Fighting Formations: Beginners Advice v1.0
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	Fighting Formations: Grossdeutschland Motorized Infantry Division
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Scenarios Ordered by Complexity (Rather than Historic Occurrence)


0 - INTRODUCTORY SCENARIO
sometime in 1942...
9 - BACK TO RUSSIA 
Ivany-Berdyny, near Bogodukhov, Ukraine, 12 March 1943
8 - "TANKS ARE COMING NOW...."
Gorowatka, Luchessa Valley, Russia, 1 December 1942
4 - OPERATION MAX UND MORITZ
East of Tschermassowo, Gostischka Valley, Russia, 22 September 1942
7 - OPERATION HERBSTWIND: GOSTISCHKA LOWLANDS
West of Boltino, Russia, 30 September 1942
6 - OPERATION HERBSTWIND: GARSKI’S DEMISE
Kostanossowo, Russia, 30 September 1942
5 - OPERATION HERBSTWIND: KAMPFGRUPPE GROSSER
Gostischka River Valley, Russia, 30 September 1942
3 - JUST PAST DON
Podkletnoje, Don River area near Voronezh, Russia, 6 July 1942
1 - A SURPRISE AT SUNRISE
Staryj Oskol-Kastornje-Jelez Railway, Olym River area, Russia, 1 July 1942
10 - THE EXPECTED COUNTERATTACK
Cemetary Hill, Russia, night of 22-23 September 1942
2 - KAMPFGRUPPE GARSKI
Gorschetschnoje, Russia, 2 July 1942

Simple Fighting Formation Strategic and Tactical Tips

Consider deploying hit platoons with red rally numbers into squads before rallying
You can effectively lose two squads instead of just one if you roll badly on the rally if you don't.

Before taking a cube from the order mix, check to see if there's one you can take which will make it harder for your opponent to do what she/he wants.
This has the double effect of getting what you want while denying her/him a much-desired cube.

Ignore drawing asset cards at your peril
You'll regret not having counter-battery fire if your opponent gets a Rocket Battery!

Apparently "useless" assets can always be discarded to pay for unit special abilities.
Don't think the Anti-tank rifles are any good? Use the card to get a critical APCR/HEAT/Smoke shot!

Use your special abilities!
If you think an infantry fire attack might make the difference between a successful attack and a failure, but you don't have the range, use the LMG ability. Especially with the Russian SMG squads. Tanks often have special ammo/smoke abilities, too!

Get into a rhythm of command marker placement, remembering how they decay and cycle in and out of play.
If you don't, you'll find your attack stalled at a critical moment.

Try to suppress units which can potentially fire on your advancing units before crossing large stretches of open ground.
As in real life, you'll get chewed up if you don't, especially with FF:GD's relatively generous op fire rules.

Unless you're really sure of what you're doing, don't put two or more units which can be affected by the same type of fire (AP/HE) in the same hex.
The flip-side of this tip is that you should keep infantry with AFVs in the same hex when they are in danger of being assaulted, since they both can't be affected by the same fire attack (except for halftracks)

Don't forget about the Sniper marker!
Not only can it potentially cripple your opponents efforts to move/fire efficiently, it also lets you do orders lower than it on the orders matrix!

Remember that you can op fire after opponents' fire actions during an Assault (since it is a movement expenditure), as well as op fire when they move earlier or later during the same order.
Assaults can be costly for both sides. Make him/her pay dearly for every inch of gain. [edit] Edited since Chad pointed out it is not return fire.

Keep your HMG/MMG units well back from the front line whenever possible and reasonable.
Remember that they have excellent range, and they can fire out to three times that range to boot, but they're relatively poor in melee. They also make excellent "fly swatters" to sweep enemy infantry off of your tanks which have become entangled in melee with infantry. You can fire into the hex and hit the enemy infantry with no chance of affecting your tanks. (Bets are off when you have your own infantry in the same hex, though!)

It costs 1 MP to fire during an Assault order, but you can do it before, after or instead of moving.
It's easy to miscalculate movement and not remember to spend 1 MP to fire, so don't forget and put yourself in a bad spot, but the option to fire before, during or instead of movement is incredibly flexible. Use it to your advantage.

If you're playing the Russians, close the range. If you're playing the Germans, keep the Soviets at arms length.
The temptation is frequently just to rush in and start melee, but the Germans do much better cutting up opposition at range. The critical distances are 3 (German Grenadier platoon range) vs. 2/1 (Soviet Rifle/SMG platoon) hexes. If you can arrange your attack/defence as the Germans so that you're firing at 3 hexes and he's out of range, you're golden. Soviet comrades... don't let this happen!

Sometimes advancing out of danger is a better idea than rallying while still exposed.
Advance has no threat of op fire and can get your hit units out of tight spots. Rally is great, but sometimes you need to keep up momentum - advance your damage squads out of danger and put fresh squads into a position to fire/assault. Keep in mind that vehicles and guns may only advance in the direction they are pointing (with a free pivot before or after advancing, but not both).

Consider deploying as you advance into melee.
You will go down a die size, but your opponent will only be able to initiate melee against one squad if they chose a fire order as their next order. And if they do, you'll guarantee return fire, which you might not otherwise get. You're more vulnerable to direct fire, but your opponent will think hard about firing on his own troops.

Defending

If you are the defender, be very careful where you place your Command markers. Keep in mind that they have no choice but to remain on the map for two turns. If you throw down Command to a location that is about to get overrun, and your units have no viable avenue of escape, you are likely to lose it permanently when your opponent swarms through. Placing Command in hexes with tanks that have a ready path of retreat (preferably in reverse gear) can serve to minimize the risk of losing Command if the enemy could overrun your position.

Speaking of which, try to place your defending tanks in positions and with facings that will allow for a quick retreat in reverse gear, to keep your front armour toward the enemy. This will help counter an attacker's flanking manoeuvres.

If Rough terrain is available, placing your tanks there can be extremely beneficial, as this is the only terrain that grants an actual Cover bonus to a tank during Rally attempts. A tank in Rough with a Command marker rolls 2d20 on rally attempts, which could be enough to survive an Immobilization or Unconfirmed Kill.

General

Infantry belong in buildings and woods and tanks belong in the open. That's straightforward and incredibly obvious, but people will often neglect to deploy with that fully in mind. Going along with that, it is absolutely vital that infantry accompany tanks when they are forced to negotiate through buildings/wooded terrain. You need to be able to protect the tanks from potential melee assaults, which is when tanks are at their most vulnerable to infantry. And as a defender, you should remember that the best way to kill a tank is not with another tank; it's with infantry in close terrain. So you want to set up situations as best you can where you are channelling the armour into urban or wooded areas. And as an attacker, you want to be very careful about how you proceed. Standard doctrine for most armies when attacking a village was to lay smoke, send in infantry and use tanks to rush around the flanks and set up a kill zone behind the village for when the defenders attempt to retreat. (You could also use artillery to achieve the same effect.)

You are often better reducing targets from short/medium range to rushing into melee situations. There are lots of instances when you will have an attacker that is essentially invulnerable if they are patient about things (for instance, the Soviet armor on the first turn of Scenario 1). If you can settle in and systematically reduce the infantry or Pak-38s with many-on-one LOS and repeated fire attacks, it's a much better use of your time than scurrying around to occupy positions or to engage in melee. Those platoons melt away when subjected to concentrated fire, especially when you have made it so there is no effective return fire.

Use LOS to your advantage as an attacker and as a defender. Being behind a building or woods is invariably superior to being inside one and using the cover, and it allows you to dictate what units your opponent can engage and when.
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