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The World War II Axis & Allies Expansion Rules 

 

Expansion III

The Second World War is at its highest. 
The major World Powers are struggling 
for supremacy in a total war. On the 
Eastern Front Germany and Russia are 
fighting a fierce battle, trying to 
outmanoeuvre, outflank and encircle each 
other with their massive armies. In the 
Pacific Ocean Japan is fighting against 
The Allies – in a struggle that becomes 
more savage as the War progresses. The 
whole World is a battlefield. 
 
The Expansion III rules are added in 
order to upgrade the historical detail as 
well as open up new strategic possibilities 

to the game.   As you read your way 
through this expansion you’ll discover 
many new options of how to bring your 
troops closer to victory. The major 
component in Expansion III is the D-Day 
rule. The Allies now have the option to 
launch the largest amphibious assault in 
History. Will the German troops prepare 
for the Allied invasion? Or will they try to 
launch a major counter attack once The 
Allies have landed on the beaches of 
Western Europe? In this expansion you 
and your opponents have many new hard 
hitting units that can change the course of 
the War. 

 
We recommend that this Expansion III, once you get familiar with these rules, is used in its 
entirety and in conjunction with Expansion I and II in order to keep the ultimate balance of 
play. Study Expansion III carefully before you start playing your Axis & Allies game in 
conjunction with these rules. Add these rules step by step as you go and get familiar with 
the capabilities of the historical military units and rules. Once you get familiar with all of 
these rules you should add Expansion IV in the same way.  
 
The setup: everything at the start of the game is the same as with the original setup chart 
of the game that you want to play. Exception: see Expansion II §1 and §4. 
 
Use the full color markers & counters that come along with these Expansion III rules. In 
some cases you can use the counters as units – or you could place the counter 
underneath a unit. 
On the website you will find alternative ways to display each unit (see video & pictures). 
 
Website: 
Overview: 
 
 1. US Armoured Infantry 
 2.  German Panzer Grenadiers 
 3.  US Heavy Transport & all nations Air Transport 
 4.  Elite Infantry 
 5.  Motorized Infantry & self propelled artillery 
 6.  British Seafire Planes, German Me-109T Fighter Planes & German Jet fighter 
 7. War Bonds & Lend-Lease 
 8. D-Day 
 9. German Atlantic Wall 
 10. German U-Boots & U-boat pens 
 11. German Waffen-v Paratroopers 
 12. German Waffen-v Artillery
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1. US Armoured Infantry: 
 
 

 
 
 
When the USA entered the Second World 
War the nation had enormous recourses in 
both manpower and production capacity. As 
the War went on the US Army became one of 
the most manoeuvrable in the World.  
During the game the US player can build a 
maximum of 10 armoured infantry units.  
Units destroyed in combat can be 
reproduced. They can move up to 2 spaces, 
attack at “2” and defend at “3” and the cost is 
4 IPC for each unit. They operate under rules 
for infantry. If an armoured infantry unit is 
supported by an artillery unit the attack factor 
for the armoured infantry unit is increased to 
“3”. A US Armoured Infantry unit can make a 
blitz move if it moves together with a tank 
unit. Units lost in action can be reproduced. 
 
 
2. German Panzer Grenadiers: 
 

 
 
 
 
 
The German Army equipped a number of 
infantry divisions with Armoured Personnel 
Carriers – these units were highly mobile 
(Sonderkraftfahrzeug 251) and could easily 
link up with the Panzer Divisions.  
During the game the German player may 
produce a maximum of 6 Panzer Grenadier 
units at a cost of 4 IPC per unit. A Panzer 
Grenadier unit can move 2, attacks at “2” and 
defends at “3”. When supported by an 
Artillery unit the attack factor is increased to 
“3”. Panzer Grenadier units operate under 
infantry rules.  
A Panzer Grenadier unit can make a blitz 
move if it moves together with any kind of 
German tank unit. 
 
Units lost in combat can be reproduced. 
 

