Game Faction Update
Change List

The Game Faction Update marks the beginning of updating the base game factions to a similar gameplay level as the new factions added in the post-release DLCs.  This update includes a refresh of the Human and Mortalen factions as well as many other changes, including improved border graphics and a new visualization for Fleet Engagement ranges.  Future updates will cover the remaining base game factions until all are refreshed.

CRASH FIXES
- fixed crash when changing empire relation
- fixed crash when switching empire in game editor
- fixed a number of crashes in Stride rendering engine
- fixed crash when resolving tradeable items
- fixed crash when editing Build Order items
- fixed crash when fleet evaluates whether can handle nebula location effects
- fixed crash when determining items at screen point
- fixed crashes when destroying ship
- fixed crash when fulfilling resource order
- fixed rare crash when finding nebula jump path
- fixed rare crash when calculating bonuses for planet
- fixed various threading related crashes when many planet destroyers simultaneously destroying same planet
- fixed crash when determining empire mining targets

SAVE GAMES
- now detect and warn when attempt to load corrupt savegame files

PERFORMANCE
- minor performance improvements, especially in large late-game galaxies

GAME SPEED
We recommend only using x8 speed sparingly, as it can be too easy to miss important notifications otherwise. 
- added new x8 and x1/8 game speed controls.  

BASE FACTION AND GOVERNMENT REFRESH
This update includes a refresh of the Human and Mortalen base game factions as well as all the base game government types. A summary of changes is below, but for the full information, please read through the in-game faction and government descriptions carefully. There are also new event illustrations and loading screens to go along with these changes.

HUMAN FACTION CHANGES
- Slightly more aggressive
- Slightly better Continental suitability
- New Worlds: When you colonize or conquer a Continental planet obtain a free random Colonization tech advance (once per planet)
- Great Art Exposition: When you sign a Free Trade Agreement or build a new Resort Base obtain a 2 year boost to Trade and Tourism income throughout your empire along with a boost to Colony income and Tourism for the colony where the Great Art Exposition is held. Cannot trigger more than once every 5 years
- Hero of the Hour: When war is declared on you choose either a new Admiral or new General with two positive traits
- Internal Debates: When you sign a new Defense treaty obtain a capable new Ambassador but also a 2 year decrease to Colony Happiness throughout your empire
- Heightened Security: When a foreign intelligence mission against you succeeds (but is detected) you may choose to spend a Spy to gain a 2 year +20% boost to Counter Espionage along with a small decrease to Colony Happiness throughout your empire
- Large Carriers: all Carrier ship hulls +50 size
- New unique Leader, Ambassador, Scientist, Spy character traits
- Expanded unique tech trees which are accessible earlier in the research tree
- New Foundation for Galactic Cooperation unique facility
- Victory condition tweaks and fixes


MORTALEN FACTION CHANGES
- Improved Armor Research
- Improved Ship Maneuvering and Troop Recovery
- Improved Troop experience gain
- Warrior Wave: When you declare war obtain a 2 year boost to Mortalen Population Growth along with your choice of either a large Troop Recruitment Rate boost or a Troop Attack Strength boost
- Patriotic Wave: When war is declared on you obtain a 2 year boost to Mortalen Population Growth along with your choice of either Colony Coruption Reduction or War Weariness Reduction
- Know Your Enemy: When you invade and conquer an enemy world choose a 2 year boost to either Espionage and Counter Espionage or Targeting and Countermeasures
- Prove Yourself: Periodically choose between 2 characters (from Leader, Admirals, Generals) to undergo a trial by arms. If successful (probable) the selected character gains a positive trait, otherwise a negative trait
- Reinforced Hulls: all ship and spaceport hulls have +1 Reactive Armor rating
- New unique Leader, Admiral, General, Ambassador character traits
- Expanded unique tech trees which are accessible earlier in the research tree
- Added new Unique Block Armor techs
- Victory condition tweaks and fixes

GOVERNMENT CHANGES
- Republic: Gain +1%/+2%/+3% Colony Income for each active R/L/F Trade Treaty
- Democracy: 10% chance of a Positive Event (Tech Boost, Diplomacy Boost, Espionage Boost, Military Boost) every year, Every Leader Change results in each other character having a 10% chance of dismissal as a result of the shift in political fortunes
- Feudalism: Private Economy can build individual Feudal Escorts for its own Escort missions, Upgraded Planetary Militia fights like Infantry without upgrades, Troop Recruitment Rate x2 for 2 years after War declaration, Troops gain experience 25% faster
- Mercantile Guild: Control Mining Ships as if State Ships, Gain 1k/3k/5k trade income per year for each active R/L/F Trade Treaty
- Military Dictatorship: High Troop Presence reduces Colony Unhappiness by up to 5, Declare a "War World" to boost Colony Defense (+25%), Troop Recruitment, Ship Construction, Facility Construction (double rate) at any Planet/Spaceport for a 20k credit and happiness cost for two years.
- Monarchy: One ship can be designated a Flagship (+10% Targeting and Countermeasures, +10% Maneuver and Speed, +10% Damage Control), If Flagship destroys an enemy ship same size or larger generate +Happines empire-wide event, If Flagship is destroyed generated -Happiness empire-wide event. All wars are considered Justified for War Weariness purposes
- Technocracy: Increased Character Quality +20% for all types, Increased Character Recruitment Chance +40% for all types
- Hive Mind: Jump Accuracy bonus at friendly locations doubled, Population Growth Rate x1.5 while at War

