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150 mm siG 33
The 150 mm sIG 33 (schweres Infanterie Geschuetz 33) was the standard German heavy infantry gun 

used in WW2. It was the largest weapon ever classified as an infantry gun by any nation.
�5�D�W�H���R�I���À�U�H�������������������U�R�X�Q�G�V���S�H�U���P�L�Q�X�W�H

50 mm pak 38
The 50 mm Panzerabwehrkanone 38 (L/60) was a German anti-tank gun. It was developed in 1938 by 

Rheinmetall-Borsig AG as a successor to the 37 mm PaK 36.
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75 mm pak 40
The 75 mm Panzerabwehrkanone 40 was a German 75 mm anti-tank gun developed in 1939-1941 by 

Rheinmetall. PaK 40s formed the backbone of German anti-tank guns for the latter part of World War 
II. The weapon was effective against almost every Allied tank until the end of the war. The PaK 40 was 
much heavier than the PaK 38, decreasing its mobility to the point where it was difficult or impossible 
to move without an artillery tractor on boggy ground.

76.2 mm pak 36(r)
The 76.2 mm Panzerabwehrkanone 36(russisch) was a conversion of the Soviet 76-mm divisional gun 

M1936 (F-22). In the early stage of the war, Germans captured a large number of these. Developed 
with anti-aircraft abilities in mind, the Soviet gun had powerful ballistics. In late 1941, German 
engineers modernized the gun, rechambering it for a more powerful round, and improving the recoil 
mechanism. The carriage was equipped with a new, lower shield, and many (but not all) guns were 
fitted with muzzle brakes.

88 mm pak 43
The Panzerabwehrkanone 43 was a German 88 mm anti-tank gun developed by Krupp in competition to 

the Rheinmetall Flak 41 88 mm anti-aircraft gun. It was the most powerful anti-tank gun of the Weh-
rmacht to see service in significant numbers. The PaK 43 was an excellent weapon, able to penetrate 
the heaviest Allied tanks at combat ranges.

The main version of the PaK 43 was based on a highly efficient cruciform mount, which offered a full 360 
degree traverse and a much lower profile than the anti-aircraft version of the 88 mm. However, the 
manufacture of this version was slow initially, and, to speed up production, some guns were mounted 
on a two-wheel, split-trail carriage from a conventional howitzer, resulting in a version known as the 
PaK 43/41.
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88 mm pak 43/41
The 88 mm PaK 43/41 was mounted on a single axle split-trail field gun carriage and produced as a stop-

gap measure due to scarcity of materials.

20 mm fLak 38
The 20 mm Flak 38 was the primary German light anti-aircraft gun of World War 2. The Flak 38 fired 

20 mm armor piercing and high explosive rounds at 220 rounds per minute at a muzzle velocity of 900 
m/s with an effective range of 2,200 meters. The mount had 360 degree traverse and a maximum gun 
depression of -12 degrees, allowing it to engage ground targets.

20 mm fLakVierLinG 38
A variant of the Flak 38, the Flakvierling featured quadruple 20 mm guns. Each gun had a 20 round 

magazine, limiting the rate of fire to about 800 rounds per minute.
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37 mm fLak 36
The 37 mm Flak 36 was a common medium anti-aircraft gun in Wehrmacht service. The Flak 36 used 8 

round clips, firing at about 150 rounds per minute out to an effective range of 4,800 meters (6,500 m 
for ground targets). The mount had full traverse and allowed firing at ground targets.

88 mm fLak 36
The 88 mm Flak gun is one of the most recognizable German weapons of the war. Flak is a German 

contraction of Flugzeugabwehr-Kanone or Flugabwehr-Kanone, meaning anti-aircraft cannon, the 
original purpose of the eighty-eight. In informal German use, the guns were universally known as the 
Acht-acht (8-8), a contraction of Acht-komma-acht Zentimeter.
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fortifications

bunker
Bunkers in the game are available in two flavors, wooden bunkers made out of wooden logs, and reinforced 

concrete. The latter would be typically found around permanent defensive lines, while the former are 
semi-permanent field installations.

