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Research Phase
1. Buy National Advantage Research Tokens (before Weapons Development Phase)   2. Roll development dice.  3. Mark development progress
1. A maximum of 3 tokens may bought towards each of your powers National Advantages.  
The token only needs to be bought once. $4 for the first token for each advantage.  $7 if you buy two tokens towards the same advantage in the same round and $11 if you buy three tokens for the same advantage in one round.  So you could pay $22 to get three tokens in one round, $15 to get three tokens over 2 rounds or $12 to get three tokens over three rounds.
  Note- only one token needs to be purchased to achieve the National Advantage as the second and third token only serve to speed up the process.

2. Roll one die for each NA researcher. Add up the rolls and apply them toward your powers National Advantages.
3. Technology points carry over each round. Once the target value is reached the selected National Advantage is discovered for your power.
At the start of the game.  A ‘Round Zero’ has been added to facilitate free National Advantage Researchers.  This is when all countries pick (but not roll for) their free NA researchers.  Germany, Italy, Japan, Russia, UK, and USA all begin the game with two National Advantage Researchers Token of their choice.  Plus the Axis Side and the Allies Side get one additional token for any National Advantage of their choice. This additional Axis Side /Allies Side token may be for a different National Advantage researcher or a second NA researcher (or third NA researcher) that one of the six powers chose as their starting National Advantage researchers.

During the first round of the game, another National Advantage Research Phase is conducted.  You cannot invest any of your starting IPCs towards any additional National Advantage Researchers that were selected in ‘Round Zero’.  Once all NA researchers for a given country have been selected, then rolls for all NA researchers occur for the country that is conducting its turn.

General Placement Guidelines for ‘Free/Bonus’ NA units

Free/Bonus units do NOT have to be deployed on the turn they are developed.  In other words, a free unit can be held until a subsequent turn if so desired.  This enables more strategic options.  Example:  The Italian NA ‘Efficient Transports’ includes getting a free transport in the Med sea zones (SZ13, 14, 15 or 16).  Italy can elect to defer their free transport placement (since their navy might be elsewhere).
Unless specified, free/bonus units do not count against an IC’s production capacity if placed in a territory/sea zone with an IC


D-Day Invasion -Once during the game, at the start of UKs turn, you may declare a D-Day Invasion, a combined attack of UK and US forces which occurs on the US turn. D-Day may only target France, and all attacking land and sea units MUST amphibious assault from SZ 7(with the rare exception of land units already in Germany or Italy or Northwestern Europe, which can attack France as per regular rules). Air units may come in from any territory provided they have enough movement points. -On the UK turn, conduct Combat and NCM as normal for any units you do not anticipate participating in the D-Day invasion. Any units being used on UKs turn, be it Combat or NCM, cannot be used on the US turn. Newly purchased UK units cannot be used either. -On the US turn, the US player uses the remaining eligible UK units in his Combat and NCM together with his own units. US TRNs can transport UK land units and vice versa.Any UK units used MUST be involved in Combat, and in France ONLY. The only exception to this is loaded UK TRNs (and any UK land unit cargo) which can be involved in combat in SZ 7 as part of the amphibious assault. UK Battleships and Crusiers not used on UK’s turn can bombard France but only if SZ 7 was not hostile at the start of the US turn. -The UK and US must agree on casualties, otherwise the defender chooses. AAGun fire is rolled separately against each nation. Techs or National Advantages (NAs) still only apply to the units of the power that has them. D-Day may not be called off once declared.
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GERMANY 
Atlantic Wall (20)- When developed, choose between 1 of 2 options: 1) During the Mobilize Units Phase, if you control France place one infantry per turn for FREE into France  ~OR~  2) Receive one free infantry when achieved in Norway, Northwest Europe or France if you control it during mobilize units of your turn.  All German and Italian infantry and artillery defend at 3 for the first round of combat in Norway, Northwest Europe, or France.

