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Preface:

Award-Winning Translation

This work is offered for those serious about studying Sun Tzu'’s text.
There are a number of incomplete, inaccurate, public domain trans-
lations that for those who simply want to claim that they have read
Sun Tzu's The Art of War. This work was designed to give English
readers real insight into the original Chinese.

In our view, Sun Tzu's The Art of War is the most important book
on strategy ever written. It offers a timeless set of principles that
can be applied to a wide variety of life’s problems. Though written
in the context of warfare, its techniques for meeting challenges
while minimizing conflict are invaluable in today’s increasingly
competitive world. Its methods apply to a wide range of competi-
tive activities, including business, sports, politics, career, and
challenges in our personal lives. However, successful use of these
methods starts with understanding them. This requires the best
possible translation.

A work that has been faithfully preserved for 2,500 years
deserves serious attention. The Art of War was originally written
largely in a language that is closer to mathematical equations than
English sentences. Unfortunately, this formulaic nature of the orig-
inal Chinese does not translate well into English. Most translators
ignore it completely. The result is that the different translations
disagree about Sun Tzu’s meaning at key points. Worse, many of

these translations contain many instances in which Sun Tzu seems
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to contradict himself.

Even the book’s English title, The Art of War, demonstrates the
limitations of a plain English translation. In Chinese, the book’s
name is -ﬁ&(bing) 7i§<fa).Bz'ng-fa literally means “military skills”
or “army procedures.” However, using Sun Tzu's own definition of
terms, it has an even more general meaning of “competitive meth-
ods.” For most readers, however, a single word, “strategy,” captures
this idea best. Our word “strategy” comes from the ancient Greek
term meaning literally “the thinking of a general.” Sun Tzu’s work
describes this most successful type of this thinking.

Most English translations of The Art of War contain six catego-
ries of problems. First, they are usually incomplete, based on frag-
mentary sources in circulation before a complete compilation was
created. Next, they often use vague, outdated, stilted, or academic
language that hides the true nature of Sun Tzu's work. Third, they
often mix in the translators’ opinions or explanations with what
Sun Tzu actually wrote. Next, they often choose the wrong mean-
ing for a given Chinese character, almost always ignoring Sun Tzu’s
careful definition of terms. Finally, they ignore Sun Tzu's original
structure, breaking the text into their own paragraphs and confus-
ing the immediate context, which is critical to translating ancient
Chinese.

After thirty years of studying Sun Tzu’s work first in its various
English translations and then in the ancient Chinese, I realized
that the only way to resolve these problems was to return the
reader to the Chinese text itself. The resulting work, both in con-
cept and design, is something new and very different from other
translations. It embodies seven important innovations.

First, this translation is more complete. It is based on the com-
plete compilation of all historical sources and academic research
rather than, as virtually all other English translations, on tradi-
tional fragmentary sources. This doesn't necessarily mean that it is
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longer than other translations, for reasons cited below, but it does
mean that it is more complete in term of original content.

This translation is based on the 1970 merger of the main Chi-
nese textual traditions into a single source in Taipei in the compila-
tion #&F-I& kK4 (The Complete Version of Sun Tzu's Art of War), for
the B3 #528% (National Defense Research Investigation Office),
with a few minor additions based on the 1972 archeological finds
in Shantung province. Most other recent English translations use
either the T%3E (Complete Specialist Focus) or the #EE (Military
Bible) versions, each of which contains a different subset of the
complete text as currently studied in China.

Second, this translation is more accurate. To maintain the
formulaic nature of the original work, our left-hand pages contain
a character-by-character translation—called a transliteration—of
the ancient Chinese. Though each Chinese character has an array
of meanings—shown in our glossary of key concepts—for the sake
of readability we offer the one English word that best encapsulates
the sense of the character in context.

The facing right-hand pages give a line-by-line translation of
each Chinese phrase into an English sentence. Read with the char-
acter translation, the English sentence explains one basic meaning
of the original Chinese formula. We tried to use interpretations
that are as consistent as possible with the best other English
translation.

Third, this translation is more concise. Its side-by-side format
makes it impossible to add or subtract from the Chinese source
or secretly add the translator’s editorial opinions disguised as Sun
Tzu's work.

Many “translators” take a single line of Sun Tzu's work and
create several paragraphs of “explanation.” This appears to the
English reader as a translation when most of the “translation”

never actually existed in the original in any form. Other versions
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offer collections of historical commentary, often out of historical
context that get mixed into the text. None of this confusion is pos-
sible when you can see the original Chinese.

