all faction files except the Believers.

* Where possible, “The” has been added to the full faction name. Before it wasn’t streamlined. For instance The Data Angels and The Free Drones but also Human Hive and Spartan Federation…

* A readmefirst.txt with some common questions about social engineering has been added.
***

Update 5/1/2006
* A typo in helpx.txt has been corrected.
* Information in modSE.txt and modtech.doc updated or expanded.

* The Free Drone research penalty has been increased to -3 RESEARCH.

* Changes to the Cult of Planet:

- Their fungal nutrient bonus has been removed. Instead they now get +1 fungal mineral and energy, to differentiate the faction from the Bree.
- Their Industry penalty has been scrapped.

* A custom faction, the Bree, has been added. Look for it in the ‘custom factions’ folder. You’ll also find there the alphax.txt you need to use to include this faction in the game. The faction graphics and concept are from The Network Node (www.networknode.org) 

* Datalink info concerning research point accumulation in Conclave and Drone faction files corrected. The Conclave can research from the beginning. The Drones have to wait five years.
* Mineral restrictions are now lifted with researching Industrial Base instead of Industrial Automation. This was done so that the Cult doesn't have to research all the way to Industrial Automation before being able to profit fully from their fungal mineral bonus which they now have.

* Mining platforms now again produce one instead of two minerals in the beginning.

* The tech which gives a +1 mineral bonus has been moved forward from Bionanomachinery (a level 7 tech) to Industrial Automation.

