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Preface

Skirmish warfare has played a significant and large role in EVE. While conventional warfare is certainly the most common when it comes to corporate warfare that is widely spread out over New Eden, skirmish warfare nonetheless plays a critical role. Fighting a larger opponent, or to simply retain the initiative that comes with a high mobility force, skirmish warfare gives a wide selection of tools at the disposal of the fleet commander.

I myself who have been into skirmish warfare for about 90% of my time in EVE since 2005 have written previous articles on a specific aspect of skirmish warfare : dogfighting and interceptor warfare. While those documents do date to around mid-2006, they are still useful for up and coming interceptor pilots. However useful they may be, they are nonetheless out of date. In this manual, I aim to not only fully revamp the contents of the previous manual, but to also widen the scope to give the student and learner an even greater and balanced understanding.

Many distinguish skirmish warfare as being only “nano” ships, however while this may be true to an extent, it is not the full truth. Skirmish warfare encompasses so many different levels that to simply dub one style as the one and true style of ‘skirmish warfare’ can be said to be somewhat false. 
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One must also not merge the ideas of asymmetrical warfare and skirmish warfare together. While in the real-life world, skirmish warfare or rather, guerilla warfare is more akin to asymmetrical warfare, in EVE, asymmetrical warfare takes on a different outlook. As most of the gateways between systems are rather linear in design, game design forces us to follow a linear-like warpath, resulting in a form of symmetrical warfare, that can then be divided into three principle parts : a) Conventional Warfare, b) Fleet Warfare, c) Skirmish Warfare.

Looking at skirmish warfare through various lens

For the simple reason of convenience, in order to handle the scope of skirmish warfare, we must dissect it. There are numerous ways in how skirmish warfare can be viewed in EVE :

Weight – (Light to Heavy skirmish) How heavy are the ships? Naturally, heavier ships are less agile. Weight class differentiates from light-skirmish and heavy skirmish; frigates to capitals. Weight will often affect combat range and will naturally affect the perspectives of the other lenses.

Time – (Pre-Engagement to Post-Engagement) When does the skirmish take place? Is it a pre-engagement skirmish by screening forces and scouts or does it occur after the battle? Most see skirmish warfare as being the battle itself by using a high mobility group to engage a less mobile. This is one of many aspects of skirmish warfare which we can divide into ‘time’ segments. Naturally, some ships are more suited for specific segments.

Place / Scope – (Tactical, Operational, Strategic) Place affects skirmish warfare to an immense degree. The matter of fact is that the scope of the operation will determine the objectives and size of a skirmishing force. At the strategic level, skirmishes are pressed towards fighting inter-regional conflicts against a large alliance-level force, while at the smallest tactical level, skirmish warfare may take form in an intra-system scope revolving around a dogfight. 
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Attitude – (Offensive, Defensive) Not all skirmish squadrons are designed to attack the enemy using higher mobility. Some are better suited for hampering the enemy retreat, others are better suited to striking logistical capabilities, and some are better suited to slow down an enemy’s advance in order for friendly forces to better prepare their defense. Attitude plays an important role in defining the skirmish group’s mission objective.
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11 – Preface:  Something to keep in mind
While the chapter of weight will be discussed at great lengths later on, it is nonetheless important to bring this point forward. Skirmish warfare does not only constitute frigate warfare. As a matter of fact, there are occasions where capitals can sometimes make their appearance, however we must remember that skirmish warfare is not the same thing as engaging in a skirmish. While engaging in a skirmish can sometimes be part of skirmish warfare, skirmish warfare is to be defined as a greater strategic plan in which missions take the nature of skirmishes. 

Take for example something similar to the grander alliance versus alliance strategic scope; the Greater BOB Coalition fighting D2 in Fountain in late 2007. Skirmish warfare involving a number of battleships probing the enemy defenses and response time occurs on a regular basis at that level. It is not unknown to see punctual carrier support if the probing and testing turns into a fleet battle involving more conventional methods. However, the underlying objective – to probe and test the enemy response time and defense network, remains part of the strategic level of skirmish warfare. If the objective was to call out the defenders in order to destroy and neutralize the enemy defenses, the one could not class it as skirmish warfare. However we must keep in mind that this is a grey area, as will be discussed in later chapters.

As such for the sake of simplicity, we shall divide ships into Light Skirmish and Heavy Skirmish. While the exact ship types and how they are fitted is not necessary to be discussed about at this moment, we’ll just say that Light Skirmish constitutes ships of relatively high mobility, and Heavy Skirmish to be ships of relatively low mobility compared to light skirmish. While I did mention the existence of battleships and carriers, in order to avoid further complications and ambiguity of whether your Deimos is a heavy skirmish class or not, we’ll have to acknowledge that conventional battleships and carriers are more of an exception to the typical image of skirmish, and would be classed more as “Super Heavy Skirmish”, even if they have been put together in the Heavy Skirmish folder. Each section does not pretend to be the defining factor of skirmish warfare, and the reader must remember that these are all aspects of skirmish warfare; broken down into smaller sections in order to expand with high details. Once all of these factors are put together do we get a greater image of what skirmish warfare is.
12 – The Time Scale
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Skirmishing does not simply mean moving around at high speeds. This cannot be stressed enough. While it is certainly true that light skirmish ships are able to move around at high speeds, it is not the defining factor. The time scale plays a role of defining the mission of a skirmish group, and what it aims to achieve. Take for example the mission to Scout, a pre-engagement mission. Then compare it to Interdict, a post-engagement mission. Both are two very different things, yet are part of skirmish warfare. Sure, one could simply use the term “tackle”, but the purposes are very different. Scouting involves not only screening the main body of a fleet or gang, but also the searching for potential targets, potential chokepoints. Should a target be found, the forward scout-tackler’s mission would then turn to Intercept, in preparation for the fleet behind to jump in to engage. This would later turn to Interdict, as the scout-tackler prevents the enemy from leaving the battlefield. Naturally, some ships such as an Interdictor (both light and heavy), are better suited for interdiction missions, preventing enemies in a large range from leaving. Other ships, such as HACs, are more suited for the actual engagement period of the time line, their nature of higher mobility compared to battleships making them the heavy hitters of a skirmish group when battleships cannot keep up. “Tackling” is basically an all-encompassing term that summarizes interception and interdiction into one word.
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* The dropping of a bubble (not anchoring) is an exception to the above due to the fact that while it not the necessary search for the enemy, the dropping of a bubble can be classified as a defensive attitude in skirmish warfare. At the same time however, dropping bubbles and holding a gatecamp for extended lengths of time no longer becomes skirmish warfare should mobility be given up for a sort of interdiction warfare or as a show of force to prevent any passage (unless on a strategic level).

The Pre-Engagement Skirmish segment of the timeline
The pre-engagement segment of the timeline is the segment that encompasses all action before the main engagement. Whether a battle is a large fleet-to-fleet battle or a ‘gank’, the pre-engagement skirmish warfare segment describes actions taken by forward scouts and screening forces. This segment largely defines skirmishing actions such as the probing of the enemy, scouting the enemy, and intercepting the enemy before it gets away. At the strategic level, this segment would also describe the “softening up” of the enemy by heavier skirmish ships like HACs before the arrival of the main fleet. At the smaller tactical level, this would involve the scouting of the enemy by forward scouts. 
Naturally, the smaller the scope of the operation (tactical, operational, strategic), the greater the reliance on high mobility and surprise (speed or cloak) in order to find the enemy and to guide the friendly fleet into potentially dangerous territory. This is mainly because slower ships are at their most vulnerable when cut off from the main group. Slow to align and slow to escape an enemy ambush, ships that are agile and fast (like interceptors and speed-fitted interdictors) or stealthy (covert ops or force recon) are naturally better suited for that role. At the most basic level, it is often that the forward scouting ship will be tasked to scout nearby systems and/or tackle a potential target.

