Composition of the (AI-)campaign army in Panzer General I


-with special focus on the use of airdefense.





Based on a NG-posting by John Reidy. Edited and commented by RIP, june 1998.  





A mixed (AI-)campaign army


(John Reidy)


My style of play is to use as many different types of units as is reasonable to get the most variety of game play. My OOB at end of Moscow '42 having started in '39 is:





about 7 tanks (tiger and IVFs).


6 Infantry (3 Bridge Eng, 2 Wehr '39, 1 x Airborne).


2 x recon


4 x arty (2 towed, 1 SP, 1 x Nebelwerfer).


4 x fighter (Fw190).


3 x level bomber


3 x tac bomber (2 ME210, 1 Ju88D)


3 x AntiTank (2 x Marder II, 1 x Stug ?)


2 x Antiair


3 x Air defense !





(RIP)


As a comparison (based on memory and as an average of a number of campaigns):





8 x Pz (Half of them Tigers, the other half waiting for Panthers to become available)


6 x Inf. (of which 1 bridge eng., 2 pioneers, 1 para and 2 inf or HW inf)


1 x Recon vehicle


4 x Arty (1 SiG, 3 Sfh 18)


4 x Fighter (FW190)


2 x Level bomber (1 with high naval attack (He or JU), 1 Do214)


4 x Tac bomber (1 ME210, 3 Stukas)


3 x AT (StugIII´s)


1 x AA (10/4)


3 x AD (1 sp, 1 88 and 1 ordinary)





Comments (RIP):


Panzers are the key to major breakthroughs in most scenarios. 5 or 6 panzers are to few for the russian scenarios like Moscow since they should travel in groups of 3 or at least 2 to benefit from their shockeffect (1 tank is easily hemmed in and damaged).





Infantry have the needed ability to clear cities and rough terrain of other infantry. Bridge engineers and pioneers both have the advantage of not getting a rugged defense. It is however a waste of prestige to use bridgeengineers only. The reason for not upgrading all infantry to pioneers (or bridgeengineers, is the prestige cost when units take casualties. In some cases, it is necessary to accept casualties and in those cases, it´s much cheaper to let the regular infantry take these casualties. Finally paratroopers are of very limited use due to the low initiative (I once had 3, but they achieved very little anyway). What they do best are to be dropped at a far airbase or in a defensive position which blocks enemy retreat. Offensive action is only rewarding if you upgrade a 5-star infantry to para, but considering the risk paras run, I never do that.





Recon is of limited use since the german player usually has a lot of arial reconaisance. Recon vehicles do however come in hand in areas with much airdefense so at least 1 recon IS needed.





Arty is needed to soften up enemy entrenchment and a SiG is most usefull as a companion to a Panzer thrust. The towed artillery shoul always be 150 mm when possible. A 105 mm or even a 75 mm can be considered for areas where an elimination is possible. A Nebelwerfer is of limited use because of the short range, but it can be usefull for cleaning up areas with no enemy artillery but lots of entranched soft targets.





Fighters should be upgraded gradually to the FW190 but no faster than what is required. The soviet airforce isn´t worth much, so there´s no need to upgrade all fighters immediatly. That prestige is used better on units with high ground attack values.





Level bombers are much underrated units. Many players use none because level bombers have low attack values. However their ability to apply permanent supression to enemy units are most valuable. Level bombers pick up experience very fast and a 5-star level bomber o