Moreover, when purchasing bunkers, players have the choice between unarmed shelters, or bunkers 
equipped with SG43, Maxim, MG34, or MG42 heavy machinegun positions. Bunkers also provide an 
ammunition cache that can be used by infantry units to replenish/acquire ammo.

Bunkers provide excellent cover against both direct and indirect fire. Some heavy weapons such as 
machineguns may be deployed within a bunker, and infantry units may enter and exit freely; but no 
vehicles are allowed in bunkers.

trench
Trenches are usually part of larger defensive works and semi-permanent defensive lines. They allow for 

covered movement for units and formations and provide good protection against most enemy fire, and 
fair protection against indirect fire. Trenches “snap” together to form a line automatically when placed 
close together in the editor or Setup Phase.

foxhoLe
Foxholes are makeshift defensive improvements usually dug hastily by infantry units. Unlike trenches, 

a foxhole unit usually only provides enough cover for a team of infantry. Foxholes offer fair cover 
against enemy fire.

'hedGehoG' obstacLes
Hedgehogs are anti-vehicle defenses, primarily intended to stop tanks and other vehicles as they cannot 

easily be crushed or pushed aside, and provide an extremely high risk of immobilization. In the game, 
hedgehogs are impassable.

sandbaG waLL
Sandbag walls are makeshift defensive fortifications to provide fair cover against enemy fire. Sandbag 

walls offer limited protection for both infantry and vehicles positioned behind them.

barbed wire
Barbed wire consists of a barbed wire fence on a wooden structure, and is meant to slow down (not stop) 

infantry units. Barbed wire “snaps” together to form a line automatically when placed adjacent to each 
other in the editor or Setup Phase.

mines
There are three “flavors” of minefields in the game: anti-personnel, anti-tank, and mixed (meaning: a mix 

of both anti-personnel and  anti-tank mines in the same field). Obviously, anti-personnel mines are 
meant to harm infantry primarily, while anti-tank mines are usually bigger and pack more punch, and 
are intended to disable or at least immobilize vehicles and tanks.

Note: Anti-tank mines cannot be set off 
by infantry on foot, but anti-personnel 
mines can be set off by vehicles.

Troops moving through minefields have some ability to notice the mines without exploding them. This 
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is much more likely when:
 - The soldiers are crawling or walking (and to a lesser extent, “hunting”)
 - The soldiers are engineers
 - The soldiers are experienced
 - The minefield has already been discovered (e.g. by setting off a mine)
Engineers have the ability to mark known minefields. After a minefield is marked by an engineer unit, 

other units may safely (but slowly) move through it without running the risk of setting off additional 
mines. See the Mark Mines command in the Command chapter of the engine manual for more details.
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ICONS AND REFERENCE
Combat Mission: Red Thunder makes extensive use of various icons to allow the 

player to spot vital information in the game user interface at a glance. Below 
is a list of the most important icons used in the game and their description.

threat

Anti-tank rocket (e.g. Panzerschreck, 
Panzerfaust)

Large caliber (e.g. 88mm anti-tank 
gun)

Medium caliber (e.g. 50mm anti-tank 
gun)

Small caliber (e.g. small arms such as 
rifle or light MG)

defensiVe eQuipment

Smoke Launcher

communication Links

Radio

Visual (Close)

Visual (Distant)

Voice

speciaL eQuipment

Binoculars

Radio

Demolition charge

Panzerschreck

Panzerschreck rocket

Panzerfaust 30k

Panzerfaust 30
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Panzerfaust 60

Floating Icons
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German heer branches

Infantry

Armored Infantry

Armor

soViet army branches

Infantry

Armored Infantry

Armor

soViet army ranks

Private

Efreitor

Junior Sergeant

Sergeant

Senior Sergeant

Starshina

Praporshchik

Senior Praporshchik

Junior Lieutenant

Lieutenant

Senior Lieutenant

Captain

Major
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Podpolkovnik

German heer ranks

Soldat

Obersoldat

Gefreiter

Obergefreiter

Unteroffizier

Unterfeldwebel

Feldwebel

Oberfeldwebel

Stabsfeldwebel

Leutnant

Oberleutnant

Hauptmann

Major

Oberstleutnant
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