It is therefore that some common skirmishing action begins at this point to ‘place’ the enemy in a certain way so that it is advantageous for friendly forces. This can mean by intercepting the last enemy in a larger group to separate it from its own, to intercepting a moving enemy. Eitherway – the most common objective in this segment is to either seek intelligence, or to pin down the enemy for incoming friendly forces.

Mid-Engagement Segment
One of the most common perspectives of skirmish warfare by pilots of New Eden – where skirmish warfare is defined by the method of the engagement. This is commonly seen as using higher mobility and higher speed to out-maneuver the enemy in order to gain a massive advantage and to minimize risk potential. It was in 2007-2008 during the “Nano Age” that this segment was defined as using a ship with incredibly superior speed advantage that it made the ship impervious to damage while holding the enemy in place to destroy it. While less applicable in the new 2009 “Quantum Rising” era, engagements can nonetheless be defined by skirmishing.

In the operational scope where a good example would be a “roaming gang”, the idea is to use a mobile gang to search for potential hostiles and to engage. In such a case where the ideal ship for such mobile gangs are the heavier cruisers and battlecruiser types, the skirmishing nature of the “roaming gang” defines the nature of the engagement. Ships like Recon ships (both Force and Combat Recons) play a role as a force multiplier to make up for the lighter armed ships (compared to a Megathron, for example), and as such the engagement segment is defined by skirmish warfare in such a way that electronic warfare and higher mobility plays a role to hit the target hard while still maintaining the speed initiative to disengage should a heavier and larger force enter the area.

At the tactical level, the engagement can take form of “kiting” the enemy or using superior speed to lessen incoming damage. At the smallest level, this could be a dogfight between two tacklers, each with the objective of killing the other so that the enemy has one less tackler to hamper friendly forces. The idea of the dogfight in this timeline segment would be to destroy the enemy’s interdiction assets in order to remove the enemy’s ability to continue the fight should they begin to have the upper hand. At the same time, this could also have a dual objective of counter-reconnaissance : killing the enemy scouts to blind the fleet.

Post-Engagement Segment

It is not unnatural to see skirmishing going on after the main battle itself. This could be during the withdrawal of both fleets, or the withdrawal of one fleet as the other takes the upper hand. In this segment, the most common mission of skirmish warfare is to interdict – preventing the enemy from escaping to regroup. By retaining the initiative and preventing the enemy from withdrawing, it is forced to fight unfavorable odds to its destruction, changing the conclusion of an engagement from an advantageous victory, to a decisive victory. Should the enemy successfully escape and withdraw, a ship with probing capabilities may be called in to probe the enemy in order to re-force an engagement, creating a loop in the time segment. 

Another common possibility is the witnessing of post-engagement skirmishing. Often this is initiated by the weaker side that has decided to disengage. In this scenario, the friendly skirmishers (should we be the one to have disengaged) may attempt to continue to harass the enemy in order to achieve a new set of objectives : To protect disengaging friendly forces by delaying the enemy; and/or to destroy careless enemies that get too aggressive after being in an advantageous position. In some cases, should the enemy get careless and press on with its attack and lose some ships, it is very possible for friendly forces to re-enter the engagement in a counter-attack, tilting the result of the overlying engagement. 

By delaying the enemy’s counter-attack or continued push, we allow friendly forces to not only regroup, but also to delay the enemy long enough for friendly reinforcements to arrive while preventing the enemy from gathering further intelligence on our fleet movement. Should the enemy be occupied long enough with our own skirmish group while the main fleet regroups and gets reinforced, it is feasible and possible to see enemy finally deciding to push on their attack, only to meet a reinforced group on the other side.
In Summary
Summing up this section is rather straight forward : skirmish warfare is not necessarily about the ‘how to’ dictate the engagement by keeping superior speed and or range, nor is it always about fleet mobility – but also on force deployment and timing. Timing and proper use of various skirmish-centric tactic allows even a slightly heavier and less mobile force to pursue elements of skirmish warfare in order to position the enemy in a lesser advantageous position in order to gain the upper hand. It is certainly the case of the pre-engagement segment of the course of battle timeline where the light skirmish ships will play the largest role – for once the main group warps in, most will have their own warp scrambling equipment, however it is the main job and imperative job for the first-wave tacklers to intercept and interdict hostile forces present. Like many of the sections, this section does not aim to say that choosing a proper timing defines skirmish warfare; however it aims to point out that timing plays a crucial role in defining how successful the attempt at skirmish warfare will be, while at the same time assigning solid mission roles for those present. Timing and the nature of timing is part of skirmish warfare. 
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13 – The Scope 

Much like a magnifying glass, we can zoom in or zoom out. In order to elaborate, I have split the scope of skirmish warfare into 3 main subgroups; tactical, operational and strategic. The main reason for this is straightforward – we must find a way to separate immediate tactical objectives from larger grand-scale strategic objectives. 
Example : Having an interceptor take out the enemy tackler in an immediate tactical objective in skirmish warfare. Without their tackler, their enemy cannot interdict nor delay the withdrawal of friendly forces. This is example of tactical-level skirmish warfare. Achieving air superiority to dominate high speed tackling not only demoralizes hostile interceptors but also prevents them from actively taking part in future tackling attempts. By fully gaining control of all tackle-attempts before and after an engagement, we achieve a greater objective that affects not only this engagement, but all future engagements in the local area. This is an operational-level of skirmish warfare. Having multiple high speed high mobility gangs out to confuse and to make enemy repercussions difficult is also at the operational-level, however should be applied to a grander inter-regional conflict that, along with blocking off entry points and enemy resupply, it becomes a strategic-level skirmish warfare.

	Scope / Level
	Combat operations area size
	Example Objectives

	STRATEGIC
	Multiple regions / inter-regional conflicts
	. Opening of a new front
. Harassment 
. Hampering enemy economy

. Targeting morale

	OPERATIONAL
	Multiple constellations / intra-regional
	. Piracy
. Rapid response

	TACTICAL
	Within 2-3 systems / intra-system
	. Delaying enemy
. Intelligence gathering
. Destroying enemy tacklers

. Target jamming


It is usually considered less acceptable to bring a battleship, for example to a ‘skirmish op’ – however when it comes to long range roaming ops to strike a dent into the enemy, then it becomes more acceptable. The question no doubt arises of whether bringing a battleship to an op will invalidate it from being ‘skirmish’ and make it into conventional warfare. The answer is a yes and no. 