Since we offer literally dozens of other books on Sun Tzu's
methods, this translation avoids mixing explanation of methods
with the text. Instead, its commentary is meant only to provide
context, explain the Chinese, and highlight a few key ideas along
the way.

Fourth, this translation is more authoritative: Most English
translations are offered by those who worked with the text for a few
months. I have spent over three decades studying the text and am
regarded as America’s leading expert on Sun Tzu.

I spent a decade studying the text and writing several books
on Sun Tzu’s principles before I did my first English translation.
Since then, I have written many more works explaining the text, its
historical context, the meaning of each stanza, the application of
its ideas, and so on. This work includes my nine-volume opus, Sun
Tzu's Art of War Playbook, which ties Sun Tzu's work with modern
approaches on competition. Ten of my books on Sun Tzu’s strategy
have won award—recognition.

According to Chinese Sun Tzu experts who have helped me in
my work, I am the only American whose work on Sun Tzu is taken
serious in Asia. Several of my books have been translated into
Chinese and other Asian languages from countries where Sun Tzu
is studied religiously.

Fifth, this translation is more consistent. Qur translation is
built on the premise that Sun Tzu was rigorously consistent in his
use of language. Other translations are full of contradictions aris-
ing from wide variety of meaning in each Chinese character. Our
view is that terms must be chosen carefully and consistently, based
on their meaning in the text as a whole.

In making this translation, we continually reexamined each use
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of a given character. When available, we used Sun Tzu’s definitions
for what a concept means, rather than modern or even historical
Chinese character meaning. .

We have created a standard vocabulary for referring to Sun Tzu’s
concepts rather than translate his characters in a wide variety of
ways. To show the range of meaning in the Chinese characters, we
use a different “standard” translation on the right-hand and left-
hand pages.

Sixth, this translation is more balanced. Unlike most transla-
tions, this work offers one English sentence for each Chinese
phrase. This preserves the balance of ideas in the original work.
Other translations use several paragraphs to “translate” a single
Chinese phrase while elsewhere using a single sentence to summa-
rize a long Chinese passage. Only this work reflects the “density”
of ideas in the original.

Seventh, this translation is more organized. It preserves the
format Sun Tzu used to organize his work. The chapters provide
the general themes. Each chapter is divided into five to eight blocks
each with its own topic of focus. On the page, each text block is
identified by a large number.

These blocks are further divided into stanzas that express indi-
vidual ideas. In this translation, each stanza is separated from the
previous one by a blank line. A stanza begins with a small number
indicating its first line’s position in the current block.

This is the only English translation that uses a standard
numbering system referring to chapter, block, and line number to
identify each line of the work

By offering the complete Chinese and English side by side,
eliminating contradictions, and preserving weight and form, this
translation comes as close as humanly possible to capturing
the flavor of Sun Tzu's work in an English translation. We were

gratified when it won the Independent Publishers Award for Best
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Multicultural Nonfiction and remains today, more than ten years
after its original publication, the only award-winning English
translation of Sun Tzu's work.

In addition to the translation, this new third edition also
features more explanation of Sun Tzu's competitive system. We
have added an Introduction that provides an overview of the entire
system and one-page chapter overviews at the beginning of each
chapter.

Reading this translation is just the first step in understanding
Sun Tzu’s strategic system. To make it easier to use that strategy,
we have developed a number of important works. The Art of War
Plus Its Amazing Secrets: The Keys to Strategy condenses years of study
by explaining the hidden meaning in the text and illustrating Sun
Tzu's concepts using traditional Chinese diagramming methods.
The Art of War Plus The Warrior Class:306 Lessons in Strategy is a study
guide that turns each stanza of the book into a lesson on competi-
tive strategy. The most detailed work we offer is the nine volumes
of the Sun Tzu's Art of War Playbook. Each volume explains a different
strategic skill described in this work. At the end of each chapter
of this translation we offer a list of articles from Sun Tzu's Playbook.
These articles discuss that chapter’s concepts in more detail using
illustrations from modern competition.

We also offer a number of adaptations that make Sun Tzu's
principles easy to use in various aspects of your life. In these adap-
tations, we translate the concepts of The Art of War from military
terminology into the terminology of everyday competition. Our
adaptations are the easiest way to start using Sun Tzu's system in
practical ways. There is a growing list of our Art of War books for

meeting the challenges of career, business, and personal life.