European Railway (15) During your Non-Combat Phase all German infantry, AA and artillery that have not already moved in combat, may move 2 spaces to and from a Grey or Blue Territory. Cannot be combined with Mechanized Infantry Tech.
German 88’s (17) Upon discovery, get 1 free artillery for immediate use in Poland if you control it or the free art can be placed at any IC as part of the mobilize units phase. During the first cycle of combat ONLY, your artillery fire at ‘2’ in Conduct Opening Fire Phase (instead of the Fire Phase). Casualties may not fire back and are removed at the end of opening fire. Attacking infantry still get artillery support, but infantry fire in the attacking units Fire Phase. 

Stuka Dive Bombers (15) One of your fighters in one battle per game turn attacks at a +1 modifier on the first round of battle (unmodified subsequent rounds).  Your first fighter after achieving Stukas is free. 
- Subsequent fighters cost $9
Tiger Tanks (12) New tanks with extra defensive capability (‘4’) may be bought for $5.5 (round cost down).  Existing tanks may be retrofitted to Tiger tanks in the territory of Germany for $0.5 per tank (round cost down).  Retrofitting existing tanks in any other original Grey or Red territory is $1.5 per tank.
U-Boats (10) During the UK & USA collect income phase subtract $3 for every German sub in a sea zone adjacent to UK for UK or E. USA for USA and subtract $1 for every German sub in a sea zone one space away from UK for UK or one space away from E. USA for USA, up to a maximum of $12 IPC’s for USA and $8 IPC’s for UK. Subs may be mobilized into any sea zone adjacent to an original German controlled territory, 1 sub per ground territory. Germany must have controlled this territory at the beginning of its turn. Receive 1 free sub during mobilize units phase when this NA is discovered.  Subs attack capability increased +1, defensive ability increased +1 1 when 3 or more subs are in a battle, determined at the start of each round of battle. Weapons and this NA effects would be cumulative for attacking/defending.   Sub costs reduced by $1 to $5.  Can be combined w/shipyards for $4 subs.  If 3 researchers assigned in round 0 for U-Boats, they are automatically achieved (no rolls needed)

ITALY 
Efficient transports (13)- Your transports can unload into two different territories in the same sea zone in combat &/or non-combat. Upon discovery, get one free transport to be placed during mobilize units phase into any Med Sea Zone (13, 14, 15, or 16).
European Railway (10) During your Non-Combat Phase all Italian infantry, AA and artillery that have not already moved in combat, may move 2 spaces to and from a Grey or Blue Continental Europe Territory 
Gustav Line (10) Each round all German & Italian infantry and artillery defend at 3 in the territory of Italy.  Receive 1 Free infantry when developed during mobilize units phase.

Human subs (9) Once per turn Italy can sacrifice one Italian Infantry in a territory next to (sea zone 12-16 only) with allied ships to be able to roll one die for a chance to sink an allied ship. This would be done during the opening fire phase if there is also a naval battle in this sea zone. The sunken allied ship may not participate in the naval battle. If there is a destroyer in the sea zone the Human Sub must attack the destroyer.  Destroyer sunk on 3 or less.  Transport with no destroyers sunk on 3 or less 
Cruiser with no destroyers sunk on 2 or less

Italian Africa (14) When discovered Italy immediately takes control of Italian Africa. Place an Italian control marker and one Italian Infantry on Italian Africa. If there are allied military units on Italian Africa at the time this National Advantage is discovered remove them from the game as a one time effect. Every turn after if the axis control Italian Africa place one free Italian Infantry into Italian Africa 
Live to Fight Another Day (10) After one round of combat all surviving Italian defending land & air units may retreat to an adjacent axis controlled territory that is not under attack. Italy has option to retreat before the allied attacker may retreat.

Super Destroyers (13) Upon discovery, receive one free destroyer  to be placed during mobilize units phase into any Med Sea Zone (13, 14, 15, or 16). During the 1st round of combat your Italian destroyers attack and defend at 3. Destroyers cost is $1 less 
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JAPAN 
Banzai Attacks (20) When you attack a territory using Japanese infantry you may declare a Banzai Attack. If you do so, all your infantry attack at a 2 for THE FIRST ROUND OF Combat (3 if matched one-for-one with a supporting artillery). Only your aircraft may retreat from a Banzai Attack, regardless of whether it was an amphibious attack or not. Cannot be combined with advanced artillery Tech.
Dug-In Islanders (15) Japanese infantry in the Territories listed below defend on a 3. Whenever an allied power attacks a Japanese controlled Island Territory listed below, Japan places one additional infantry for immediate defense of that territory.  Upon discovering this technology during the mobilization phase of your turn, you may place 2 bonus infantry in any ONE of the following territories if you controlled it at the beginning of your turn: Hawaii, Iwo Jima, Midway, Formosa, Okinawa, Wake Island, Philippine Islands, Caroline Islands, East Indies, Borneo, New Guinea or Solomon Islands. 