‘Yes’, in the sense that should one bring a battleship to a tactical or operational level gang, like a roaming op, the benefit of utilizing the initiative of surprise and speed would be lost to more predictable and easier to tackle battleship, who may in fact simply slow down the rhythm of the entire gang. However – at the strategic level of attempting to draw out defenders in order to open a new front, or to simply cause as much damage to a region as possible before safely retreating before the defenders call upon their reinforcements, that could perhaps be acceptable, for heavy firepower may be indeed be needed. However, one should keep in mind, that battleships are slow and heavy, and to bring one in an operational or tactical-level gang would do more harm than good if the gang’s objective was to engage in high mobility skirmish warfare.

Skirmish warfare is not all about killing the NPC’ing battleship and running off, while this certainly does occur. At the strategic level and even at the operational level, skirmish warfare offers strategic benefits. At the tactical level however, the effects are more immediately felt, and most of the nature of fighting will revolve around target disabling, information gathering, or taking out key targets while using high mobility as the primary advantage.

If this becomes confusing however, we just need to keep in mind that skirmish warfare at various levels appear to be completely different to each other when compared, however the moment we start comparing it to conventional warfare, then skirmish warfare tactics begin to take shape as something wholly different. Take for example on the Strategic level. Skirmishing with battleships with punctual carrier support may appear bizarre, however should we compare this with more typical fleet warfare and “pos spamming” tactics, then we do have in fact a type of skirmish warfare. 
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Similarly at the operational level, should we take HAC gangs with various light skirmish support and compare that to more common corporate war fleets that contain battleships and cruisers, we see something more mobile and more agile compared to the afformentioned group. Same at the tactical level, a skirmishing interceptor is comparably different to a tanked up cruiser.

In this sense, we must bear in mind that while skirmish warfare can appear all wide and encompassing once we merge all three levels of view together, we still keep in mind that the ultimate objective of skirmish warfare is to use the element of mobility and surprise to retain the initiative to gain advantageous positions in an engagement or series of engagements.

There are of course, tactical and strategic objectives to various levels. It is certainly the case if we use interceptors to dominate the air space in order to deter any hostile tackling attempt – this for example would be at the tactical and operational scope, however with a strategic objective in mind in order to facilitate future engagements. In such a case, we must bear in mind that tactical and strategic objectives exist and play an active part regardless of which level we are viewing the engagement.

14 – The Attitude

Attitude can imply multiple things and also defines not only the objectives we are trying to achieve, but also how they will be undertaken. While there are often cases where attitude will be intermixed in a single ‘roam’ at the operational level, at the tactical level, attitude defines the method of approach and the most immediate objective at hand. Attitude in itself, can take a single engagement style and depending on the attitude taken, can have different objectives and different methods of accomplishing it. This section is described in detail in Part II – The Missions.
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Aggressive Attitude to Skirmish Warfare
Aggressive attitude implies aggression and out-going objectives to accomplish. This is often the case of the more common style of skirmish warfare, that we learn at the very basic level : search and destroy. In “search and destroy” we notice two specific missions that are in direct relation to aggressive attitude : searching for the enemy, and then to actively engage in methods to destroy the hostility. Aggressive attitude in general implies forward progression and the movement towards the enemy – and many of the offensive skirmishing tactics undertaken follow the attitude. Whether this is to actively scout and ‘tackle’ a target for the gang to move in to destroy, or whether it is means probing the enemy out for its destruction. Should we take the previous example of interceptor combat to destroy the enemy tackler in order to gain a tactical advantage, the attitude to this is aggressive as well.
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Defensive Attitude to Skirmish Warfare
It is also a part of skirmish warfare that allows a group to take on a larger sized enemy – lending skirmish warfare to be popular in New Eden for this very reason – however at times it may be undertaken in a poor execution. Defensive attitude to skirmish warfare does not always mean fleeting around and avoiding combat as much as possible, though this may be a case to some engagements. Defensive attitude, unlike aggressive, involves waiting for the enemy to come to you, rather than the opposite. Bear in mind that attitude often change numerous times at the operational level. The case of “roaming gate camps” utilizing the various sized interdictors is perhaps the prime example of defensive attitude-minded tactical method with an offensive attitude in mind at the operational level.
To elaborate on this example, we will have to dissect the “roaming gate camp”. At the operational level, the objective is a form of “search and destroy” as well as hampering traffic in a certain zone. At the tactical level, this implies dropping a bubble and waiting for the enemy to fall into the trap and get caught. At the tactical level, this is defensive attitude. Similar to previous sections, we must keep in mind that defensive attitude at the tactical level does not define the objectives at an operational or strategic level, but gives immediate effects to the present engagement. Hence, we have taken the operational skirmish warfare method of roaming gate camps and have broken it down to smaller segments.
Similarly, the delaying of an enemy after a less-advantageous engagement in order for friendly forces to regroup is classed as defensive attitude, for it uses the enemy’s aggression to occupy it in order for friendly forces to retreat and resupply. This is the same as the previous roaming gate camp example if we are actively searching for the enemy (Seek Intelligence) and then once we have found it, begin engaging the enemy while waiting for friendly forces to arrive. Should the target be alone, then it’ll take the nature of Intercept, an aggressive attitude; however should we find a larger enemy and we wish to occupy it and have it remain in that area while friendly forces assemble, it takes the form of a defensive mission to delay the enemy from moving.

In Summary

Attitude at the tactical essentially sets the stage for the engagement at hand. At the operational level and strategic level, attitude will be an extension of the strategic and operational goals laid out as objectives, however the engagement itself will contain various attitude shifts depending on if the situation turns to be more beneficial or negative. Understanding attitude will also assist in discerning the enemy’s goals if similar tactics are utilized on ourselves. This is perhaps one of the more important parts of skirmish warfare : understanding the enemy’s intentions. By understanding the inner workings of attitude, we can forsee what the opposition has planned and what he intends to do – for nothing is ever done randomly. Assuming the enemy is intelligence, then he is constantly scheming in order to gain the upper hand, and by gaining an understanding of various attitudes can we prevent him from executing his plans and / or intentions. This section is described in detail in Part II – The Missions.
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15 – Weight Class

Weight class defines the size and ‘weight’ of skirmishing ships. Take for example a HAC (Deimos) and an interceptor (Crow), two different weight classes. The interceptor is obviously light skirmish, while the HAC can be classed as heavy skirmish. Both have their benefits and drawbacks, and in this section we will elaborate on the strengths and weaknesses of both weight classes.
The section of weight class has been put at the end of Part I for the main reason that understanding the benefit and weaknesses of both types is a necessity to understanding how a skirmish group will function. Certainly a decent skirmish group will need a mix, however it remains that at least one light skirmish is a necessity to most gangs, whether they have conventional warfare gangs or not. There are light skirmish only gangs that also exist, but have their own drawbacks as well, which we shall discuss in detail.

Light Skirmish VS Heavy Skirmish
Very often, people ask themselves what they should bring to a roaming gang; a frigate, or a cruiser. There is no concrete answer to this, other than that one must understand the objective of what the group intends to accomplish. If the objective is to recce and gather information on an enemy’s area of operation while avoiding being pulled into an unfavorable engagement, then perhaps in this case the mission would favor light skirmish ships in order to keep the essence of mobility at its highest, compared to a cruiser that may fall behind. On the other hand, should the objective be piracy, in such a case, then cruisers are more than capable, and frigates would be sometimes be inadequate due to lack of options that including engaging combat on the star gates. However, like the rule afformentioned earlier, a gang should at least have one or two lead scouts to assure the safety of the group.
It is also a matter of personal style. There are some that feel comfortable in bringing in a command ship and do not retard the gang nor lower its mobility (should it be relatively heavy skirmish), and there are pilots that refuse to fly anything other than frigates. Other than these specialized pilots who’s experience in their ship types provides the most advantage compared to being in other ships, for other pilots, choosing the ship types can be somewhat tricky.