Gary Gagliardi, 2014
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Sun Tzu's Basic Concepts

Without years of studying the original Chinese, most of the amaz-
ing sophistication of Sun Tzu's strategy is lost. Sun Tzu lived in a
place and time with a wealth of cultural concepts that are alien to
people today. Because of this, most readers today understand only
a fraction of The Art of War, even those who read it in Chinese and
especially those who read it in English translation. This work is
based on many years of studying the original Chinese and teach-
ing the its strategy worldwide. If you are new to Sun Tzus strategic
principles, you will find The Art of War much easier to understand if
you first familiarize yourself with a few basic concepts, metaphors,
and analogies.

Sun Tzu'’s system is based on five elements and nine skills. Its
five elements are different than but adapted from the five ele-
ments of tradition Chinese science. Its nine skills are based on the
concept of the bagua, literally “the eight directions,” which, with the
center, make up nine. These ideas go back five thousand years to
the I-Ching, the “book of changes”. This introduction gives you an
overview of these traditional aspects of Sun Tzu’s system.

As defined by Sun Tzu, strategy is not a system of planning.
Planning, in the sense of prioritizing a list of known activities,
works in controlled environments where you can know how others
will respond to your decisions. Strategy works in competitive envi-

Introduction: Sun Tzu's Basic Concepts
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ronments where your decisions collide with the decisions of others,
creating conditions that no one plans. In competitive environments,
your success depends on predicting how others will respond and
choosing reactions that have the highest probability of success.

Using Sun Tzu's strategy, success goes not to the strongest or
most aggressive but to those who best understand their situa-
tion and what their alternatives are. When you master Sun Tzu's
strategic methods, you we can quickly see through the complexity
of challenging situations to spot opportunities and make the right
decisions. Strategy is less about winning battles than it is about
winning without battle. Good strategists seek positions that are so
powerful that no one challenges them. Fighting opponents openly
is usually the failure of strategy.

Instead success depends on building and advancing strategic
positions. The goal is to create positions that others cannot attack
and that ideally they want to join. Sun Tzu teaches that a general
who fights a hundred battles and wins a hundred battles is not a
good general. A good general is one who finds a way to win without
fighting a single battle. Strategy teaches that you win by building
the right positions and advancing those positions while avoiding
conflict.

The Five Elements

Since competitive situations can seem almost overwhelm-
ingly complex, Sun Tzus work often refers back to the five simple
concepts that he introduces in the first section of his first chapter.
These five elements—philosophy (ta0), heaven (tian), earth (di),
the leader (jiang), and methods (fa)—provide the backbone of his
competitive approach. All the other components of his system—
deception (gu), completeness (quan), knowledge (zhi), fullness (sav),
and so on—have very specific and practical relationships to these
five elements. The depth and sophistication of his system is best
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understood if we spend a little time exploring the interrelationships
of his key elements before discussing the text of his work.

Sun Tzu taught that every competitive situation depends upon
the unique position of a given competitor within the larger competi-
tive environment. Strategic analysis consists of comparing posi-
tions. Understanding positions is the first of the nine skills that
his strategic system teaches. Comparing positions is central to the
system as a whole.

Strategy is focused on building up or advancing strategic posi-
tions. In choosing between supporting or attacking a position,
everyone decides based upon all the relative positions within the
larger competitive environment. Everyone advances his or her posi-
tion by choosing which other positions to support or oppose. All
the other skills of Sun Tzu'’s toolkit for advancing positions—devel-
oping perspective, identifying opportunities, and so on (see the first
diagram in this introduction)—develop better positions from these
elements.

The focus on the complexities of the competitive environment
was a unique feature of Sun Tzu's work. As with so many of Sun
Tzu's basic concepts, he describes the environment as two opposite
and yet complementary halves: tian, which literally means “heaven,”
and dj, the earth .

Before discussing “heaven” and “earth,” let us first look at his
idea of “complementary opposites” because it plays a key part in his
system. Sun Tzu’s saw the competitive world as a series of dynamic,
interconnected, balancing complementary opposites. In the West,
we refer to this Asian concept of balancing opposites as yin and yang,
but since Sun Tzu doesn’t use these terms, we call them simply

“complementary opposites.” Often these balancing pairs are con-
tained inside each other, like a series of nesting dolls.

The environment consists of the complementary opposites. First

is tian meaning “heaven” or, perhaps closer to the idea, “climate.”

Introduction: Sun Tzu's Basic Concepts
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Then there is di meaning “earth” or “ground.” Climate and ground
are the arenas of time and place within which all competition as the
comparisons of positions, takes place.