 
3. US Heavy Transport: 
 
 
 

 
 
Liberty ships were cargo ships built in the 
United States during World War II. Though 
British in conception, they were adapted by 
the U.S. as they were cheap and quick to 
build and came to symbolize U.S. wartime 
industrial output.  
From round Late 1943 the USA can produce 
a maximum of 4 Heavy Transport units. Units 
destroyed in combat can be reproduced. 
These transport units each cost 9 IPC and 
they can transport twice the load as regular 
transports. Heavy Transports operate under 
rules for transports. 
 
Air Transport: 
One of the largest air transports of World War 
ll was the German Messerschmitt Me323G. 
These heavy air transporters were capable of 
transporting troops and supplies as well as 
heavy equipment and even tanks. 
From game start all nations can build Air 
Transport units at a cost of 10 IPC per unit. 
An Air Transport (AT) unit has no combat 
value and cannot be taken as a casualty. If a 
territory has an AT unit in it and this territory 
is conquered by enemy forces, the AT unit is 
lost and removed from play. 
An AT unit can only move during non-combat 
movement. It has a maximum range of 6 
spaces when moving without cargo and a 
maximum range of 4 spaces when loaded 
with any kind of cargo – even if it is not fully 
loaded. If it takes off from an air base it can 
move one additional space – same rule as for 
other air units. An AT unit can transport the 
same cargo & troop combinations as a Naval 
Transport. Exception: only German AT can 
transport tank units in the same combinations 
as a Naval Transport unit. 
Any unit that is transported by the AT must be 
in the same territory as the AT from the start 
of that turn – and when the AT is landing and 
unloading the cargo it must be in a territory 
that is friendly from the start of that turn. 
Once the AT has offloaded it must end its 
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move in that territory – same rule as for Naval 
Transport. 
German air transport units can transport any 
kind of Waffen-v unit – all Waffen-v units 
each count as a panzer (tank) towards the Air 
Transport’s capacity. 
Exception: Heavy Waffen-v Panzer E-100 
units cannot be transported by air transports. 
 
4. Elite Infantry: 
 
 
 
 
 
 
All Major Powers of WWII created Elite 
combat units within their Armies. These units 
were considered to be the premier units of 
the Army and as such they were some of the 
best-equipped units of the Armed Forces, 
often receiving equipment before all other 
units. 
Russia, Germany, United Kingdom, Japan and 
USA can each produce a maximum of 1 Elite 
Infantry (EI) unit per turn at a cost of 3 IPC. 
An EI unit uses 2 dice in attack and defence. 
EI attack and defend with the same dice 
factor as infantry. EI can be supported by 
artillery and still use 2 dice in the attack at 
“2”. There can be a maximum of 1 EI from the 
same side in each territory. Two nations of 
the same alliance cannot have an EI each in 
the same territory. EI will always fight as 
regular infantry – but using 2 dice. EI operates 
under rules for infantry but cannot defend in 
Japanese or German fortifications (see 
Expansion II and III).  
EI must be produced in a Major Capital.  
 
5a. Motorized infantry: 
 
 

 
 
 
 
In order to meet the ever increasing demands 
for transportation for the infantry, most armies 
organized motorized infantry divisions. 
Motorized infantry can move 2, costs 4 IPC 
and operates under infantry rules. Motorized 

infantry can be supported in an attack by 
artillery. For each Tank (or Waffen-v Tank) 
that makes a blitz move, 1 motorized infantry 
unit can blitz together with the Tank. When a 
motorized infantry unit makes a blitz move 
together with a tank unit, no other unit can 
make a blitz move together with the same 
tank unit in this turn. In the various Axis & 
Allies games that have Mechanized Infantry 
units in the rulebook, this motorized infantry 
unit replaces the mechanized infantry unit. 
 