Consisting of frigates and light interdictors, the light skirmish class of ships brings superior mobility to the gang, and uses its higher scan resolution to intercept targets faster than would bigger ship classes. The benefits of having ships like an interceptor as a forward scout is that it allows rapid warping and tackling of a potential target; compared to having a regular frigate like a kestrel which is less capable of the same. The superior speed of interceptors also allows covering large distances rapidly in order to get on top of the target.

In essence, when it comes to high mobility and high speed, light skirmish comes ahead of the heavy skirmish classes. Covering distance, quick warping, quick target acquisition, these ship classes do it best. However, the major drawback is the lack of defense system and firepower that the bigger ship classes bring to the field. The issue with not having enough firepower becomes even more of an issue should the number of people in the gang dictate the size. Fact of the matter is, each person flying a frigate is a person that could have been flying a cruiser to add more firepower – this becomes certainly important when facing numerous enemies that require killing, but the combined firepower is simply not enough due to too many frigates and not enough cruisers.
However, the same is true for the opposite. Cruisers slow down the operation tempo, and are vulnerable in a multi-bogey environment due to the lack of mobility compared to frigates. As such, against numerous hostilities, having less frigates than cruisers tends to mean that the gang’s rhythm will be dominated by cruisers, and should the cruisers get trapped, their lack of mobility will make withdrawal more difficult than if they had been frigates.
While ship classes will be discussed more in depth in later sections, the light vs heavy skirmish should constantly be viewed from both angles. While pilots should try to fly the ships they are most comfortable with and enjoy flying, at times this must be put aside in to consider the implications to the objective. Cruisers slow down the rhythm of a high-mobility gang, at the same time, frigates are easily killed off and have limited engagement zones (in low security space), at have less firepower requiring more manpower to make up for the loss of such. 

See Part III on ship-specific tactics and strategies.

        Creating the General Mission and Goals
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Each pilot will have their own specific mission during an engagement; whether they are a battleship pilot or an interceptor pilot, the role in the mission they play will be an important one that will affect the course of the battle, and it is in the best interest of each pilot to understand his assigned task.
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21 – OODA Loop
Before we charge into battle with an objective in mind, we must observe and understand the situation before we form the objective to our actions. Boyd’s OODA loop, referred to in the previous interceptor guides that I have written, is not limited to interceptor combat, even if interceptor combat puts a heavier emphasis on this. The reason being is that the pilot’s ability to perceive and understand the situation before taking action is one of the main deciding factors to a skirmish engagement. If the pilot is not aware of his surroundings and is not paying attention, he is likely to fall for common pit traps and other tricks set upon by the enemy to remove not only the initiative, but the upper hand of having superior mobility. Should we take away mobility and the essence of initiative of a skirmish group, they are no longer able to fight in skirmish formation.
OBSERVE – Observing the situation is a must. Observe, see where the enemy is placed, check his formation and check yours. Compare, contrast. Check his equipment (if possible) and from that deduce his fittings and setups. By assessing the situation and observing enemy gang composition, we can deduce his strategy and what not only his missions are, but also his grander objectives. We must also keep in mind, that against an experienced enemy, gang disposition may be ‘different’ in order to trick friendlies into engaging a disadvantageous engagement.

ORIENT – Once we have observed the enemy and understood more of what he plans and what his gang is composed of along with their fittings, the step of orient deals with primarily with enemy reaction to friendly forces – special awareness. Range to enemy? Speed differences? Once that is all checked and compared, we then check for enemy reaction. Is the enemy attempting a feint, or are they moving in for the attack? These are the things we must take into account before we move on the next step.

DECIDE – We then decide we want to engage or not. This step is rather straight-forward as it is the culmination of the two previous steps. With the information gathered, the pilot then makes a decision.
ACT – Once the decision is made, action is taken. Once the action is taken, we return to the first step.

22 –  Creating the Mission
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The content of the mission is in direct relation of the previous factors all accumulated. The attitude of the engagement, time segment, and scope will eventually be tied to the ship weight, and finally we arrive at the creation of the specific mission called upon the pilot to execute during an engagement. Take for example the mission “scout”. The scouting mission is a pre-engagement mission, in the sense that for this specific mission to be accomplished, it must be carried out during the pre-engagement segment, for there is no point in scouting during combat (its already too late) and nor is there in scouting the enemy we have just defeated in the post-engagement segment, unless of course we are doing a follow up, in which case, similar to the OODA loop, we return to the first cycle. But I digress. The scouting mission is a pre-engagement segment mission which undeniable favors (but is not limited to) frigates, notably interceptors and covert ops. 

Missions like destroy, on the other hand call for engaging the enemy using surprise and superior force of shock to gain the advantage to neutralize the enemy. For if he no longer exists on the battlefield, they no longer pose a threat. Much like the mission to scout, this mission also favors a ship class. But in this case, it is of no doubt that bigger ship types have the advantage. As discussed in the ship weight section, heavier ships bring force heavier firepower, but the FC will need to find a way to balance out damage output with overall drop of gang mobility. In the end, it is the choice of how to balance firepower with mobility that will be the most important aspect of skirmish warfare. While we will talk about missions below, the reader must keep a flexible mind and must understand that these are general guidelines and general mission parameters. These should not be applied directly into combat for they will lose the essence of flexibility that is called upon skirmish warfare.
23 – Initiative

In general, it is the attacker that has the initiative. However, the definition of initiative is to make the enemy act accordingly to how you want him to act. This does not mean in having the enemy take an action it does not want to take, nor does it mean having the enemy take an action it did not want to take. It is necessary to precise  that we want the enemy to act the way we want it to act. So while in general it is the attacker that has the initiative, it is wholly possible to have the initiative and have the enemy attack an element that can be used as bait for a counter-attack.

Initiative implies that we are able to commence combat operations when we decide we want them to occur, and where we want them to occur. 

24 – Offensive Missions (Jakovlev, 2005)

ATTACK – An offensive maneuver that is based on a combination of maneuver and fire in order to inflict the enemy the most losses possible and chase him from the zone he currently occupies.
SCOUT – To gather intelligence and to assure the safety of the gang.
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RECCE – To seek tactical or technical intelligence of the environment or the enemy in a certain zone and eventually engaging in combat. 

· By provoking combat we are able to gather intelligence on enemy tactics, ships, and gang make up.

RAID – To make a rapid incursion into enemy territory in order to secure a specific area or to destroy a key objective.
DENY – To chase off an enemy from a specific zone, or to prevent the enemy from holding a specific zone, while eventually securing the zone for friendly forces.

PIN DOWN / INTERCEPT ( tackle)  - To fix an enemy in a certain position to prevent all movement and redeployment

NEUTRALIZE – To put the enemy out of action for a determined amount of time

DESTROY – To put the enemy definitively out of combat.
25 – Defensive Missions (Jakovlev, 2005)
DEFEND
A combat operation to defeat the attacker and to prevent the enemy from accomplishing his objectives. It employs all means possible to prevent, resist and to destroy the enemy. This be through a static form or a mobile form.

