

Infantry tactics have been dictating the outcome of armed conflict for millenia and have come back from the point of extinction several times over the centuries (re: World War One).

 

2.1 The Buddy Team System

    All soldiers, regardless of where they serve are in the buddy team system. Soldiers are trained to work, eat and sleep in pairs in order to insure safety. Soldiers in buddy teams are trained to cover each others advance, keep psychological tabs on each other and watch each others backs. Everything on the battlefield is done in pairs from advancing on the enemy to using the bathroom.

 

2.2 Fireteams

   Fireteams are small groups of soldiers (5-10) who's purpose is to provide heavy firepower for the rest of the squads in the platoon. A fireteam usually has two or three heavy weapons (Railguns or Heavy Machineguns with Ramjet Rounds) and the remaining team members have grenade launchers (CP-50's or NG-LG6's), Plasma Rifles and Particle Beam weapons. Fireteam usage varies from situation to situation however they are usually are placed either at the centre of the lines or on the flanks (to direct the enemy into waiting squads).

 

2.3 Suppression

    Suppression is THE premier use of infantry weapons. When the enemy is suppressed (hunkered down and not firing) then he makes an easy kill for flankers or for weapons that defeat defiliade. Suppression occurs when such a high volume of fire is thown at an individual and their survival instincts kick in which causes them to drop what they are doing and seek cover. Squad heavy weapons and SAW's are the most commonly used suppression weapons due to their high volumes of fire and heavy caliber. Other weapons such as grenades and explosives also 

cause a great amount of suppression. I find it easy just to add a save vs suppression save to the characters (which is basically the characters ME). Whenever somebody flings a burst at a character (or a whole bunch of rounds.....GM's discretion) just make the character make a save vs. suppression. If he/she fails then the character will lose all the remaining attacks that round or lose the initiative if its the end of a round. Burst capable weapons like the L-20 pulse rifle and the CP-40 make perfect assault weapons as the soldiers can expend multiple short bursts at a target while advancing to either neutralize a target or suppress it.
 



Machineguns and Railguns make for the best tools for suppressing the enemy as their heavy calibre and high rates of fire keep enemy soldiers heads down. The C-40R and the NG-202 are my most recommended weapons as they are heavy calibre and are readily available (relatively).

2.4 Defiliade (De-FILL-E-ah-DE)

   Defiliade is cover that cannot be shot through. Defiliade includes cover like foxholes, bunkers and shellholes. Defiliade presents a great challenge to military planners as an enemy in defiliade is immune to small arms (unless he exposes himself) and is highly resistant to artillery and other heavy weapons.  The primary goal of the squad leader is to get his/her squad into defiliade and place fire upon enemy positions or to flush enemy units out of difiliade. Frag rounds, grenades, flying power armor (SAM's) and airbursting munitions are the best way to deal with opponents in difiliade (and now there is a use for those frag mini-missiles!). Characters in difiliade should be 15+ to hit instead of 8+ plus all explosions that happen on the ground near the difiliade will not harm the 

soldiers in difiliade (but may suppress them).
 




2.5 Offensive Tactics

   The primary purpose of the infantry squad has always been to take and hold ground. Over the years infantry squads have had duty after duty stacked on them by over-eager commanders. Infantry are now responsible for recon in force, search and destroy, assault and vanguard missions along with their primary role as the backbone of the ground-taking army. Infantry tactics have slowly developed over the years and have become very complex.....however the core elements of squad to platoon-based tactics are very simple. These core elements consist of advancing, retreating, flanking, suppressing and assaulting and all more complex tactics are based on these elements (which are covered below).

 

2.51 Advancing Under Fire

   Obviously most combat maneuvers conducted by the infantry are undertaken while under fire and many tactics exist which have the purpose of minimalizing friendly casualties. Advancing under fire begins with the infantryman's training. He/she is trained to keep a low profile (hence the dodge roll) while advancing and to move from cover to cover, snapping shots off at targets as they present themselves. The SAW man plays a critical roll while the squad is advancing. He/she finds himself a good firing position and lays down cover fire onto enemy heavy weapons 

positions and suppresses any enemy positions that provide his/her sqaud with problems. The buddy teams within the squad also aid the squad when it is advancing under fire with one buddy prodiving cover fire (high volume spray fire) for his partner while he runs forwards to the next cover. Advancing under fire is actually not as common as one thinks as assaulting an enemy position (which would require advancing under fire) is only undertaken when a military force has not been able to remove the enemy from its defensive positions by any other means (artillery, massed gunfire....etc). As put by Southern General Robert E. Lee "The only way to claim a piece of land is to force the other guy out at bayonet point".
 



