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EIN GROSSE RATTE:
THE P.1000 RATTE IN AMERIKA
The following rules will help you incorporate this new unit into your AMERIKA
game. Feel free to pick and choose which ones to use so long as all players agree.
These can help balance the game when players of differing skill levels play against
each other, or add new dimensions and strategy for advanced players.
It is widely known that Adolf Hitler was a huge proponent of Wonder Weapons and
felt they would win the War for Nazi Germany. And while we can see his “bigger is
better” philosophy come through in such designs as the Maus tanks and Amerika
bombers, it is a far lesser known fact just how large his aspirations were when it
came to super-sized weaponry.
Weighing in at 1,000 tons, this behemoth was designed to be a mobile platform for a
pair of naval cannons accompanied by a super-heavy anti-tank gun as a secondary
weapon, complete with Flak guns for its own air defense.
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P.1000 RATTE is more than just a super-tank, it is a mobile weapons platform.
It has 3 different armaments that may fire each round of combat. This is a great way
to scare the Allies away from your assault forces!

GERMANY

TYPE

ATTACK

UltraP.1000 Ratte
Special
(1)
2x 280mm Main Guns
(2)
128mm Anti-Tank Gun
(3)
8x 20mm Flak 38

DEFEND

See Each Gun Below
2x5
2x3
8
3
0
2

MOVE

COST

1

14

BUILDING THE P.1000
Built well behind the front line, this huge unit is assembled from components flown
in by cargo planes. This also means that Build Points can be allocated to its
construction over several turns. Simply place the model in the Unit Build Box on the
German card with a number of chips under it to indicate current allocated funds.
When the German player has allocated 14 Build Points remove the chips, indicating
it is ready for placement on the next Place Units Phase. When built, it must be placed
in a territory that is completely surrounded by friendly controlled territories. Only 1
may be built in the entire game. Once destroyed, it cannot be replaced. All other
standard purchase and placement rules apply.
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MOVEMENT AND DAMAGE TO THE P.1000
The P.1000 Ratte is so massive, it is impossible for it to traverse mountain
territories. It takes 2 hits to destroy in battle. After the first hit, turn it on its side. If
it survives the battle, it is repaired for free when the units are returned to the map
from the Battle Board. It may only be selected as a “Luck Shot” casualty by Special or
Ultra-Special units. It may never be the target of Allied Guerilla attacks.
Massive: Takes two hits to destroy. Repaired for free if it survives the battle.
Extra Thick Armor: May only be selected as a luck shot by Special or better units.
Heavily Guarded: This unit can never be targeted by Allied Guerilla attacks.
COMBAT USING THE P.1000
To use the P.1000 Ratte in battle, the Axis player places it on the Battle Board in the
slot that corresponds to the Main Guns. It may fire both its Main Guns and its AntiTank Gun in each round of combat. If it is defending and enemy aircraft are present,
it may fire at any of them assigned to a ground attack role (aircraft in the Phase III
area of the Battle Board).
Main Guns Bombardment Fire: These guns fire first in Phase III even when
defending. Enemy casualties are immediately removed even if they haven’t fired yet.
“Luck Shot” on a “1” against any enemy ground targets.
Anti-Tank Gun: Like other Tank Destroyers, this gun has a “Luck Shot” of 1 or 2
against enemy tank units.
Terrorize: Anytime this unit is present in an attack, all defending forces are subject
to the “Retreat!” rule. If a defending unit rolls a “12” in combat, it must immediately
retreat to an adjacent friendly territory. If no friendly territories are available, the
unit is destroyed.
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THANK YOU FOR PURCHASING THIS AMERIKA
EXPANSION AND ENJOY THE GAME!

PLEASE VISIT OUR WEBSITE AT:
HistoricalBoardGaming.com
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