· Defense through absorption: Firm defense (like a wall) aka Interdict
    Wearing defense (like sand)

    Mobile defense (punching ball)

    Counter Attack

Defense through absorption implies a form of defense taken head on in order to deny the enemy his objectives. A firm defense implies that the defense will be undertaken here and then in order to prevent the enemy from moving forward, whereas the wearing defense will wear down the enemy while using limited mobility, and on the other side of the spectrum, mobile defense will imply maneuver over a certain distance to slowly wear down the enemy. Counter attack is the complete opposite where once the enemy has expended its initial inertia, is vulnerable to a counter-attack due to lack of defense or numbers.
· Defense through dispersion: Harassment
                                                      Diversion

Defense through harassment and diversion is a type of defense where the goal is to disperse the enemy’s forces in order to render them less effective. Through harassment we lessen the enemy’s strength and allow it to be less concentrated, and through diversion we simply re-direct the enemy’s strength elsewhere in order to have it no longer be effective.
SCREEN – To keep permanent contact with the enemy in order to gather intelligence on his movements and gang disposition. By keeping ahead of the enemy, we are able to lead him to where we want him to be led in order to launch a future counter-attack. Intelligence gathered through combat is usually superior to intelligence gathered through observation. 
DELAY – Almost like a “hard screening” in essence where the screening group takes on a more aggressive attitude and begins to actively attack the enemy while withdrawing constantly one step ahead. To delay the enemy is to constantly harass it in order to not only draw its attention but to limit its forward progression.
BLOCK – Launched as a surprise offensive attack, this is not to be mistaken as a counter-attack. The action to block is a brief offensive to catch the enemy off guard to break its inertia. A blocking action is a temporary offensive, unlike a counter-attack.

COUNTER ATTACK – An offensive reaction in order to destroy the enemy and at the very least to block the enemy while inflicting losses, followed by an offensive action. There are four main types of counter attacks (that will be described using in-game examples)
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Counter Attack through juxtaposition: Where the counter attack is a direct attack at the enemy in order to break the inertia by utilizing whatever initiative is left.
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· Counter Attack through a block: A brief block led by a counter attack. The block briefly holds the enemy in place while using the element of surprise through form of unexpected resistance before launching a counter-attack.
· Counter Attack through support: Using multiple units to absorb the shock from different directions. In EVE this would constitute examples of having the main group on-gate, with another section providing sniper-cover or EWAR from long range.
· Lateral Counter Attack: A counter attack using superior mobility to get out of a potential boxed-in area and to attack from the flank from surprise. 

Light Skirmish Tactics and Strategies
Here we begin to talk more in detail regarding Light Skirmish ships. Featured here are Frigates and Destroyers. 

31 – Frigate Warfare

Frigate warfare is perhaps one of the more popular types of warfare in EVE, name due to its numerous advantages that makes it popular to both new and veteran pilots alike. However, it is because of its relatively easy accessibility that frigate warfare is commonly associated with nugget pilots, those who are too green to fly larger and more “important” ships, and are therefore relegated to flying the basic and disposable ships in order to act as the “tackle-bitch” for pilots who are obviously more important from flying battleships (this is in fact sarcasm).

This however, is a false interpretation and at all cases should be avoided completely. Frigate warfare is just as complicated as battleship-sized combat, if not more so due to the finesse required in order to be successful. Bluntly put, a pilot without finesse or understanding in tactics cannot hope to last long on the battlefield in a frigate.

The philosophy to frigate warfare, a general overview
There are numerous philosophies to frigate warfare that will be described in moderate detail before tackling the concrete tactical examples and maneuvers. Some will say that in PvP, you must already assume that you are already dead before you undock. This is somewhat true to an extent, however it is also a negative attitude to an extent as well. Allow me to elaborate.

From my experience of flying interceptors over the course of these years, to assume that my interceptor is already dead is to assume that I have been killed and lost a fight. The problem with this however, is that you are automatically assuming that you are going to be engaging in a combat-related offensive mission where you are “out to get the enemy”. The issue with thinking that your frigate is already dead in a combat mission is that you are making the assumption that the frigate is there to fight in combat. This is false.

Like we have outlined in the missions section of the manual, we have seen that an actual engagement is only a part of skirmish warfare as a whole. Should your sole role and motivation be to “go out there and kill shit”, I’d be hard-pressed to say that frigates is the ship that fits your style. In its stead, we should however understand that because combat is part of skirmish warfare and not necessarily its centerpiece, frigate warfare therefore also revolves around gathering intelligence and accomplishing missions that larger ships are not capable of doing so; such as intelligence gathering and screening the enemy. 

In screening the enemy, should your ship explode, you have essentially failed your mission. Without your ship, you are now no longer able to not only gather intelligence on enemy advance and maneuvers, but also are one less target that may enable you to delay the enemy. In such a case, the attitude that frigates are there to fight, and therefore you must assume you are already dead is a wholly negative attitude that only hampers frigate warfare’s combat doctrine. 

A good frigate pilot must understand the risks and cost of the risk-taking, in which case yes, he must be prepared to lose his ship, however he must never take the idea that he’s dead anyways, so whatever he does no longer really matters because “it’s just a frigate”. The doctrine of combat avoidance is one of the most pertinent and important part of frigate warfare. One must know when to engage, and when to disengage while still holding the initiative.
It is also the ability to seize and continue holding the initiative that also defines frigate warfare. While the particularities of a frigate-vs-frigate dogfight is rather different to this, frigates have the easiest time in holding the initiative in an engagement due to its superior mobility and agility. Meaning, against larger and heavier opponents, it is more able to have the enemy act the way it wants it to act compared to larger ships. At the same time, it also allows the frigates to disengage and re-engage at will. A frigate that loses its initiative and gets pinned down is a dead frigate, and as such we have the understanding that mobility is the life-line of a frigate. This philosophy of holding the initiative while utilizing superior mobility goes hand in hand with the doctrine of combat avoidance: the knowledge of when to engage and when not to engage. It also because of such that I myself tend to prefer long-ranged weaponry for principally these above reasons.
Another vital point to keep in mind is to understand that in frigate warfare, tactics will generally out-weigh superior experience and ISK investment. While during the “zoomzoom” nano-age that dominated 2007 and 2008, this was somewhat less true due to faction fits being the preferred fit due to the immense benefit of being able to fly invulnerably at 12km/s. With the new changes, this is now no longer possible, and while I may not be too happy of having my interceptor’s 2.5 year old setup no longer usable, it is perhaps a good thing that now tactics is becoming to play a larger and more important role. While it has also favored ‘tanking’ frigates, that is a matter for a different discussion.
Tactics in frigate warfare remains as a key ‘philosophy’ to keep in mind. Ever since 2005 (and my first dogfight in January 2006) when I have first got into an interceptor, it had struck me at how complicated the entire concept of frigate warfare was. It is also a fact that because frigate warfare is so ‘different’ to the rest of EVE’s PvP strategy and tactics, frigate warfare tactics have been largely undeveloped since 2005, other than the old typical and cookie cutter idea of “spam missiles and orbit”, which in all honesty is rather insufficient and amateur at best. While the specific maneuvers of tactics will be discussed in further detail below, nonetheless it is important to point out the importance of tactics to really be one-step ahead and level above the enemy frigate pilot who may have no concept of various tactics involved.