5b. Self propelled artillery: 
 
Artillery was one of the most important 
weapons on the Battle front. In order to 
support attack and defence in depth the need 
for mobility among the artillery units 
increased. The towed artillery was not 
suitable for the mobile warfare that became 
more characterizing as the War progressed – 
production of self propelled and armoured 
artillery therefore increased. 
From round Late 1942 all nations can 
produce self propelled artillery (SPA) at a 
cost of 9 IPC for 2 units. 
SPA must always be produced 2 at a time. 
Self propelled artillery can move up to 2 
spaces and operates under artillery rules. An 
SPA unit can make a blitz move if it moves 
together with any kind of Tank unit – as long 
as no other unit makes a blitz move with the 
same Tank unit in that turn. 
SPA can support the same type of units as 
artillery even if the SPA origins from another 
territory than the infantry – as long as the SPA 
and the infantry attack the same territory. 
 
6a. British Seafire Fighter Planes: 
 
 
 
 
 
 
During the War the British Royal Air Force 
launched an improved Supermarine Spitfire 
with folded wings that was suited for use on 
Aircraft Carriers – it was called Seafire.  
In the game the United Kingdom may 
produce a maximum of 4 Seafire planes. They 
each cost 6 IPC and operate as any other 

Elite 
infantry 
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Aircraft Carrier Based Fighter. Exception: 
Seafire fighter planes can be produced on 
any British factory site and can be used in any 
Theatre of Operations that the UK player 
wishes. Note: in Global 1940 and Pacific 
1940, India cannot produce Seafire planes. 
Units lost in combat can be reproduced. 
 
 
6b. German Me-109T Fighter Planes: 
 
 
 
 
 
The German Aircraft Carrier Graf Zeppelin 
was under construction when the War ended. 
The fighter planes that were designated to 
Graf Zeppelin were the famous 
Messerschmitt Bf 109T.  
In the game, Germany can produce a 
maximum of 2 Aircraft Carrier Based Fighter 
Plane units. They can be produced at any 
factory site that the German player controls 
from the start of that turn. They each cost 6 
IPC and operate as any other Aircraft Carrier 
Based Fighter and can be used in any 
Theatre of Operations that the German player 
wishes.  
Units lost in combat can be reproduced. 
 
6c. German Jet fighter Me 262: 
 
 
 
 
 
The Messerschmitt Me 262 “Sturmvogel” was 
the World’s first – and only – jet fighter used 
in combat during World War II.  
 
From round Early 1944 Germany can 
produce Me 262 jetfighter units at a cost of 
11 IPC per unit. 
An Me 262 unit attacks and defends at “5”. 
The Me 262 operates under fighter plane unit 
rules. 
Exception: An Me 262 unit cannot be 
supported by a fighter bomber unit. 
 
 
 

7a. US War Bonds: 
In order to supply the government with a 
continuous flow of cash, war bonds came into 
existence.  
The following scenarios will grant the US 
player War Bonds: 
1. The first time London is captured by Axis 
forces, the US player collects 12 IPC from the 
bank – and also places 1 fighter plane unit in 
Washington and 2 destroyers in the SZ 
adjacent to Washington. These actions take 
place immediately when the UK player hands 
over UK’s IPC to the Axis power that 
conquers London. 
2. The first time Moscow falls to the Axis, the 
US player collects 10 IPC. Same rules as if 
London is conquered.  
Note: US units purchased for these War 
Bonds (IPC) must be placed in Washington. 
From there they can perform missions as the 
US player decides. This rule also includes the 
fighter planes that the US player receives.  
 
7b. Axis War Bonds: 
The following scenarios will grant an Axis 
power War Bonds: 
1. The first Axis power that conquers London 
immediately receives 4 tank units and places 
them in its own capital. These tank units are 
ready for non-combat in this turn. 
2. The first Axis power that conquers Moscow 
immediately receives 2 tank units. Same rules 
as if London is captured. 
 
7c. Lend-Lease: 
From round Late 1941 the United Kingdom 
and the USA can send war materiel to the 
USSR. The maximum amount of war material 
that these two Nations can send to support 
the Soviet War effort during the entire game 
is: 

- 5 fighter units 
- 5 Tank units 

Example 1: 
On the UK player’s turn in the non-combat 
movement phase, 1 UK fighter unit is moved 
from an Allied controlled territory or an Allied 
aircraft carrier into an original Soviet territory 
(this territory must be controlled by the Soviet 
player at the time of this movement). The UK 
fighter unit cannot have taken part in any 
combat in this turn. 