Kamikaze (17)(once per turn) One Japanese Fighter may attack a sea zone even if no legal landing space. Before combat select an allied ship. Submarines, transports, and fighters on a carrier may not be targeted. The fighter rolls two dice at a 3 or less (4 or less if Japan has the Jet Power technology). If the fighter hits only once, remove the selected ship and the kamikaze fighter from play before the sea battle begins. When selecting a battleship or Resilient Carrier one hit wounds the targeted battle ship or carrier and a second hit sinks it. Wounded Carrier or wounded battleship may fire for defense in the sea battle. Destroyed Carrier or Battleship are removed and may not fire in the sea battle. The Kamikaze plane is removed before the sea battle begins regardless of the result. -Your Fighters now cost $9 

- Allied BBs or A/Cs roll one die for a ‘1’ to try to kill incoming Kami before plane gets a chance to attack
- 1st fighter purchased after discovering Kamikaze is $5.  
- Subsequent fighters cost $9
Resilient Carriers (20) Japanese carriers now require two hits to sink. Wounded carriers repair at the end of battle just as battleships do. The first carrier you purchase after discovering this technology costs $5 less IPC’s. 
Sub Interdiction (15) During the USA Collect Income Phase subtract $2 for every Japanese sub in a sea zone adjacent to Western USA. Subtract $1 for every Japanese sub in a sea zone one space away from Western USA, up to a maximum of $10 IPC’s for USA. During the Mobilize Units Phase on the turn this NA is discovered, place 1 free sub into any sea zone adjacent to a Japanese controlled territory. Japan must have controlled this territory at the beginning of its turn.

Tokyo Express (15) Your Cruisers may transport 1 infantry during the Combat Move Phase or transport two infantry during Non-Combat Move Phase. Cruisers can conduct  offshore support shots @ 4.  Upon discovery, receive one free cruiser to be placed during mobilize units phase. This cruiser can be placed in any sea zone that was controlled by Japan at the start of Japan's turn. Cruisers costs are not changed with this NA
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RUSSIA 
Lend Lease (29) When declared, Russia is given 5 FREE IPC this turn only from the bank. -During your Mobilize Units phase, you can convert up to 11 IPC’s worth of Allied units into Russian units if they are in a Red territory. These may be land or air units. Remove the affected units from play and replace them with the same units of your own color. Any Tech or NA benefits from the previous owner are lost. Base costs are used for conversion (ie. not discounted costs) -During your Purchase Units Phase, UK + USA can lend Russia up to 2 IPCs in total sum. The IPCs are removed from the UK/USA income and are available for Russia to spend immediately this turn. The total of Cash Converted + Units Converted this turn must be no more than 11 IPC’s 

Mobile Industry (15) Your Industrial Complexes can move 1 territory during your non-combat phase. It may be used the same turn to place units if you controlled both the industrial complex and the new territory at the start of your turn. If an opponent takes control of the Industrial Complex your opponent can not move it. The complex may not be moved during combat movement.  You must have owned the IC at the start of your turn.
Russian Winter (18) - Once during the game in your Collect Income Phase, you can declare a Severe Winter. From now until the end of your next turn, your Russian infantry defend at 3 and attack at 2. The defense benefit applies to Combat in any territory, whereas the attack benefit applies to Combat in Red territories. When attacking, infantry may be matched 1:1 with RTL, & thus attack at 3.   This NA can be ‘rebought/reused’ a second time for $14.  Development of the next Russian winter can occur while still having an unused instance of Russian Winter.  However, more than one Russian Winter can not be held at one time.
Siberian Conscripts (15) During your Mobilize Units Phase, if you control Soviet Far East, Buryatia, Stanovoj Chrebet, or Yakut place one free infantry/turn in one of those territories. 

