Abilities
 these will be autocast and preloaded on the ships.

ion cannons: it looks like this is an ability rather than weapon, only a number of ships have them anyway

tractor beams: this would be similar to the magnetic hull ability

Shield recharge: increased shield recharge rate (uses antimatter?)
Alpha strike: high damage timed strike
Full burn: additional acceleration at expense of offense
Micro jump: allows vessels to jumparound
ECM jamming: decreases accuracy of enemy 
Cloaking: ???
Gravity well generators: mobile phase inhibitors
Blockade: essentially blocks culture and trade through interdiction and propaganda
Missile salvo: devastating missile strike

Ships
culture spread, planetary assault weapons and specific vessels (short list)

The alliance civic techs will focus on culture through rebelliousness and freedom propoganda to other worlds(just a text change of existing upgrades) 

Imperial civic research will focus more on keeping existing systems inline (text change again)

other factions would have a more balanced approach (internal vs external culture)

Turbolaser bombardment: would be an option on most large ships, star destroyers down to dreadnaughts with varying effectiveness. BDZ would be a 'research' upgrade (tactic) for  certain ships with some drawbacks (maybe a culture penalty or something?)

Missile bombardment, primarily reserved for Victory I and SSDs as supplementary to TL bombardment. 

Planetary landings, can be performed by large vessels, but would be better served with larger vessels

torpedo sphere: dedicated assault platforms, unless the planet has totally upgraded shielding it is toast

Acclamator I: armed planetary lander would fire 'transports'

KDY Evekmar troop transport: dedicated planetary lander, the weapon would actually fire transports at the planet.

Transport group: this would be for alliance or militia

Non-nucleonic galaxy gun :-p  so we can use the novalith to make a hyperspace bombardment cannon, it won't have the nucleonic chain reaction that kills the planet, but it will cause lots of damage.

planetary defense structures

Turbolaser batteries: possibly a small and large version to make a cost tradeoff for early/late game

Mini super laser: normal would be planet based, but again no planet structures, very powerful long reload

missile platforms: dedicated short range missile platforms to keep ships from getting in bombardment range.

Ion cannon: orbital versions of the planet defender, because we can't put it on the planet specifically

Planetary Shield generators: again orbital models because of the limitation, multiple levels possibly...

Area shield generators: basically orbital platforms that give an area effect temporary shield boost or invulnerability (will have to look into how the shield boost ability works)

Golan platforms: might be race dependent, but I hope to put all three in for at least the alliance and imperials, basically super heavily armed platforms that can churn through capital ships. would have hangers

star fighter base: a variant of the XQ series platforms that acts as a hanger

Interdiction mines: small versions of the phase jump inhibitors; they would be cheap ways to stop jumps

Interdictors: various vessels would have this capability

Facilities

Extractors: same, though crystal will change to volatiles (tibanna and fuel) 

Frigate yard: will be some variation of the existing yards, repair maybe

Capital yard: will probably end up being large scaffolding, might double as repair yard

Research buildings: these will become orbital labs, if possible I would like to combine them, but dunno about the code issues, possibly give the military some other function in addition to military research, may be that the civics one becomes an academy?

Trade port: stays the same, more trade ships for more fun

Broadcast Center: this becomes a holonet transceiver

Shields/weapons on facilities….?

Research:
Civic

Economy: trade and make money

Propaganda: cultural things

Research: unlocks

Military


Tactics: general ship proficieny upgrades


Weaponry: incremental weapon improvements, some specifics for unlocks


Materials: mostly quality upgrades, slow and expensive for very incremental, some upgrades are for unlocks
Militia vesels would be mostly corellian vessels, a few dreadnaughts, defense platforms, carracks, some other modified freighters. Some planets like corellia and KDY would have awesome home fleets

Pirates would be supped up dreadnaughts, neb-b’s, more commerce raiding, look into changing AI behavior so that they retreat.

Questions….

Inquire about missions (subversion, cultural, criminal)  black market for buying ships…

Fleet logistics capability changes

Name changes for crystal 

Mine fields

How many capital ships can you have max?

What happens when you have more build items than UI slots?

Anyway to change the pirate AI (make it retreat?)

Hooks to AI for ability use?

How does AI do strategy?

Facing of weapons based on node roation?

Lodding?

Mirrorored normals?

Fighter groups without carriers

Scripted events?

More classes (fighter, bomber, capital)?\
Tie abilities to research