 

 
 

 

 
 



 5 

On the Soviet player’s turn, the USSR must 
pay 1 IPC to the bank in the purchase new 
units phase to convert this UK fighter unit into 
a Soviet fighter unit. Replace the UK fighter 
unit with a Soviet fighter unit. 
The Lend-Lease fighter is now ready for 
combat and movement in this turn and 
operates under fighter unit rules. 
 
Example 2: 
On the US player’s turn in the non-combat 
movement phase, 1 US Tank unit is moved 
from an Allied controlled territory into an 
original Soviet territory (this territory must be 
controlled by the Soviet player at the time of 
this movement). It doesn’t matter if the US 
Tank unit is transported by sea or comes from 
a friendly territory. 
The US Tank unit cannot have taken part in 
any combat in this turn. 
On the Soviet player’s turn, the USSR must 
pay 1 IPC to the bank in the purchase new 
units phase to convert this US Tank unit into a 
Soviet Tank unit. Replace the US Tank unit 
with a Soviet Tank unit.  
The Lend-Lease Tank is now ready for 
combat and movement in this turn and 
operates under Tank unit rules. 
 
The UK or US player must announce during 
the non-combat movement phase if the units 
are to be converted into Soviet units – and 
the Soviet player must convert these units in 
the first coming Soviet turn. 
 
Remember: depending on which Axis & 
Allies variant you play: 
If the Soviet territory that contains Lend-
Lease units, is attacked before the Soviet 
player’s first coming turn, the units defend by 
the player that controls them.  
In this case, if the enemy attack is repelled 
and the Lend-Lease units survive the enemy 
attack, these Lend-Lease units must still be 
converted into Soviet units as mentioned 
above. 
 
 
 
 
 
 

8. D-Day: 
 
 
 
 
 
 
The Normandy landings, 
codenamed Operation Neptune, were 
the landing operations of the Allied invasion of 
Normandy, in Operation Overlord, 
during World War II. The landings 
commenced on Tuesday, 6 June 1944 (D-
Day). In planning, as for most Allied 
operations, the term D-Day was used for the 
day of the actual landing. 
 
From round Early 1944 and on any future 
round the UK and US players can decide to 
make a combined US and UK amphibious 
invasion of Western Europe. The UK and US 
players must coordinate the D-Day plan, and 
decide which player takes control of all in 
invasion-assigned units during the D-Day 
scenario. The players do not have to reveal 
on which players turn the attack will occur 
until the attack actually takes place. 
 
On the US or UK players turn (in the round 
that D-Day takes place), in the combat 
movement phase as well as the combat 
phase and non-combat movement phase, the 
US or UK player controls all UK and US units 
that have been assigned to Operation 
Overlord.  
None of the US or UK units can previously 
have taken part on these players turn in any 
other combat in this round. 
 
When the invasion begins UK troops can use 
US transports and Landing Crafts; US artillery 
can support UK infantry, etc. in the 
amphibious assault. In other words; any 
combination of UK and US forces is possible.  
Note 1: Combat restrictions: on each of these 
players turn – in the round when D-Day takes 
place – these players must hold back all land, 
sea and air units that will take part in the 
invasion, for ease of game play to avoid the 
same units are used twice in combat in this 
round.  

 

D-Day 
Europe 
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All UK and US land units that take part in the 
amphibious invasion must attack from the 
United Kingdom territory and all sea units 
must come from one or more SZ adjacent to 
the United Kingdom territory.  
There are no restrictions concerning which 
space any Air units must origin from to take 
part in the attack – as long as these air units 
can perform the attack within their flight 
range.  
Also, Air units that are assigned to the D-Day 
invasion can attack any space that contains 
enemy units – in other words: air units are not 
restricted to attack the invasion beaches only 
– they can attack any space that the US or UK 
player finds suitable. Still, these air units can 
only make 1 attack as with the original game 
manual rules. 
 