T-34 Tanks (12) New tanks with extra defensive capability (‘4’) may be bought for $5.5 (round cost down).  Existing tanks may be retrofitted to T34 tanks  in the territory of Russia for $0.5 per tank (round cost down).  Retrofitting existing tanks in any other original Grey or Red territory is $1.5 per tank.

Trans-Siberian Railway (13) During your Non-Combat Phase, all Russian infantry, AA, and artillery that have not already moved in combat move 2 spaces to and from the following territories: Belorussia, Eastern Ukraine, Russia, Novosibirsk, Evenki National Okrug, Yakut, Stanovoj Chrebet, and Buryatia 

UNITED KINGDOM 
Colonial Garrison (17) During the Mobilize Units Phase as a one-time effect, place one free Industrial Complex into one of the following territories (E.Canada, Australia, India, Egypt, or S. Africa) if you have owned that territory at the beginning of your turn.  The IC may also produce units in that territory on that turn as well
Commandos (17) Place 2 free infantry into the UK territory during the Mobilize Unites Phase of this turn only. During Amphibious Assaults, your infantry attack at 2 for the first cycle of combat only. Commandos may be matched 1:1 with supporting artillery, and thus attack at 3 on the first cycle of combat. 

Commonwealth Troops (17)- During your Mobilize Units Phase, place 1 bonus infantry per turn for FREE into either (UK, E. Canada, Egypt, S. Africa, India or Australia) if allies control that territory. 
Lend Lease (15) When declared, UK is given 5 FREE IPC this turn only from the bank. -During your Mobilize Units phase, you can convert up to 11 IPC’s worth of USA units into UK units if they are in a Tan territory.  A ship can only be converted in sea zones adjacent to tan territories and when there is a UK ship in the same sea zone to enable a transfer of command.   Remove the affected units from play and replace them with the same units of your own color. Any Tech or NA benefits from the previous owner are lost. Base costs are used for conversion (ie. not discounted costs) -During your Purchase Units Phase, USA can lend UK up to 2 IPCs in total sum. The IPCs are removed from the USA income and are available for UK to spend immediately this turn. The total of Cash Converted + Units Converted this turn must be no more than 11 IPC’s 

Resilient Carriers (20) UK carriers now require two hits to sink. Wounded carriers repair at the end of battle just as battleships do. If an attacking force contains a Kamikaze fighter, an opening fire roll of ‘2’ or less is in effect. If a hit is scored, the Kamikaze fighter is shot down and can not conduct any combat.  The first carrier you purchase after discovering this technology costs $5 less IPC’s 
Royal Air Force (15) Place 1 free fighter in either: UK, Eastern Canada, Egypt, South Africa, India or Australia if you own it, or on an aircraft carrier adjacent to these territories, during the Mobilize Units Phase of this turn only. Your fighters cost $9. 
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UNITED STATES OF AMERICA 
Chinese Divisions (12) During the Mobilize Units Phase, place 1 bonus USA infantry for FREE per turn into any Original Green Chinese controlled territory. These units may be converted into Chinese infantry on any Chinese turn. 

Dauntless Dive Bombers (15)  One of your fighters in one battle per game turn attacks at a +1 modifier  on the first round of battle(unmodified  subsequent rounds).  Your first fighter after achieving Dauntlesses is free.  
- Subsequent fighters cost $9

D-Day Invasion (27) see page 1
Merchant Marines (17) Receive 1 free transport per turn during mobilize units, placed at an Atlantic USA IC.  Enable any US IC purchase to have the ability to drop units on the same turn that the IC is purchased (similar to UK’s Colonial Garrison).  Free transport counts against IC’s unit mobilization limits.

