
Strength point s: 1
Max (full) road move: 4
Max move - terrain: 2
Max move, dismount & fire: 1
(advanced rules)

TRANSPORT - PRIME MOVER
WHEELED - NO ARMOUR

Strength point s: 1
Max move & not fire: 3
Max move, dimount & fire: 2

GERMAN
INFANTRY

Strength point s: 8

Firepower:

Max move & not fire: 2
Max move & fire: 1

FALLSCHIRMJÄGER
PARATROOPERS

Strength point s: 8

Firepower:

Max move & not fire: 2
Max move & fire: 2

5

PIONIERE
ENGINEERS

Strength point s: 8

Firepower:

Max move & not fire: 2
Max move & fire: 1

RULES: SEE ENGINEERS
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GERMAN SNIPER
may be att ached to another unit

for movement purposes

Strength point s: 1

Firepower:

Max move & not fire: 2
Max move & fire: 2
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TRANSPORT - PRIME MOVER
(HALF)TRACK - ARMOUR

Choice of basic or advanced rules:
SEE  RULES - APPENDIX 1

SPECIAL UNITS AND SPECIAL UNIT
SPECIFICATIONS
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Kubel recce
team.

Strength point s: 2

Firepower:

Max move & not fire: 5
Max move & fire: 4
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German SP AA unit s
(non t ank chassis)

in ground att ack role.

Strength point s: 3

Firepower:

Max move & not fire: 3
Max move & fire: 2

1
2
3
4

W GW
W

Y
Y G

W
Y G

3

SP AA

Motorcycle recce
team.

Strength point s: 2

Firepower:

Max move & not fire: 4
Max move & fire: 3
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Choice of basic or advanced rules:
SEE  RULES - APPENDIX 1

SPECIAL UNITS AND SPECIAL UNIT
SPECIFICATIONS



German SP AA unit s
(on t ank chassis)

in ground att ack role.

Strength point s: 3

Firepower:

Max move & not fire: 3
Max move & fire: 2
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SP AA