All land units must attack the same territory 
(whereas air units and sea units are not 
restricted to attack any certain territory or 
SZ).  
The Target territory chosen for the D-Day 
invasion must be in the Western Europe 
sphere and must be adjacent to a sea zone 
which is also adjacent to United Kingdom.  
Note 2:  
Place the D-Day marker in the territory that is 
attacked when the attack begins. 
After the battle and after the collect income 
phase any surviving British and US units are 
once again under control of their original 
Nation and may again perform other missions 
on each of the players turn in the following 
round.  
 
This combined Allied attack can take place 
only once during the game.  
The IPC level is corrected in favour of the US 
player if the invasion was successful.  
Remove the D-Day marker after combat. 
 
 
 
 
 
 
 
 
 
 

9. German Atlantic Wall: 
 
 
 
 
 
 
The Atlantic Wall was an extensive system 
of coastal fortifications built by  
Germany between 1942 and 1944 along 
the western coast of Europe as 
a defence against an anticipated Allied 
invasion of the mainland continent from Great 
Britain.  
In the game from round Late 1942 Germany 
can produce defensive fortifications to be 
placed only in the territories that border a sea 
zone – the territories are various from one 
Axis & Allies game to another. The rule is that 
the fortifications must be placed in one or 
more territories that are adjacent to a sea 
zone in the Atlantic Ocean and/or the North 
Sea. These territories are: Western Europe, 
France, Normandy, Holland/Belgium/North 
Western Europe, Denmark, Western Germany 
and Norway. The German player can place a 
maximum number of fortifications in a 
territory equal to the number of German 
infantry units in that territory. These defensive 
bunker units each cost 1 IPC and they 
operate under same rules as the Japanese 
fortifications (see Expansion II). Only regular 
German infantry units may defend in these 
fortifications. The German player must control 
the territory in which the bunkers are placed 
since the beginning of that turn. No other Axis 
units may defend in the German defensive 
bunkers. 
Note 1: The defensive fortifications can only 
defend against an attack from the sea. If the 
attack comes from land, they cannot defend. 
If the attack is combined from land and sea 
the fortifications can only defend against the 
attacking units from the sea. If the territory is 
conquered by enemy units attacking by land 
the German infantry units in the Atlantic Wall 
fortifications are lost and removed from play. 
Note 2: the Monte Cassino rule: from round 
Early 1944 the German player can construct 
The Gustav line – by moving up to 3 
paratroopers into the territory where Rome is 
placed and then place  

Germany 
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a maximum of 3 defensive fortifications. 
The fortifications each costs 1 IPC and must 
be placed directly in the territory after the 
German paratroopers have moved into this 
territory. This can occur in the same turn in 
the place new units phase.  
When German paratroopers defend in these 
fortifications it is called the Battle of Monte 
Cassino – and the German paratroopers 
defend at “5”. German Waffen-v 
paratroopers can also defend in these 
fortifications and also defend at “5”. 
If there are more German paratroopers than 
German fortifications in this territory, these 
paratroopers defend at their normal factor. 
 
 
10. German U-Boots & U-boat Pens: 
 
 
 
 
 
During World War II, U-boat warfare was the 
major component of the Battle of the Atlantic, 
which lasted the duration of the War. 
Germany had the largest submarine fleet in 
World War II and the Kriegsmarine used a 
tactic where several U-boats attacked the 
same convoy at the same time. This was 
known as the Wolf Pack tactic. 
In the game Germany can produce U-Boat 
units at a cost of 4 IPC each. U-Boats operate 
under the same rules as submarines. 
Exception: when three or more German U-
Boat units (Wolf Pack rule) attack into the 
same SZ they all attack at “3” in the first 
round of combat – after this they all attack at 
“2”. It doesn’t matter where the  
German U-Boats came from to generate the 
Wolf Pack. Place a Wolf Pack marker in each 
SZ where the attack occurs, to show that the 
Wolf Pack rule is effective. When 3 or more 
German U-Boat units defend together in the 
same SZ they all defend at “3” in the first 
round of combat – after the first combat 
round they all defend at their normal factor. 
Note: if Germany has super submarines, the 
attack factor is increased to “4”. 
 