Resilient Carriers (20) USA carriers now require two hits to sink. Wounded carriers repair at the end of battle just as battleships do. If an attacking force contains a Kamikaze fighter, an opening fire roll of ‘2’ or less is in effect. If a hit is scored, the Kamikaze fighter is shot down and can not conduct any combat.  The first carrier you purchase after discovering this technology costs $5 less IPC’s 
Sub Interdiction (15) During the Japan Collect Income Phase subtract $2 for every Japanese sub in a sea zone adjacent to a Japan (sz62). Subtract $1 for every USA sub in a sea zone one space away from Japan (sz62) up to a maximum of $8 IPC’s for Japan. During the Mobilize Units Phase on the turn this National Advantage is discovered, place 1 free sub into any sea zone adjacent to a USA controlled territory. USA must have controlled this territory at the beginning of its turn
CHINA 
Sherpa Snipers (5)   Once developed, China may purchase Sherpa Snipers at a cost of $3.  These attack at "2", defend at "2".  Can be combined with artillery to attack @ "3".  The allies can choose one of their Round Zero researcher selections to be for China.  China may also develop this NA on their own.  During the mobilize units phase of the round that this NA is attained, receive one bonus Sherpa Sniper
.

Version 0.2 changes
Clarified the implementation of ‘Round Zero’ and subsequent impact on turn one National Advantage Researcher Phase

Germany

· Reduced German Scientists from 20 to 12

· Reduced U-Boat interdiction from 20 to 15.  Added a free sub
· Reduced Wolfpacks from 15 to 12.  Reduced subs costs to $5

Italy

· Increased Efficient transports from 8 to 9.

Japan

· Reduced Banzai Attacks from 25 to 20

· Reduced Dug-in Islanders from 20 to 15.  # free inf are added during mobilize (not start of turn) and may be delayed to subsequent rounds

· Changed Tokyo Express capabilities from Destroyers to Cruisers

· Removed Super Destroyers

· Added Sub Interdiction (to enable Japan to affect USA)

Russia

· Changed Lend Lease convertible limit to 11 (no giving Russia bombers)
USA

· Reduced Chinese Divisions from 20 to 10

· Eliminated Mechanized Army (already exists as a tech)

· Added Sub Interdiction (to enable USA to fight something of a Pacific war)

Version 0.3 changes

Added General Placement Guidelines for Free/Bonus NA units.

Removed/Updated Revised territory names referenced in D-Day Invasion rules to AA50 names.  Added Cruisers as offshore, removing reference to Enhanced ‘Combined Arms’.

Germany

· Increased German Scientists from 12 to 18
· Reduced 88’s from 20 to 17

Version 0.4 changes

Clarified when French Resistance (UK) may be used

Clarified how Marines (US) may be used
Russia

· Included Eastern Ukraine and Belorussia in the Trans-Siberian Railway NA
Italy

· Reduced Live to Fight Another Day from 15 to 10
· Reduced Gustav Line from 15 to 12

· Increased Efficient Transports from 9 to 13

· Added additional NA:  Human Subs
Version 0.5 changes

Italy

· Reduced Super Destroyers from 15 to 13.

United Kingdom 

· Removed Super Destroyers

· Removed French Resistance

· Move Joint Strike to be a United States NA (renamed as D-Day)

· Added Colonial Garrison

· Added Commandos

· Added UK lend-Lease

United States

· Removed Super Destroyers

· Added D-Day
· Increased Chinese Divisions from 10 to 12

· Reduced Marines from 20 to 18
Version 0.6 changes

Germany 

· Increased German Scientists from 18 to 20 (same as USA Scientist)

Japan

· Reduced Kamikaze from two rolls at a ‘4’ to two rolls at a ‘3’

· Allied carriers roll one die for a ‘1’ to try to kill incoming Kami before plane gets a chance to attack 
· Clarified that Jet Power (attacking fighters) add (+1) to Kamikazes hit target.

*For example, if Japan has attained Jet Power technology, Kamikazes roll two dice for ‘4’ or less

Russia 

· Added the capability to use Russia Winter more than once (up to three times)
This NA can be ‘rebought/reused’ a second time for $14.  Also, this NA can be ‘rebought/reused’ a third time for $8
United Kingdom 

· Added a one-time roll of ‘2’ or less for a hit against Japanese Kamikazes to Resilient Carriers
United States

· Added a one-time roll of ‘2’ or less for a hit against Japanese Kamikazes to Resilient Carriers

Version 0.7 changes

Italy

· Reduced Human subs from 15 to 11.
Version 0.8 changes

Germany
· Free artillery awarded as part of 88’s can be placed at any IC in mobilize units phase instead of only in Poland. 
Japan

· Modified Tokyo express, the free cruiser can placed anywhere under Japanese control (at start of turn)
Previous versions wording incorrectly mentioned destroyers as having infantry carrying capabilities.  Tokyo express only modifies Cruisers abilities/cost.
· Kamikazes’ are subjected to a one die defensive roll for a ‘1’ to try to kill incoming Kami before plane gets a chance to attack.  Allied capital ships (Aircraft Carriers AND BATTLESHIPS) have this capability.