Tian or heaven represents the passage of time, but more gen-
erally it describes change. It is often translated as “climate” or

“weather” in the text. It is best to think of heaven as trends that
change over time. The cycle of the seasons is the most obvious
trend in the natural environment. People’s attitudes and emotions
are also an important part of Sun Tzu's concept of changing climate.

Changes are controlled by forces beyond your direct control so
tian means “heaven” in the sense of “divine” as well. This is not a
spiritual view, but a view that some aspects of nature are beyond
our comprehension. Heaven is the interaction of all the elements,
many of them unseen, in a complex environment. We may plan to
change the competitive environment, but when our plans conflict
with the plans of others, what results is what no one plans. Though
these changes cannot be controlled, they can be recognized and,
to some degree, predicted. Each change creates an opportunity to
advance positions.

Di or ground is the economic foundation upon which your stra-
tegic position is based. It is both where you fight and what you fight
for. Using the analogy of a board game, ground is both the board
itself and the pieces on it. Using the analogy of sports, it is both the
playing field, the contestants, the referees, and even the fans in the
stands. Rewards come from control of the resources, which comes
from the ground. Every different competitive arena is a different
competitive “ground.” Every type of industry, every profession,
every given physical location represents a different type of ground.

The term, dj, means earth but it also means situation or condi-
tion. Unlike heaven, which is largely beyond your control, the most
important aspect of the ground is you decide which ground to
target in competition. Your control of ground results only from your
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choices and actions. You choose your ground position. You and
only you are responsible for your situation and condition. Choosing
positions, moving to them, and utilizing them are the basis of Sun
Tzu'’s strategic methods.

The first two components of your strategic position define the
external context, the time and place, in which that position exists.
Every external position is unique since two bodies cannot occupy
the same space as the same time. Time and space are connected.
Every different ground has its own climate. Our choice of ground
determines the changes to which our position is exposed. For
example, each industry has its own business climate.

Within the larger competitive environment, the unique char-
acteristics of both you and your organization are also part of your
strategic position. Sun Tzu breaks the key elements of a competitor
into two opposite and complementary components: the leader and
methods.

Jiang, is translated in the text as “commander” or “general”.
More generally, we refer to the concept as leadership or as the role of
aleader. A leader is a anyone who makes the decisions in a competi-
tive environment. All competitors within a given arena are decision-
makers and therefore leaders. So are the “neutral” parties in the
environment who can support or oppose them. Using a sports
analogy, the referees are decision-makers as much as the contestant,
affecting the contest and therefore they must be considered “lead-
ers.”

Leadership, jiang, is the realm of individual character and per-
sonality. The key skill of a leader is good decision-making. Viewed
from the perspective of leadership, Sun Tzu work teaches decision-
making skills. A competitive leader masters Sun Tzu's strategy so
that he or she can make the right decisions quickly. Since leadership
requires decision-making it also creates change and therefore it is

connected to the element of heaven. Though a leader cannot control

Introduction: Sun Tzu's Basic Concepts
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the environment as a whole, a leader’s decisions have an impact of
climate.

Fa means the “laws” or “methods” for working with others.
Competitive success always depends upon working with other
people. In Sun Tzus view, competition is always a team sport. In
Sun Tzu, fa is the rules, chain of command, and internal systems
that define an organization and its operation. We use the term

“methods” most commonly to translate this general idea. Your
methods are the skills you use to interact with other people. Each
different type of competitive arena requires different methods. Each
industry, for example, requires different technical skills. So meth-
ods are connected to the ground.

Binding and underlying the other four components of a strategic
position is tao, which translates to “philosophy” or “values”. Tao is
the unique idea around which a specific strategic position is orga-
nized. In an organization, we call this shared philosophy its “mis-
sion.” In studying Sun Tzu, we primarily use the term “mission” to
separate tao from the broader implications of the word “philosophy.”

Entwined within tao are two other complementary opposites:
quan and zhuan. Quan means literally “complete,” or “oneness” but
Sun Tzu uses it to mean “united.” Zhuan means “to concentrate on,”
or what we would describe as “focus.”

A core philosophy provides an individual competitor with
oneness, unity, or completeness (quan), thereby joining its indi-
vidual commander and methods with the larger group. The mutual
self-interest of tao holds the competitive organization together. The
joint shared goal is a “higher” purpose than each individual’s goals.
This philosophy also provides the competitor’s focus (zhuan) on a
specific time and place.

Though unity and focus are separate concepts in English, in
Sun Tzu they are two sides of the same coin. Both arise directly

from our philosophy and its relationship with the leader and his or
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her methods. Unity holds the organization together. Focus concen-

trates efforts in a single place and time, that is, on its position.

