How to Mod Battle Group composition in Close Combat Gateway to Caen.
With Panthers in the Fog a revised force pool system was introduced and Gateway to Caen uses the same method. No longer will you be able to select units individually in your battle groups screen. Instead, you choose platoons with a fixed composition of a number of squads. The composition of the platoons can be modded but not changed in the game. 
Here is a tutorial on how to change the composition of the battle groups.

Disclaimer:
Any change made to the data files will result in crashes when playing multiplayer if only one player uses modified files. I am not familiar with modding the Steam version and this tutorial is based on the standalone version. This tutorial reflects the current state of my personal knowledge of modifying this game and may not be complete or accurate. You must back up your files before starting modding any of the game’s files. I strongly suggest to work with a copy of the full installation as I always do. 

You will need the PiTF workbook to start with.Link to file . Use this file to create your own GtC workbook. The workbook contains the following sheets that are relevant to this modding process:
Unit Structure : Determines the composition of the units in the force pools.
Force Pool : Determines which units are in the force pools, with strength modifiers.
Alsteams: Contains the Allied Units. 
Axsteams: Contains the Axis Units.
Battle Group : Contains only general information but no information on BG composition.
[bookmark: _GoBack]
What you need to do -high level- in order to play with units of your choice is to adjust the teams in the sub-units in the sheet “Unit Structure “. 

Detailed explanation:

Note the name of the battle group that you want to change and look up the units in the corresponding force pool. Each unit (usually company size) is followed by a number. This number corresponds with the “class “ in the “Unit Structure “ sheet.
For allied infantry companies this is  ‘9 ‘. 
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In sheet “Unit Structure “ , column E you find the echelon level : 3 for Company.
In columns H through Q you find the sub-units that together form the company sized unit. These  units must be of a lower echelon number than the company number, in this instance 0-2 . 
It is possible to assign up to 16 teams to any echelon level in columns R through AH .
This is where you will change the composition of your battle group.

Example of an allied Rifle Company, class 9:
Sub-units: 10, 11, 11, 11. 
Sub-unit 10 = Company Headquarters
Sub-unit 11 = Rifle Platoon.
Each of these two sub-units 10 and 11 are assigned teams:
Sub-unit 10 contains teams 0, 45, 45, 45, 12, 12, 12, 2, 2.
Sub-unit 11 contains teams 1, 12, 45 but also 2 new sub-units that in turn contain teams. The idea behind this is that teams 1, 12, 45 are the Platoon HQ units and the other units the rifle component. 
The two sub-units are 13 and 17 that are assigned teams 4 and/or 5.
Note that the Rifle Company echelon level unit does not have any teams assigned. 

So, this results in an infantry company with 1 Coy HQ and 3 rifle platoons.

Coy HQ strength: 
1 Company Command Team (team 0)
3 PIAT (Team 45)
3 2-inch mortar (team 12)
2 Sniper (team 2) .

Rifle Platoon strength:
1 Platoon HQ (team 1)
1 2-inch mortar (team 12)
1 PIAT (team 45)
1 Rifle Section (team 4) 
3 Bren Section (team 5) 


This is what it looks like in the Battle Group screen: 
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So, then where do you find the Company Headquarters units? Those will become available in the Support platoon:









	Support Platoon Units (can be selected individually)  
	Rifle Platoons selection menu:
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You could reinforce the company by adding extra platoons of your choice . This will increase the number of platoons to choose from but if you want to increase the number of teams to play a battle with you will have to add extra teams to the platoons. Note that the interface screen does not accommodate for more than 7 teams in a platoon.  
For instance, if you want to bolster the infantry platoon strength you could opt for a tank in the Platoon HQ instead of a 2-inch mortar. 

Summary:
Modding the battle group composition in PiTF and GtC is more complicated than previous versions of Close Combat.
In the Unit Structures the in-game teams are determined.
Echelon levels are to be taken into account.
A unit may also function as a sub-unit.
Units may contain sub-units but also teams.
The number of teams in a sub-unit determines with how many units you can play in the battle. 

Good Luck!
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