Version 0.9 changes

Germany

· Removed GermanScientists (skewed all NA and Tech ‘To-Achieve’ figures too much). Added Stuka Dive bombers in their place

· Reduced cost of U-Boats from 15 to 10

· Wolfpacks require TWO or more subs (no longer three or more)

· European Rail only allowable if Mech infantry tech is not also developed

Italy

· Added 1 free inf bonus to Gustav Line, reduced cost to 10 from 12

· Free efficient transport can be placed into any Med Sea Zone (13, 14, 15, or 16).
Japan

· Increased Kamikazes from 15 to 19

United Kingdom
· Increased Colonial Garrison from 15 to 19
United States

· Removed American Scientists (skewed all NA and Tech ‘To-Achieve’ figures too much). Added Dauntless Dive bombers in their place
Version 0.91 changes
Germany

· Removed Wolfpacks (semi-duplicated weapon akin to super subs), replaced with Tiger Tanks
· U-Boats now get a free sub.  Subs cost reduced from $6 to $5.  Subs can be produced at any German controlled territory (no IC required)

Russia
· Removed Scorched Earth, replaced with T-34 tanks

Since Researcher Roll chart was implemented that limits minimum low roll and maximum high roll, 
modified several target ‘To-Achieve’ values listed below:

Italy

· Italian Africa reduced from 15 to 14
· Human Subs reduced from 11 to 9
Japan

· Dug-in Island Defenders reduced from 15 to 13

· Kamikazes reduced from 19 to 17
· Tokyo Express reduced from 20 to 15

Russia

· Lend-Lease reduced from 35 to 29

· Siberian Conscripts reduced from 20 to 18

· Russian Winter reduced from 20 to 18

· Trans-Siberian Railway reduced from 15 to 13 

United Kingdom
· Colonial Garrison reduced from 19 to 17
· Commandos reduced from 18 to 17

· Commonwealth Troops reduced from 20 to 18

· Lend-Lease reduced from 20 to 15
United States

· Marines reduced from 18 to 16
· D-Day reduced from 30 to 27

Version 0.92 changes

Germany

· Reduced 88’s from a ‘3’ in opening fire to a ‘2’ in opening fire

Japan

· Bonzais can not be combined with advanced artillery tech.  Choose one of these two.


Version 0.93 changes

United States

· Merchant Marines replaced Marines
Version 0.94 changes

Germany

· Clarified when free sub may be added for sub interdiction
Russia

· Clarified when Russia can develop multiple instances of Russian Winter

Version 0.95 changes

United Kingdom

· Reduced Common Wealth from 18 to 17
· Lend Lease units can be naval units, convertible only when UK ships are in the same sea zone

Russia

· Clarified when Russia can utilize mobile industry

Version 0.96 changes
Germany
· UBoats replaced U-Boat interdiction
· Tigers costs increased to 12 from 10

Japan
· Tokyo Express Cruisers offshore bombard @4
· Dug in island defenders:  Receive 1 additional inf on an island being attacked.  only 2 bonus inf ( not 3), both bonus inf must be placed into one territory only (cannot split up)
Russia

· Siberian Conscripts reduced to 15 from 18
· T-34s costs increased to 12 from 10

· Russian Winter can only be rebought once, enabling it to be developed twice (in total) per game
Version 0.97 changes

China

· Sherpa Snipers added

Version 0.98 changes

Gemany

· Atlantic wall is now one of two capabilities, choose one.  Price decrease

· UBoat (+1) modifier only active when wolfpacks exist (3 or more subs per round of battle)

Version 0.99 changes

Russia

· Decreased Siberian Conscripts by removing this aspect:
If the Non-Aggression Treaty is still in effect Russia will receive 6 infantry (instead of 4)