FLEET AND SHIP BEHAVIORS
We added additional Fleet Engagement ranges and a new map overlay for engagement range visualization to help you plan your fleet home bases, engagement ranges and targets.
- added Fleet Engagement Areas as galaxy map overlay (shows circles of engagement centered on Home Base, and travel paths to Attack Points)
- added extra fleet map overlay settings: Selected Fleet. Only shows engagement range and attack vector for player's selected fleet
- renamed Fleet Engagement Range 'Sector Range' to '100M range'
- added new Fleet Engagement Ranges: 50M range, 200M range, 300M range
- lowered default engagement range for automated Defense fleets (Fleet Templates)
- individual fleet ships will now attack threats at same location even when rest of fleet is not nearby and cannot upgrade attack to a fleet mission. However this still requires all other engagement criteria to be met (range, etc)
- automated fleets now also check distance of target from fleet home base when evaluating whether to break off attack (fleet may be outside normal engagement area)

SHIP BEHAVIOR
- fixed bug where military ships with escort mission would sometimes not show travel vector

PATHFINDING
- jump pathing now more willing to consider alternate paths that may be shorter
- jump pathing will now take direct single jump route when either source or destination is in a nebula and the total time of the direct jump is less than the alternate route that uses the nearest system to the nebula

SHIP DESIGNS
- fixed auto-generated ship designs sometimes selecting sub-optimal reactor components
- improved ship auto-design for exploration ships and construction ships so that weapons deprioritized in favor of other components (reactors, fuel, etc)
- improved ship auto-design when have in-system hyperdrive (i.e. Skip Drive) so that have adequate reactors and not too many fuel cells

EMPIRE BORDERS
- Where the borders of two empires meet, we have added a more visible border in the galaxy view to help make it easier to distinguish their territories.

USER INTERFACE
- added configurable Galaxy Map opacity settings, allowing fade of most galaxy map elements and better visual focus on other items. Separate setting for when Fleet Overlay is enabled, further allowing better visual focus on Fleet engagement areas
- now always include a 'Scuttle Ship' command in the right-click pop-up menu for any state-owned ships without a mission and no functional hyperdrive
- when end war with another empire ensure that enemy targets of that empire (queued and non-queued) are properly cleared
- improved tooltip for colony events in Selection Panel and header bar (image + more detail)
- character traits or skills added through game events now also add event log entry for character (e.g. Prove Yourself Mortalen event)

COLONIZATION AND COLONIES
- fixed Colony ships sometimes repeatedly loading/unloading population when only viable colonization target is independent colony that is not yet at desired colonization success chance
- fixed Colony Ships sometimes loading/unloading colonists perpetually (extend load colonist check to include colonization range limits)
- ensure that queued colonization targets properly removed when new colony established at target
- fixed independent colonies sometimes not showing colonization success chance
- ensure rebelling colonies always eventually resolve to normal after rebellion battle completes

PIRATES
- fixed pirates sometimes having very high tech when start game with only one standard empire (player only)
- ensure pirate faction properly eliminated when capture last base

RESEARCH
- fixed bug where research project time to completion could sometimes be shorter than expected
- fixed tech bonuses from raids sometimes giving negative progress in current research project

CHARACTERS
- ensure time for characters to transfer to new location is not too long when currently only have very slow hyperdrive tech (e.g. Skip Drive)
- improved character handling when conquer capital colony of another empire and policy setting for 'Characters at Conquered Colonies or Bases' is 'Return Home' (return character to another non-capital colony)
- fixed display bug for character handling policy setting 'Return Home'

DIPLOMACY
- war score is now a more significant factor in determining willingness to end a war, i.e. losing side pays more attention to their losses when considering whether to end a war, and whether to offer vassalization to end the war
- added gradually increasing trade bonus level to diplomatic relations when have trade treaty. Bonus income to all resources sold to other empire, up to maximum of 30% when have Free Trade Agreement

GROUND COMBAT
- Troop Attack Strength bonus type now properly applied from both invading generals and invading empire when attacking colony

GALAXY GENERATION
- improved galaxy generation so that star systems less likely to generate near another system

POPULATION POLICIES
- ensure that automated colony population policy does not set most suitable race already at colony to Resettle even when its suitability is below colonization minimum, i.e. always keep most suitable race for colony

VICTORY CONDITIONS
- fixed Highest Trade Income victory condition to properly account for all trade income (applies to Human, Teekan, Haakonish)

MODDING SUPPORT
- added texture header checks for flag filenames (avoids gaps in flag selection dropdown with some modded images)
- modded flag images now properly also select empire color from flag

GAME EVENTS
- ensure story game events always properly disabled when needed
- tweaked Mortalen troop transport ruin game event to give more advanced Boskara diplomatic tech