The philosophy of fitting also plays an important role. While battleships and cruisers may afford the luxury to fit for general purpose and multi-role, it is generally not in the best intention of the frigate pilots to do the same, unless his specified objective is to provide multi-role support. The fact of the matter is that due to the limited fitting slots on a frigate, along with its very minimal CPU and powergrid constraints, the more effective and efficient fitting philosophy is to aim at fulfilling specialized and specific roles where the frigate can put forward its maximum potential.

While the EVE-O Ships & Modules forum section is literally overflowing with “this is the best setup”, rarely do they tell you the purpose of its setup, other than that “it can beat frigate X” in a hypothetical 1v1 match. Such threads rarely tell you WHY it was built that way instead of another layout, and WHAT that setup aims at accomplishing in frigate warfare. Yes, it’s quite nice that your new setup is “the omgwtfawesome setup”, but unless those EFT-like specific conditions are met, very rarely will it perform that way. Instead, ship fits threads SHOULD (and must) contain a description on how it will be flown, and why it’ll be flown that way, and what it aims to accomplish. The pure reason that it is flavor of the month or because someone told you it was great therefore it is should never be the guiding reason to justify the setup.
Most new pilots are informed that their interceptor is a tackle-bitch for the rest of the gang. That is all very nice, until they meet a dogfighting-focused interceptor, who’ll enjoy the mid-morning snack, to name an example of an interceptor built with a specific role in mind. A frigate pilot should in general lay out his objectives and what he plans on accomplishing before building his ship.

Furthermore along the idea of frigate warfare philosophy is the idea of manual flight – to avoid using “click approach” and “click orbit” to fight in combat. They are certainly useful when needing to tackle a relatively slow moving or static target to pin down, however one must be careful to not become over-reliant on game AI to fly the ship for you. It is also what differentiates a novice frigate pilot and an experienced frigate pilot. Understanding the mechanics of transversal and speed, then applying it to manually take control of the frigate to use its mobility at its full potential is perhaps the core to flying a frigate efficiently. It is also certain that in a dogfight, manual flying is the key to having the advantage over the other. If one is not comfortable with manual flying, simply trying to make tight rings around a station without bouncing off and around asteroids is perhaps the best way to practice and train oneself into manual flying at moderately high speeds. While at the 12k/s level manual flight was becoming more and more impractical, now that we are back down to the 4-6k/s level, manual flight will once more become a key composite to frigate warfare.
32 – Base Frigate Tactics

Spacial Awareness: appreciating distance and the surroundings

Quite a number of losses in frigates are a result from special awareness, or lack of it. Spacial awareness, a hefty word meaning one’s capacity to absorb their immediate surroundings and ability to react on it, relies purely on the pilot’s ability to constantly keep an eye on all possible hostile intentions while flying. It is because of this that quite a few losses are from enemies appearing from a blind spot and getting on top of you without you noticing them. With the way frigate warfare works, most of the time the pilot is called to pay attention to the 180 degrees in front of them. Needless to say, a hostile frigate sneaking in close from the rear will be less noticed and may lead to a possible loss. Thus, we have the number one rule of frigate tactics: checking your six and keeping an eye on the overview.

Distance
Distance, a part of spacial awareness, or rather what “space” consists of, is an integral part that joins all the elements together. Without an understanding of distance, we cannot be effective at all. Distance does not simply mean the space between me and him, but also looks at my effective weapon range, combat radius, lock range, distance between myself and friendly forces, distance between the enemy and the enemy’s reinforcements. All of this becomes key in a very mobile and fluid battle. Do not make the mistake that because a certain battle may be relatively static with clearly defined lines that all battles are like this: I have been in battles where the engagement area was about 600km wide with people all over the place. A multi-bogey environment in a large combat area is perhaps the most difficult and challenging type of battle to experience: a 3v1 advantage could easily turn into a 1v4, and so on as all elements move at varying speeds and angles. In a scenario like this one, if one is not comfortable with appreciating distance, then the pilot will become overwhelmed and become combat ineffective.

Appreciating distance also requires knowledge on equipment. Range of a warp scrambler, warp disruptor, weaponry, webber, nos, and so on and so forth. Knowing your own setup off by hand and knowing the enemy’s setup off by hand helps in making the situation easier to handle. By learning the enemy’s weapon systems and fittings, we can discern his combat capabilities. By learning the enemy’s combat capabilities, we can then beat him using our knowledge gained and using it to our advantage.

Weapon Range
It is only natural that through the understanding of weapon range that we incorporate them to common ship types in order to create a database of sorts of possible setups within reason. For example, it is highly unlikely to encounter a ‘baster-claw’, or a “rocket-ranis”. Therefore, we create a ship setup database within our memory and through viewing enemy fly-style and how he uses range, we can then deduce the enemy’s setup and counter it.
Speed
Appreciating fitting and distance then naturally comes to the ability to appreciate speed. While this was more the case before and certainly more difficult now, this part is nevertheless highly important. By looking at the enemy speed, we can then see his zone of influence and combat-radius. At the same time, we can tell how he is fitted and how skilled (or unskilled) he may be. Naturally, some interceptors are faster, however by understanding the mechanics of how ships are fitted, we get a general idea of their fitting methods. While it is true that ‘better’ interceptor pilots fly faster, this is not to be confused with frigate pilots that forgo offensive and defensive power for pure speed. One must be careful in quickly classifying a frigate pilot as “nub” for simply flying slower. 

Just as nanofibers and overdrives affect the speed of interceptors, so can the lack of these modules. Plates for example slow down the effective top speed of an interceptor, but if we rely on all frigates to have speed mods, and we assume that because one is flying slower he must be a nugget, we’ll be in for a surprise when we find out that he actually has a small armor repairer fitted and is in close range engagement with our own.

Transversal Velocity
Similar to speed is transversal velocity. Frigate pilots are taught (or should be) that flying straight towards a battleship with 0m/s transversal should be avoided. This is for a good reason as transversal dictates how easy or how hard it is to hit the target. A frigate with very low transversal is very likely to be one-volleyed. Similarly, against anti-frigate cruisers like the Eagle, maintaining a high transversal is a necessity to survive at long range; and as such applies to both moving in range and moving out of range.

Transversal is life – get it too low and you will die.
33 – Introduction to Dogfighting
Almost worth a section of its own, dogfighting is one of the most complicated and hard to explain section of frigate warfare due to its particularities. Essentially Frigate-vs-Frigate, dogfighting is the least covered and explained aspect in EVE PvP. This is not to say that it is utterly unknown to anyone however. The dogfighting “community” if one could call it that, exists perhaps in the numbers of less than a dozen in the entirety of EVE. The issue with trying to describe dogfighting is simply its immense size and lack of real discussion on the key elements of it.

There are various approaches to dogfighting, or rather how one’s flying style would be approached by dogfighting. Dogfighting doesn’t really dominate a person’s style, but it is rather the opposite. How one flies affects his perception how dogfight is and perhaps should be fought, lending to various theories regarding on how frigate-vs-frigate combat ought to be done with no real clear answer due to the really small group of pilots that are into it.

