STRATEGY HINTS FOR THE PGII LILLEHAMMER SCENARIO


(Based on posts collected on the strategic newsgroup and edited by RIP)





A player, who was new to PG II asked for advice on how to handle the Lillehammer scenario. The responses he got explains quite well the sound strategy for this scenario and some considerations about the coreforce one should have (and shouldn´t have) at this stage of a campaign. 





(Henri H. Arsenault)





You must have one or two fighters if you can afford them, otherwise mobile air defence.


Take out the enemy air force quickly or have air defence units with your mobile force. Separate your force into two groups on each side of the map, with the larger on the right.





The leftmost group should have one or two artillery, one or two heavy infantry, one tank and one psw231 recon. Send the recon ahead to scout, but not adjacent to the towns. This group should make it to the top of the map in time to attack the last (and strongest) objective.





The larger group on the right should have two or three heavy infantry, at least one of whom should be a pioneer, two or three tanks, at least two artillery and a recon unit.





Always hit the enemy with artillery (and with a stuka if you have one) before attacking with infantry, and if possible attack entrenched units with pioneers.





For example, on the right, first move your recon near the river to spot the enemy, then move your artillery close enough to hit them on the next turn (but not on the bridge where it will obstruct traffic on the next turn and be vulnerable to air attack). After softening up with artillery, hit the objective across the river with  tanks and infantry. Either leave an infantry to guard the objective or move an artillery, an infantry and a tank to the right to take the objective there. After cleaning up the first


objective, move the bulk of your force North to the main objectives. Repeat the process with the objective across the lake, but be careful about the large enemy force across the neck of land near the main objective. After wiping out the objective across the lake, hit the main objective from both


sides (by this time your force on the left should easily have made it to the top, again using artillery  (and stukas if available) to soften up the targets before blasting them.





You can't have too much artillery in this scenario; don't buy too many stukas as it will snow on most turns. Only buy stukas if you have plenty of dough. If you still can't do it, don't buy any stukas at all and get only mobile air defence. Also get armored transport for your units whenever possible, especially for the artillery, the prime target of enemy aircraft.





If you still can't do it, maybe you lost too many units in previous scenarios (most players have not lost any core units at all at this point). In that case, I suggest restarting the scenario and giving yourself the maximum 300 amount of prestige. (make sure you have the 1.02 version of


PG2).











(simon appleton) 





Norway always looks imposing to me (on 50% prestige), but I always pull


it off right on the last turn for a decisive. There are very few objectives that you have to capture to win. Sometimes I get only half way up the left valley and still take the northern most objective with the right group to win. Also bear in mind that you just need to grab an objective - you don't need 


to hold the last one (the scenario will end when you take the last objective). So you don't need to knock out all the allies in the northern city, just the one(s) city on the victory hex(es). 





On specifics, I tend to have two fairly evenly divided taskforces, left and right. The right one might have a little more weight. I make sure both have recon and use this to find targets for my 150mm artillery (ideally two or more per wing) and stukas (maybe two stukas with 2 fighters for escort). Clear out the allied artillery around objectives first (stukas, tanks, arty will do this as available). Then bombard the infantry in the cities for a turn or two, then rush in with infantry. Some say there is a bug which means tanks don't risk a rugged defence, so you could try storming cities with PzIVs. Try to get the heavier infantry, preferably those that negate entrenchments. 


For tanks, the PzIV rules - don't have anything else! (Although I do keep prototype PzIIIs for later AT capability). 





The key thing is to practice blitzkrieg. It might take time to storm a city, but once you're through, move at full speed, bypassing opposition. You'll find artillery, air, slower elements and perhaps a mobile sweeper can clean up bypassed elements. Towards the end, as indicated above, you need to be surgical - cut a path to the objectives and don't worry about peripheral enemy units. The Allied air is good but few.


 


If it is really difficult you can pin it with a bomber each side, with an escorting fighter next to each bomber but not within striking distance of the allied fighter. If you are lucky, the AI will attack


the bomber and get intercepted; if not, bring up some mobile AD.





(John Wesley Pruitt)





Well my Army changes with how much prestige points I have and what I need to


get to a Brillant victory.





In Finland I found that Cavalry work well with long range Arty and two extra Panzer IV c's The ones with 11 rounds.





(core composition:)





6 Cav Units


4 Panzer IVcs


1 Big 8.4 Antitank Gun


2 of the biggest Cannons available.











(simon appleton) 





John,


   That's a fairly unorthodox core - it also seems very small. I guess you haven't listed your aircraft (you should have 2 fighters &amp; 2 stukas minimum). I doubt you need the AT gun. There aren't many enemy tanks until you get to Russia and even then you'll be attacking, so an AT gun is not the best antidote (stukas + PzIIIs will do the job). You don't seem to have enough artillery - I would recommend four to five for Norway (2 on each flank, an extra one on the right if prestige permits). 





The cavalry is the most unorthodox. I've never tried using them, but I suspect heavy infantry (whatever they call them in PG2) give a bigger punch and have a better defence; pionere if you can


afford them. You need at least 2 recon; for Sedan, I would buy another one. The four PzIVcs is about right - they'll do most of your fighting.





A couple of mobile AD would be good too. My wish list will be much more expensive than your core, but I've managed it on 50% prestige. Don't know how to explain that. (6 infantry maybe too much - I only keep the infantry I start with in Spain, 4 I believe - but cutting that down won't save much). 





    I'm not sure about changing your core for each scenario - you  can change easily in PG2, because you get refunds when you disband. However, you lose any acquired experience, so I wouldn't do it unless the unit is simply to garrison a town or is a bridge engineer. (Hint: there is a Norwegian on the extreme right who will sneak behind your forces - you should buy a unit to garrison the first major town you capture on the right; he should catch the infiltrator.)





Alternatively, you can change your core by upgrading. A lot of folks like to do that, but generally I prefer to spend the money on more units. The exception is America, where upgrading to Tiger IIs is 


essential.