 
 

German Type XXI U-boats: 
 
 
 
 
 
 
In 1944 the new Type XXI U-boat was ready 
for service as one of the “Super Weapons” 
that should turn the tide in favour of the 
German Kriegsmarine. The revolutionary 
design made the U-boat almost invincible. 
 
From round Early 1944 Germany can 
produce Type XXI U-boat units at a cost of 6 
IPC per unit. 
Type XXI U-boats operate under same rules 
as submarines with some exceptions: 
A Type XXI U-boat unit attacks and defends 
with 2 dice at factor “4” in the first round of 
combat – and then with 2 dice at factor “3” in 
all other rounds of combat.  
Exception: if two or more Type XXI U-boots 
attack or defend together in the same sea 
zone they each use only 1 die.  
Movement is maximum 3 sea zones in each 
turn. Naval bases do not have any influence in 
the range of Type XXI U-boats. 
Production can take place at any German 
controlled factory site. 
When one or more Type XXI U-boats (without 
support of any other units) attack enemy 
ships, the enemy ships (including enemy 
destroyers) are unable to return fire in the 
first round of combat.  
Enemy destroyers are unable to detect and 
attack Type XXI U-boat units – until round 
Early 1946. 
When a Type XXI unit is part of an attacking 
German naval force, the Type XXI fights at 
the same terms as other German U-boats. 
When a Type XXI unit is part of a defending 
German naval force, the same rules applies 
as used during attack. 
Type XXI U-boats cannot be part of a Wolf 
pack. 
In round Early 1944, Late 1944, Early 1945 
and Late 1945 Germany gets 1 free Type XXI 
U-boat in each round. Germany can place this 
Type XXI U-boat at any German controlled 
factory site that is adjacent to a sea zone in 
the Place new units as with standard rules. 

Wolf pack 

XXI 
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From Round Early 1946 Allied destroyers can 
detect and attack German Type XXI U-boats 
as with the original game manual rules. 
 
 
German U-boat pens: 
 
 
 
 
 
 
As the Allied bombings over Europe 
increased the harbours used by German U-
boats were also targeted. To secure the U-
boats from aerial attacks the Germans 
constructed a number of U-boat pens along 
the Atlantic coast line. 
 
German U-boat pens each cost 3 IPC. A pen 
can be placed in any territory that Germany 
controls from the beginning of that turn. The 
territory must be adjacent to a sea zone.  
The German player can place as many pens 
in a territory as the German player wishes. 
Remember: the U-boat pen(s) cannot be 
used until the German players following turn. 
 
Note: German U-boats cannot be produced 
inside a pen – they must move to the pen on 
any future round of play in the non-combat 
movement phase. The movement into (or out 
of) a U-boat pen has no movement cost – the 
U-boat simply moves into the sea zone that is 
adjacent to the territory that contains the U-
boat pen. The German player must then 
announce if the U-boat is inside the pen or 
not. 
 
When a U-boat is inside a pen, tip the U-boat 
on the side. The U-boat cannot take part in 
any defensive naval battle when it is inside a 
pen.  
 
U-boats can attack enemy ships by moving 
directly out of the pen and into combat 
(combat movement phase). 
 
Enemy destroyers cannot attack German U-
boats when they are inside a pen. 
 

If a territory that contains a U-boat pen is 
concurred by enemy forces, the U-boats 
inside the pen are lost and removed from 
play. The pen itself is not destroyed – but 
cannot be used by the concurring forces. If 
this territory is re-taken by Axis forces, the 
German player can use the pen on Germanys 
following turn. 
A pen can protect a maximum of 3 U-boat 
units and/or Type XXI U-boat units.  
 
Any U-boat pen can be attacked by enemy 
strategic bombers. A pen can defend against 
attacking enemy strategic bombers. The pen 
defends at “1” against all attacking enemy 
strategic bombers. If multiple U-boat pens are 
in the same territory, the Allied attacker must 
point out which bombers are attacking which 
pens. Each pen that is attacked can defend 
against all bombers that attack this pen. 
 
