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Survival
 I enjoy the survival element of the game, but a few hours in and survival is done. I have my source of power and oxygen and I never have to worry about staying alive unless I go looking for trouble or jet-pack myself to death. That’s a good thing; players don’t want to worry with endless upkeep. On the other hand, survival mechanics provide motivation and goals. 

  I suggest you include longer-term survival requirements. These longer-term survival goals can be ignored in the short run, but provide motivation and content, for example: food, water, long-term radiation exposure, biological contamination, radioactive/biological waste, etc. There should be good manual solutions for these, and eventual automated options. Most importantly, the game/server settings should include options for disabling these so players that just want to sandbox can do so.

Materials
 With the exception of platinum, you can find all the elemental materials you need with limited effort. While this is nice for the game start-up, it doesn’t provide any long-term incentive for exploration or expansion. It would be nice to see some mid and late game objects that rely on harder to come by materials/elements. 

  I think this would need to be coupled with astronomy (see exploration and astronomy section below) so that limited resources wouldn’t be obnoxious to find, but could still provide a challenge to get to and from safely. These higher level resources could be in areas of continuous meteor activity, controlled by hostile factions, infested with aliens, etc. The higher level the resource, the more dangerous the area. So, that dark matter cloud may be a really high end resource, but it’s already got a Xypon base with two capital ships parked on it.

Domes
  Maybe it’s 1950’s nostalgia, but there’s just something about a big glass dome that screams, “I’m in space and it’s awesome!” It is possible to approximate a large dome with the glass pieces, but it’s a pain and doesn’t look great. I would be very happy to see a true variable-size glass hemisphere object. Perhaps scale-able between 3 and 255 blocks in diameter?

More Small Blocks
  There are technical issues with making big constructions from small blocks; that’s understandable. However, currently our construction options are Star Destroyer or X-Wing. Most of the time, I’d like to build something more mid-sized like the Millenium Falcon, but it really can’t be done with large blocks or the current selection of small blocks. I’d really love to have small glass blocks and small airlock options.

Multi-Object Constructions
  You’ve already got them and I think they’re great! I’m talking about the assemblers/refineries and the modules you attach to them.  I’d like to see a lot more, and a lot bigger options for this mechanism.  

  For example: a heavy fusion reactor, which consists of numerous pieces: a 5x5 core, an ignition module (max 1, attaches to the core), an injection module (max 5, attach to the core), and a deuterium converter (attaches to the injection module(s)). It turns hydrogen into power (and lots of it), but produces nothing until it has at least one completed arm (injection module with a deuterium converter) and the ignition module. It’s a big project that takes a lot of time and resources, but will single-handedly power that big capital ship and look really cool doing it.

  A few ideas: Big weapon systems, big sensor systems (see astronomy below), or continuously scalable systems like greenhouse planters and water systems.

  These larger projects provide mid-game goals, which are largely lacking. Currently, the most advanced objects take very little time or effort to get to.

Composite Blocks
  I understand why you don’t let people build everything out of small blocks: there are 125 small blocks in the same volume as a large block, which provides an enormous exponential issue with your object physics, rendering, etc. That said, it is a building game, and building in the extremely low resolution provided with the large blocks is somewhat underwhelming. So, how about this compromise:
  Add a new feature where players can create large blocks out of small blocks (5x5x5 or in other large block scale increments). Once created, this new composite block is analyzed and optimized: material costs are summed, redundant surfaces are joined, hidden facets removed, etc. The new composite block then shows up as a large block and counts as a single object for physics calculations.

Exploration & Astronomy
  Exploration is the whole point of space, right?  Seeing what’s out there…

  I’d love to have an accurate model of a solar system; I also know, as a computer programmer, that’s a pipe-dream. Given that your current maps don’t include a central star, and given the extreme distances between most celestial objects, what if a map was just a planet and it’s immediate moons and other celestial objects. This allows you to modularize not just the starting area, but future areas of exploration.

When a player starts a map, one of their starting scenario options becomes something like “Distant world”. This starting scenario grabs a random world-type, scales it at random, gives it some number of moons, and maybe a ring of asteroids. A new skybox for this solar system is created; maybe it has a single yellow star, a trinary system, a red giant, or even a black hole. Also, maybe the skybox gets a nebula or some other interesting astronomical features. 

Expand the number of world types; maybe add volcanic mercury-like world, toxic worlds, oceanic worlds, or fractured apocalyptic planets. Add atmospheric effects/weather so you can have gas giants and planets like venus.