Crouched down and camoflagued, this guy knows how to move

 

2.52 The Skirmish Line

   The skirmish line is the most basic of all squad maneuvers. The establishment of a skirmish line is as simple as having all the members of the sqaud assume a line perpendicular to the enemy. The skirmish line is designed to allow all the members of the sqaud bring their firepower to bear without endangering their squadmates. In a skirmish line both the squad leader and the SAW man take the middle positions with the rest of the squad fanned out abreast. The pointman signal for a skirmish line is a closed fist turning into an open hand.

 

2.53 Mechanized Infantry

    Mechanized infantry is the infantry's answer to battle tank warfare. Due to the high rate of speed that tank companies engage at it was determined that the infantry also needed a more reliable and tougher mode of transportation than the trucks and light vehicles of the early 20th century. The answer came in the form of the APC or Armored Personnel Carrier which could protect troops from enemy small arms fire as well as indirect anti-personnel artillery hits. The first real APC was the American half-track and the British Brengun carrier. From these simple beginings (lightly armored and armed) came the M117 line as well as the M2/3 line that are in use today. APC's in Rifts are simply larger (don't ask me why....they make nice tempting targets) then their modern-day cousins. The Job of the APC is to get it's infantry squad withing striking range of the enemy. After it's squad is deployed the APC is the to support its infantry by way of cannon and missile (for anti-tank situations) as well as machinegun fire. Most APC's can carry a ten man squad into battle and can protect them from fire up to and exceeding .50 cal as well as from DPICM and incindiary munitions (but not from a direct hit). More on APC operations 

will be covered in the armored vehicle section.
 



 

 

2.54 Close Range Assaults

    Close range assaults are the best way for infantry to take out earthen defensive structures and hardened positions (aka bunkers). Close range assaults allow for friendly infantry to get into range to use hand grenades, bangalore torpedoes, satchel charges and fusion blocks. Generally combat engineers lead these assaults (as they are equipped with flame-throwers and explosives to take out hardened positions) and are supported by fireteams who are equipped with railguns and other heavy anti-infantry weapons. While the fireteams provide the heavy suppressive on the defenders the close assault squad moves in (usually a mortar battery will lay smoke on the enemy position so that they cannot see the infantry sneaking forwards). When the engineers get in range they will begin dismantleing the enemy perimeter bunkers and will often turn the enemy heavy weapons inwards against the enemy. Close range assaults are accompanied by helicopter gunships, power armor and mortar support which cut off enemy escape routes and keep the enemy suppressed with massed fire (railguns and missiles). Close range assaults usually begin with a probe or two of the enemy defences (covered in 2.55) as well as flyovers by fast power armor or UAV's (probably the latter as they are expendable). Once the key positions have been identified the fields of fire are marked and the entire base is ranged so that the support troops know where they need to direct their fire once the attack gets underway. Before the attack the enemy position will be surrounded by friendly ground forces (including tactical anti-air assets) and probed again before the attack.

 

2.55 Probing the Defences

   A probe is a small unit action designed to draw the enemy out of hiding so that their defenses and strength can be guaged. Most probes are undertaken by small units between squad and platoon squad however large-scale maneuvers may involve an entire company or even battalion. The probe is a hit and run attack that requires the probing team to sneak to the enemy perimeter and quickly engage the outlying defenders before fading back into the surrouding area. While the fighting is occuring UAV's or other surveilence devices will watch the enemy's defences and plot where their strengths and weaknesses lie.

 

2.56 Cover & Camoflague

   Cover is THE most important aspect of warfighting. If your troops cannot be seen, then they cannot be shot. The lack of any real thermo-imaging equipment on body armor allows for cover to be effectively used (another reason why power armor is so effective). Cover also adds protection for soldiers behind it (which is why airbursting ammo is very handy) and consequently many tactics revolve around the effective use of cover. Earthen defences are basically useless against MDC weapons (as it takes 3 feet of wet packed earth to stop a 5.56mm round fired at 100 yards....so an MDC laser would go through any pile of dirt) however structures, rocks and even trees (big ones at least) provide protection against MDC weapons. I work cover rolls like this in Rifts combat.......if a target is half covered then it's twice as difficult to hit him (so an 8+ to hit becomes a 16+). Camoflague is equally important as a soldier dressed in a bright yellow uniform is just asking to be shot and could not hide its way out of a wet paper bag. Covering positions in foliage and earth can effectively render a foxhole or firetrench invisible until the defenders open up.....along these lines...people firing from cover are very hard to see......and usually only the muzzle flashes can be seen and most war today is soldiers firing at each others muzzle flashes.

