Weapons and
Development

Projectiles

Homefront

Zeppelins
Enables the
standard Zeppelin
unit as well as
aerodrome

Phase 1

Heavy Zeppelins
Enables the Heavy
Zeppelin Unit and

allows for a
parasite ability

Anti- Aircraft
Emplacements
Enables the
building of AA
guns

Trench Tractors
Enables the Tractor Engine
Unit

Over the Top

On a whole, as the attacker
you may choose to fight each
ground battle for one
additional wave/ combat
rotation with infantry based
units only. No artillery

War Time Promotions
Air and land units that have
participated in combat may
now be upgraded to an Ace (2
units per round) Inf/ Cav/ MG
cost 1 IPC, everything else
cost 2 IPCs

Machine Gun
Carriages
Armored cars may
now roll two dice at
a time while
defending

Modern Battleships
Enables the
Battleship Unit

A

Joint Bombardment
Cruisers may now
bombard on
amphibious assaults

Tanks- Landships
Enables the
production and use
of Landships
(original Tanks)

Modern Medicine
Hospital ships now
carry 2 infantry at a

time.

Tanks- Light
Enables the
production and use
of Light Tanks

Chlorine Gas
Allows for the
purchasing and use
of tier 1 gas.

Creeping Barrage
Attacking artillery
now gives its bonus
to 2 ground units at
atime

Anti-Gas Measures
+1 to enemy
offensive gas attack
rolls. (Enemy gas
dice geta +1
modifier).
Additionally rolling a
6 on gas no longer
kills one of your
units

Nationalism
Contested territories
may still collect
income

Pervasive Politics
May bribe Neutrals to
join war effort. 3 IPC
per nation and 6 per

Empire

Industrialized
Agriculture
+ 1 IPC to all starting
Non-city territories
with value of 2 or
greater.

Super Powers receive 3, Major powers receive 2 free tech tokens per round, minors receive 1 token per round. 1-25 IPC
= Minor... 25-50 IPC = Major... 50-c0 IPC = Super