The player can use existing mechanisms to fly or jump between these planets/objects, but eventually they have the option to go elsewhere. Perhaps with an upgrade to extend the jump drive, they can jump to a completely new planetary system (map). But, in order to do this, they have to know where they are going. To this end, I would like to see astronomy become a part of the game:
· Small starting player-sized telescopes, to large observatories, to orbiting telescopes, to massive sensor or telescope arrays.
· Computer systems to analyze and automate telescopes. These consoles would accrue astronomical data, serving as an interface and a database of what has been discovered. 
· The above constructed objects would allow players to gather jump coordinates, scan for resources, or locate bases/ships/asteroids. 
· Telescopes could detect limited-time opportunities, such as a comet or rogue asteroid passing by.
· Low level telescopes would only provide information about areas in the local map, with larger ones able to gather more detailed information at longer range.  Telescopes would scan through narrow arcs at great range to gather their data.
· Large telescopes could be constructed of multiple components, giving players choices such as whether they want greater scan range or a spectrometer. Vast arrays of orbital telescopes could even scan for resources and bases on distant worlds.
· If biomes are introduced to worlds, this system could also be used to create maps of worlds.
· Rare elements/materials could be readily found using telescopes, but watch out: that iridium comet is highly unstable!
· Long range communication becomes possible, opening up the potential for trade, commerce, and optional player advancement systems such as reputation and quests.

Xenobiology
  Just putting it out there for thought.

Cosmetics
  One of my biggest complaints about large grids is how sterile and they feel.  If I build big, my base/ship is mostly full of empty or redundant rooms. It would be very nice to have beds, tables, storage lockers, plants, etc. The best of these are the ones that serve some purpose or function, for example:
· Picture frames that you can put screenshots in.
· Furniture/lockers that can store things.
· Plants contribute to oxygen, scrub CO2, and some may produce food or provide purified water.



It’s Lonely in Here
It would be nice if, once you built a long-rage communication array,  you could hire people to come work for you. They would come fill up your nice big base\ship and perform some simple low-efficiency automated tasks. You could designate quarters, work stations, and recreation facilities for them and they would travel between them and emote with other non-player characters. Most importantly, they would fill up that giant station you just built and make it seem like something other than an orbiting mausoleum. 

What was I doing again?
  The biggest thing the game seems to lack is long-term goals. I built a ship to go mine so I can build a bigger ship to go mine more, so I can build a starbase covered in weapons that nothing ever attacks.

  I’d like to see some options for long-term advancement, story arcs, factions/politics, or bigger/better NPC locations where you can explore\trade\fight. Most importantly, as this is an open sandbox-style game, these elements should be optional and not progressing toward some finale. Instead they are opportunities the player can take advantage of, should they choose to.

  Maybe a player could intentionally trigger an event for a hostile faction to invade their base or for their ship to become infested by aliens.  If they succeed in the challenge, they get some reward.

  My main point is, Space Engineers is an awesome building game, but I want what I build to serve some sort of purpose, for example:
· build a starfighter production facility, sell those fighters and then later see NPC’s actually using them.
· build a giant telescope array, gather lots of astronomical data, and trade that info to a friendly group for intel on a crashed alien spacecraft on a distant world.
· Use my heavy cruiser as a mercenary ship in a trade war.
· Trade all this worthless gold for something!

  These things collectively would be a whole game in themselves, but I would be perfectly happen to buy them individually as expansion modules (which can each be enabled/disabled). This could give the game a lot more depth and serve as an added revenue stream.

Issues
  In case it is helpful, I thought I would also list some of the problems I’ve encountered recently.
1. Clang, of course.  It has gotten better, but still shows up some (mostly when I’m trying to make a door fit tightly or try to build a small grid off a large rotor using the small head attachment). 
2. I sometimes see some weird applications of force. For example: I build a ship with multiple landing gear, then unlock them all. The ship pops up in the air while spinning rapidly, destroys half my hanger, breaks out onto the surface of the planet and continues to jump and spin for many kilometers over the course of half an hour. I’m not sure if it stops spinning and moving because it leaves my render distance or if it is actually running out of force.
3. Thruster force directions with multi-grid objects. If I build a ship with the cockpit on the fuselage, then place the thrusters on “wings” that fold up with rotors, the thrusters don’t map correctly to my key controls. For example, the rear facing thrusters may fire when I hit my space-bar instead of when I press ‘w’.
4. Thrusters. Particularly the small thrusters just don’t seem to lift enough. If I am on the earth-like planet, one set of atmospheric thrusters isn’t enough to lift much of anything. Unless I am building a camera drone I have to use numerous thrusters on my very smallest creations (for example, a welder and one medium cargo container).
If you are able to increase the thruster force it may also be nice if the maximum speed were increased a bit… maybe to 150 m/s? Also, maybe thrusters in an atmosphere should have a different maximum speed.
5. Missing blocks. There are a number of block shapes that are missing and prevent smooth (sometimes airtight) connection between your other block types. For example: I like the 1x2 sloped glass pieces, but there aren’t blocks to allow those to turn a corner, nor are there good ways to transition a 1x2 slope to a flat surface on the sloping edge.
6. Block limits. Even the largest block limit is way too low. I recently hit the 100,000 limit recently on a fresh survival world in 4 days of play. I figured out how to disable the limit entirely and my current area is over 300,000 with no performance problems at all on a system that is far from high end.  Now, that’s a single player world. For multiplayer the lower limits make sense. Perhaps your default limit settings should differ between a single-player world and a multi-player server.