 

2.57 Ambushes

   Despite what the movies potray, it is very difficult to set up a good ambush. For starters the enemy pointman(men) are very alert and are probably equipped with thermo-imagers (making cover tit useless as thermo looks through it). Good ambushes in Rifts require alot of planning, timing and luck. The best cover to seek to ambush an enemy with thermo-equipment is water as water effectively nullifies heat signatures. Opponents in environmental armor or power armor can hide is rivers and large streams and spring up to attack as the enemy passes, or large bodies of water like lakes can hide robots and other large warfighting equipment. Air Ambushes using power armor (like the SAMAS) and helicopters are also very good as the fast flying armor can surprise many infantry units.

 

2.58 Artillery and Support

   Like I have said many times before....artillery causes 75% of all personnel and material losses in wartime....period. A good artillery barrage with DPICM rounds can easily wipe out an infantry company and decimate even armored platoons and squads. A good tactic is to pin the enemy down with heavy weapons fire (railguns) and then call in an artillery strike. Most military units have dedicated mortar or field gun batteries that can respond to infantry units at a moments notice (see my paper on Coalition Artillery in the Coalition Section). Artillery can also be used to flush enemy units out of hiding or can corale the enemy into friendly troops (by using a rolling barrage). Artillery barrages can also be used to pre-empt an attack by throwing the enemy into chaos and suppressing his heavy weapons positions. Air support also works like artillery support however the pilots in the aircraft can see targets that commanders on the ground cannot and can therefore be used more effectively than artillery.



 

2.59 Action Drills and Final Thoughts

   Action drills are like tactical macros that are trained into the troops beforehand and can be used in combat to great effect. The skirmish line is one such action drill as every man in a squad knows his role and place in a skirmish line. There are many action drills and I really don't want to cover them here......many of the special ops pages feature some of the many action drills that different branches of the armed forces use.......action drills will be heavily covered in the Power Armor tactics section later in this manual.

    Infantry tactics are sort of like a pizza.......they don't last very long. It is said that no plan survives first contact with the enemy and therefore any pre-determined tactics are doomed to fail. Commanders in the field must be very dynamic in order to win the day and those that are not die. I can't exactly give you specific tactics here are there really are none (save for action drills....but these are more like maneuvers than tactics). This paper is designed to give you the basics that are needed to formulate combat tactics in Rifts and help you GM's give your players a run for their money in combat (always try to kill your players in combat........its more fun that way! <g>).

 

2.6 Defensive Tactics

   Defensive Tactics is really a misnomer as forces on the defensive really can only react to the enemy and taking the initiative means that they are on the attack. This section will mostly cover defensive doctrine and defensive setup (but not bases.....I covered that in my Coalition base paper in the Coalition section).

 

2.61 Position, Position, Position

   Positioning is THE most critical part of defensive planning. A good fire position has both good cover from fire, a good field of view and allows for multiple avenues of escape for the defenders. For instance hills make excellent defensive positions as the enemy must advance uphill (very tiring) and the defenders have superior fields of fire as well as the concealment that the forest provides. The position at right is a good example of a well thought-out gunpit with both concrete re-inforcement and a wooden firing platform for the M60 machinegun that is positioned there. Also notice that the M60 is equipped with an image-intensifier scope to aid in spotting targets at night (also next to the M60 is a "plugbox" where claymore mines are wired and triggered from).



 

 

2.62 Mechanized Infantry on the Defensive

   Mechanized infantry make great defensive troops because they can quickly counter attack the enemy after repelling an attack. IFV's can be hidden in tank pits (seen left) so that only their turrets stick up to engage targets (the M3 at right has a 25mm cannon, a 7.62mm machinegun next to the cannon and a dual TOW missile launcher). After the enemy has been repelled the IFV's load up the surviving defending infantry and counter attack the enemy, falling on the weakened positions. Furthermore the firepower added from the IFV's can easily shift the course of a battle as the 25mm cannon on an M3 can slice infantry to ribbons.



2.63 Final Thoughts

   There really is no one 'right way' to defend against the enemy other than killing the attackers or forcing them to retreat. As put by General George C. Patton "No one ever won a war by dying for his country.......he wins the war by making the other sorry son-of-a-bitch die for his".