And so, we shall simply have to divide this into ‘aggressive’ and ‘defensive’ approaches to dogfighting. 

AGGRESSIVE

Aggressive dogfighting does not mean wanting to attack, but rather, it implies that the dogfight is usually done in a highly aggressive manner that aims at destroying the opponent up close. Most of these dogfighters put much weight on either firepower or durability, and some both. Naturally, due to the nature of these dogfighters, range handling becomes the key component to being successful, for a dogfighter out of range will not be killing anything, even if his firepower is extraordinary. Therefore, the most important skill to learn is how to get in range.
In the particular case of aggressive dogfighters, knowing how to fit the ship is equally important – to know how to balance between speed, agility, durability, tackling capabilities and firepower. While this is also important for the “defensive” family of dogfighters, for the aggressive family this balance is even more precarious due to the need to take firepower and durability into account. Similar to the Light skirmish vs Heavy skirmish section earlier, by adding more firepower, we are forced to make do with less speed, and should we want more durability, we do end up losing out on mobility.
The number one issue which hampered aggressive dogfighters during the 2007-08 ‘nano-age’ was the simple fact that faction fitted crows dominated the field due to their untouchable speeds of 10k/s+. I managed to personally get my Ares to 28km/s as a demonstration of how insane things were, however due to this overwhelming advantage, the Crow was made Flavor of The Month because of its “invulnerability” (it did not stop several from blowing up, however…). Now that the Quantum Rising changes are fully in effect, we can see a slow reversal towards the “balance” of the 2005-2006 generation dogfighters. A certainly more challenging and deadly era for new pilots.
DEFENSIVE 

While “defensive” attitude is no less defensive than aggressive dogfighting is “aggressive”, defensive dogfighting involves utilizing superior mobility and agility to make up for the lack of up-close and personal style of fighting. However, when compared to an aggressive fighter that relies on getting in close range, the ability of the defensive fighter to utilize long range allows it to do better in a multi-bogey environment. This is perhaps the key point in what differentiates the aggressive and defensive dogfighters. Aggressive dogfighting usually takes place within web range and as such invariably both targets end up getting pinned down. While in a duel this is of no problem, should there be other targets also firing, this becomes problematic due to the ease of hitting a static target. In which case, in a multi-bogey environment, the close range interceptor will have a harder time surviving and fighting multiple targets at once, whereas the defensive fighter, while less offensive firepower and less durable in terms of hitpoints, will last longer (in theory). In practice, unless the defensive fighter has an overwhelming speed advantage, it’ll get caught and pinned down.
While for the aggressive fighter the most important tactic to observe was to how to get in range and how to remain in said range, the opposite applies to the defensive fighter : how to dictate range.
In a classic Aggressive-vs-Defensive fighter dogfight, in order for the defensive fighter to survive, he must keep range and keep the advantage of being able to out-maneuver. Should he make a mistake and get caught by the aggressive fighter, then it simply cannot sustain the damage nor be able to down the aggressive fighter with firepower alone. In this case, the Defensive fighter must soften the target before attempting to ‘finish it off’. Softening the target is to damage it from long range or from medium range using fly-by maneuvers in order to go in for the kill once the target is wounded.

The Crow is a perfect example of this. However, the Crow is invariably a class of its own as while it does resemble somewhat to the long range crusader’s strategy, the standard missile Crow (std. Crow) is an extreme example of a Defensive fighter – and flies like a carrion bird; never attacking a strong target but a wounded and dying one. If the aggressive dogfighter was a lion stalking its prey, the defensive dogfighter is a hyena waiting for its prey to tire and weaken, before going in for the kill.
34 – Advanced Tactics & ACM (Air Combat Maneuvering)
Top Speed vs Combat Speed
Just because an frigate can reach the top speed of 5.5km/s, does not mean he will be fighting at that speed. To differentiate this, we use the term combat speed, to represent the average speed of the frigate when involved in combat maneuvering or plain orbiting. The difference between combat speed and orbit speed is that orbit speed only takes the actual orbiting into account, while combat speed also references to maneuvering and turning (not always in an orbiting context) and orbiting as well. In such a sense, rather than giving a frigate’s “orbit speed”, it usually makes more sense to talk about combat speed, unless we are wanting to talk about orbiting exclusively a static object that will not give fluctuations in speed.

There is no ground number for combat speed, and it also largely depends on the mass of the frigate itself plus its inertia and agility. We should also take acceleration into account, for a low-acceleration frigate will have a lower average combat speed when compared to a high-acceleration frigate, even if the top speed may be superior. As there is no real equation to calculate it, no real research has been done, but the general rule of thumb is that combat speed is usually between 70% and 90% of the top speed. Thus, an interceptor flying with a top speed of 5.2k/s, will have roughly the same combat speed as an interceptor with a top speed of 5.9k/s.
Of course, a heavier or less agile frigate will have a lower combat speed compared to one that is lightweight, but the numbers 70%-90% are given as a form of a loose guideline when comparing combat capabilities, rather than using drag-racing top-speed numbers.

“Aerial Reconnaissance” 
The idea of the aerial reconnaissance is to use high altitude observation tactics viewed in RL air warfare. The idea here is to provide on-site intelligence while being able to view the enemy movement in real-time rather than simply using the scanner, who will be very inaccurate when trying to acquire positional information. The method is very simple – remain at 250km-300km away from the enemy fleet (preferably above or below) to monitor their movements, name, ship types and activity. The distance is set between 250 and 300 due to maximum targetting range in-game being 250km. Being at 300km provides not only safety from any forms of targeting, but also ample warning if hostiles intend to intercept or not. 100km warp-in’s should be avoided at all cost due to the ease of the hostiles doing the same and landing directly on your position. This tactic of air recon will require advance bookmarking of key observation points within a sector of operation. However, this can be done ‘on the spot’, while a little inefficient, by warping to 100, and then burning to 300km above (or below the enemy fleet).

Due to the nature of how people are organized in space while in fleet, it is more ergonomic to fly in 2D instead of 3D, and thus it is more common to have fleets spread out laterally rather than height. In this way, seeing the target fleet from above or below will give a certain layout in which the distance relationship between fleets can be seen and noted.

“Diving Attack”

Used mostly against static targets (scenario: hostile gate camp), the diving attack works hand-in-hand with the air recon idea. The way it works is that the lead pathfinder (the warp-to person) will be in position 300km above the enemy. The fleet then forms up at 300km, and then drops down to either a static object, or to another pathfinder close to the enemy (the pathfinder close to the enemy begins to provoke and test enemy reaction before the fleet dives down). The difference between forming up at 300km and warping straight on, is that should the enemy be using scanners and the static object is the gate, without proper recon on what is on the other side, hostile backup may jump in as soon as friendlies appear on the scanner, concluding in a box’ed in trap. However, by warping to 300, we are able to monitor the situation (and each pilot can see for himself the situation) before rushing in.

Of course, there is the possibility that the enemy will try to warp off should the engagement be favorable, however the second (or first, if the fleet has the bookmark) pathfinder will then dive down himself to commence warp scrambling and/or provoke the enemy into pre-launching the counter-attack, and thus displaying all the cards at hand. On the friendly side, we are able to misdirect the enemy into thinking this is what we only have available by showing him a credible portion of the force.