Damage: a pen can take up to 20 damage hits 
(totally damaged). When a pen has 20 
damage hits it is not destroyed – but it must 
be repaired before it is able to protect the U-
boats. When the pen is totally damaged then 
for each repair (1 repair cost is 1 IPC) the pen 
can protect 1 U-boat – however the pen 
cannot protect more than a maximum of 3 U-
boats. Example: when a pen has 17 damage 
hits it can still protect up to 3 U-boats. When 
the pen has 18 damage hits the pen can 
protect a maximum of 2 U-boats, etc. 
When a pen reaches a maximum of 20 
damage hits, all U-boats (if any) that are 
inside the pen are then considered to be 
outside the pen. The U-boats are not lost 
even if they are inside the pen when it 
reaches its maximum number of damage hits 
during an enemy aerial attack. Exception: 
see Expansion IV: Heavy Bombers Special 
attack ability. 
Only German U-boats and German Type XXI 
U-boats can use the German U-boat pens. No 
other Axis submarines can use these pens. 
 
In round Late 1943, Early 1944 and Late 1944 
Germany gets 1 free U-boat pen in each 
round. This pen can be placed in the place 
new units phase in any German territory that 
Germany controls from the start of that turn – 
and is adjacent to a sea zone. 
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11. German Waffen-v Paratroopers: 
 
 
 
 
 
 
During World War II, Germany raised two 
Waffen-v Paratrooper Battalions. These 
Waffen-v Paratrooper Battalions were 
primarily manned with Waffen-v officers and 
Waffen-v riflemen who had troubles following 
military law. They fought on several Fronts 
and the 600th Waffen-v Paratrooper Battalion 
ended its service in Northern Germany in 
early May 1945 – reduced from more than a 
thousand Waffen-v troops to only 95 
soldiers.  
From round Late 1943, Germany can produce 
a maximum of 2 Waffen-v Fallschirmjäger 
(paratrooper) units. Units destroyed in battle 
can be reproduced. They must be produced 
in Berlin. The cost is 2 IPC for each unit – 
additional to a regular Paratrooper unit that is 
already in Berlin from a previous turn.  
Production of a Waffen-v Fallschirmjäger unit 
is the same as for other Waffen-v units. A 
Waffen-v Fallschirmjäger unit defends at “4” 
and attacks at “3”. Exception: When a 
Waffen-v Fallschirmjäger unit moves and 
attacks by land, it can be supported by a 
Waffen-v Artillery unit and has its attack 
value increased to “4”. 
The unit can move up to 3 spaces by air. If it 
moves on land, it can move 1 space. When 
the unit takes off from an airbase it gets 1 
additional movement. 
A Waffen-v Fallschirmjäger cannot attack an 
enemy Capital by air nor can it be transported 
by sea. It can however be transported by Air 
Transport and counts as a panzer (tank) 
towards the Air Transport’s capacity.  
Note: Waffen-v Fallschirmjägers can defend 
in German fortifications during the Battle of 
Monte Cassino (see this Expansion, §9). 
 
 
 
 
 
 
 

12. German Waffen-v Artillery: 
 
 
 
 
 
 
The German Waffen-v favoured the use of 
Battle Groups – combining a number of 
miscellaneous military units to undertake a 
special task or action. The artillery units of the 
Waffen-v were much needed in various roles 
as part of these Battle Groups.   
From round Early 1940, Germany can 
produce a maximum of 2 self propelled 
Waffen-v Artillery units. The cost is 2 IPC for 
each unit in addition to a regular artillery unit 
that is already in Berlin from a previous turn – 
same rule as for other Waffen-v units. A 
Waffen-v Artillery unit can support a Waffen-
v infantry or a Waffen-v Paratrooper unit – 
and thereby increase the attack value of 
these units to “3” and “4” respectively.  
A Waffen-v Artillery unit attacks at “3” and 
defends at “4” and can move up to 2 spaces 
but cannot make a blitz move. It cannot be 
transported by sea.  
Units destroyed in battle can be reproduced. 
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