The main difference between the typical “gate bait” trap idea, is that over the years it becomes easily recognizable, and thus we use a different method; showing a credible portion of the fleet (if in the case we don’t use the entire fleet) to make the enemy believe we are seeking an engagement with our fleet. Misdirecting the enemy to look at a almost-complete fleet will direct his attention to that, rather than on what we *could* be hiding in reserve.
This can also be used (often) in tandem with EWAR ships, where disengaging and warping to 300km saves more time than warping to a planet to disengage, while still being able to keep an eye on the situation.
Interception
One of the most basic and must-know forms of tactics, this involves finding the shortest route possible to get in range of a moving target. While clicking approach works well when moving towards/approaching a relatively static target, it is highly inefficient when moving towards a moving target as the click-approach only approaches the last known location. Instead, one should try and predict enemy movement in order to cut through the path and get infront of it. Now if one can achieve the same and at the same time position themselves behind the target while being within weapons range, this tailing position effectively allows the pilot to blindside the enemy if they are not paying close attention to the overview. Being subject to the interception plus tailing is the cause of numerous deaths by ghosts that appear right behind them before they realized what has happened. With a little lag, this recipe for surprise is quite perfect.

Loop-the-loop
Loop-the-loop is the bread and butter tactic for short ranged interceptors but also frigates in general. In a being-chased scenario, loop-the-loop swaps out the hunter for the hunted. The maneuver is strikingly simple. All one has to do is wait for the enemy to be directly behind while chasing, and then pulling a 180 degree flip in order to be right on top of the target. This is THE most effective tactic against overly aggressive and rapid pilots who aren’t familiar with combat maneuvering in a dogfight.

See-Saw Chase

The main counter to a loop-the-loop attempt. The chase simply banks left and right in a see-saw’ing maneuver so that he is always flying at an angle from the target. This however tends to require a faster frigate in order to keep up with the target while maintaining a see-saw’ing maneuver. The advantage is that as he is always flying at an angle, should an attempt from the target to loop-the-loop occurs, flying at an angle will lessen the drop in speed which may result in being caught. This maneuver also makes it increasingly difficult for the target to loop-the-loop effectively on top due to a constantly moving target. Due to reaction time, odds are the loop-the-loop will be effected at the other side of the see-saw maneuver, resulting in not only a complete miss for the loop-the-loop, but also a complete speed drop, which can be taken advantage of.
Rolling Chase
A variant of the see-saw chase, but with an added spiral movement to what would be the see-saw. Rolling chase, similar to the see-saw makes it difficult to be loop-the-looped, but the rolling chase adds another complication of adding the 3rd axis of movement to ‘roll’ around the target’s flight tracks.

35 – Workings of an interceptor gang: formations and comms

If interceptor dogfighting is already rare enough to be talked about, even rarer is discussion about how an interceptor gang should function. Also rare are the multiple interceptors vs multiple interceptors scenario, thus making this more of a theoretical “what if” scenario rather than a concrete one. It is perhaps why it is worth talking about it in order to have new pilots have a feel for the what-if in the case that it really does happen.

First of all, interceptor pilots in a gang, in order for them to work very well together, should not only know their wingmen very well, but should learn to know how they fly, what they fly, why they fly. It is imperative to not only know the wingman’s quirks so that we can adapt to it, but also to know his setup so we can compliment it – and this becomes increasingly difficult when an interceptor pilot is also a dedicated pilot to flying other ships.

It must also be warned that in a dogfight with multiple interceptor pilots, there will be gang chatter. Compared to a regular gang where the target is called and all fire is focused, there is no such thing as focus firing in a multi-bogey dogfight, and thus leniency should be expected and given for comm. chatter. Wingmen must be warned if there is someone behind them. With multiple hostiles, it is not always possible to play with the camera at all times to see what is behind you, and thus some of this duty is relegated to the wingman, who’s duty is to also look out for their own wingmen’s safety.
An example of chatter would be along these lines: Hostile crow inbound, 4 o’clock, 35km, high, speed 4.6

There is no exact format, but we need the basic elements of area awareness. What is the target? Which direction is he moving? Where is the target relative to our direction of movement? What is its altitude compared to us? (high, low, above, below), What is his speed?

These are the essential information that must be given once a dogfight gets hairy. A pilot’s momentary lapse of concentration will mean they will get jumped. Once an interceptor is pinned down and stationary, be it by web or a shut off microwarpdrive, they are good as dead unless very very lucky. Thus, we naturally must discuss formation and distance between wingmen.

There is no solid “you must be within X distance”, however being within 60km of a wingman is a generally good rule. The reason for 60km is that the distance is wide enough to give leeway to maneuver and movement, however it is also close enough to get to a wingman should he be in trouble. Undoubtedly during a tense combat situation with multiple hostiles, the gang will eventually be split off and may end up with more than 500km gap between each person, however this must be tried to be avoided. An isolated pilot will not fare long against multiple hostiles unless very very good and lucky.

Thus, it is the intention also at the same time to force the enemy to break this rule by having them spread out beyond 100km, preferably more than 100km, but less than 150km to prevent them from warping to each other, while keeping gang integrity. It is of course easier said than done.

Once they are spread out beyond 100km, but less than 150km, they are not able to warp to the wingman in trouble. So the idea would so that we lead them off beyond 100 and under 150, and we ourselves far enough to warp to our own wingman. Result is that we are once more in gang coherency, and the enemy pilot must either choose to fly back the 100km, or move out to 160-170 in order to warp back. Either decision will cost him time in which his wingman can be destroyed before he may ever reach him.

This is very difficult to accomplish, however it will decide the engagement.

For an interceptor gang to really function and flourish in a fully liquid environment, it is the side who is the most coordinated, the most learned in tactics and who applies the proper strategy that gains the upper hand. It is usually that once an engagement like this takes place and is decided – air superiority is usually gained.

Part I – The Lens





“Many distinguish skirmish warfare as being only “nano” ships, however while this may be true to an extent, it is not the full truth. Skirmish warfare encompasses so many different levels that to simply dub one style as the one and true style of ‘skirmish warfare’ can be said to be somewhat false.”





Forming the type of mission





Skirmish Warfare





““Tackling” is basically an all-encompassing term that summarizes interception and interdiction into one word.”





“we must bear in mind that tactical and strategic objectives exist and play an active part regardless of which level we are viewing the engagement.”





Part II – The Missions





“In the end, it is the choice of how to balance firepower with mobility that will be the most important aspect of skirmish warfare.”





“Intelligence gathered through combat is usually superior to intelligence gathered through observation.”





Part III – Light Skirmish





Example: During the Exuro Mortis-Privateers war that I took part in 2007, there were 3 hostile interceptor pilots acting as forward scouts for the enemy fleet countering my 2-man interceptor gang. While the jockeying for air superiority took about 3 days to finally establish, it was only after a series of experiments and feints that I finally was able to uncover that the lead enemy pilot, a faction Crow, had a cap recharger II equipped instead of a webifier. This knowledge allowed me to push the offensive and eventually secure air superiority for allied forces.








� EMBED Excel.Chart.8 \s ���





� EMBED Excel.Chart.8 \s ���








� This section 24 and 25 are elements taken from the cavalry officer’s manual in the French army.


“Notions de Tactique Theorique: Tactique Generale”, Jakovlev (Col.), 2005. Pp.98-123
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