Listen Aim Move Claim

Once you see strategic positions in terms of these five element,
you focus on advancing your or your group’s position. In Sun Tzu’s
work, analysis and activities that advance a position are continually
mixed because understanding positions is central to the process.
Starting with basics, Sun Tzu boils down advancing a position into
four conceptual steps. These skills are knowing (zhi), foreseeing
(jian), moving (hang), and positioning (xing). The Chinese concepts
work both as verbs and nouns, so in the text we also refer to zhr as
knowledge, jian as vision, hang as movement or action, and xing as
position. To make these concepts more tangible to modern readers,
we describe them as listening for knowledge, aiming at opportunities,
moving to openings, and claiming a position. Every advance minimally
requires all four steps. If you miss a step, the process is more likely
to create problems than to solve them.

Individual leaders need the skills of knowing (zh7) and foresee-
ing (jian).

Knowledge comes from /istening to help you better understand
your ground. Knowledge is the starting point for all other skills and
the most critical component of strategy. It is covered extensively in
the first chapter and the last. Knowing leads to foreseeing. Foresee-
ing or aim means seeing how changing trends create opportunities to
advance.

Foreseeing is the vision of the leader seeing openings or oppor-
tunities in the future, which, in Sun Tzu'’s terms, means observing
heaven—that is, the trends over time.

The method skills of organizations are moving (hang) and posi-
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tioning (xing).

Moving means using the right methods to take advantage of
openings. Moving refers to taking any form of action, but it specifi-
cally means “marching,” our ability to move or change positions
to take advantage of a new opportunity. It comes from heaven or
climate because movement requires proper timing and because
emotion always precedes action. Movement arises from foresight,
and it leads naturally to positioning (xing).

Xing literally means “form,” but Sun Tzu gives the term the very
specific meaning of utilizing the ground’s advantages. You can be
at a specific place, but you aren’t using positioning unless you know
how to take advantage of that position. Positioning is the basis of
all success, but since the term “positioning” can be used to refer
to the entire approach, we describe this specific idea as “claiming
a position” or, more simply as just “claiming”. Claiming establishes
leadership in reaping the rewards from a new ground position.

Again, like nesting dolls, each of these skills can be further
broken down into two more detailed skills. These four skills there-
fore become eight ways to work, that is, the eight directions of the
bagua. With the central skill of understanding positions, this brings
the total number of strategic skills taught in The Art of War to nine.

Listening requires two skills: Sun Tzu'’s second key strategic
skill of an outside developing perspective on your position and his
third strategic skill of using change for identifying opportunities.

Aiming requires Sun Tzu’s fourth and fifth skills, leveraging
probability and minimizing mistakes.

Moving requires his six and seventh skills of situation response
and creating momentum.

Claiming requires his eighth and ninth skills of winning
rewards and understanding vulnerabilities.

Different chapters of the book address many these skills in
different ways. Unfortunately, Sun Tzu’s system of organization
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is complicated. Rather than try to explain it in detail, we simply

say that the book starts with the most basic concepts and builds

on them in a systematic way. Most chapters tend to focus on one
element and a particular set of skills but connections among skills
and elements are also important. To make the connections between
elements, skills, and the original text a little clearer, the end of each
chapter in this translation lists related articles in Sun Tzu's Playbook,
which organizes Art of Wars concepts around the nine skills in a
more hierarchical fashion.

Each of these steps for advancing a position leads naturally to
the next in an endless cycle of advances. The more you learn about
your ground, the more you need to identify new opportunities.
Aiming at a new opportunity necessitates moving to new methods.
Moving must give you a new position that you can claim. Claiming
new ground creates new opportunities to listen and learn. Even
if your attempted advance fails to yield profitable new ground, it
cannot fail to generate new knowledge, which is the basis of your
next cycle and your inevitable success.

Consciously or unconsciously, you go through this cycle every
time you advance your position. Basic systems in modern life, such
as the scientific method or the sales process, are easily defined in
this Sun Tzu's system of advance. When a decision is unsuccessful,
it is simply because strategic analysis or one of these skills was not
properly executed. However, Sun Tzu predicts that such failures
are common and unavoidable. Success depends therefore, not on
perfection, but simply on being better at this process than others.

The Art of War is a complete guide to executing advances in
position in a consistent way. However, much of it is written in a
kind of code. Many concepts are referenced in terms metaphors.
For example, listening for knowledge is referenced as sound.
Thunder, music, and drums are all metaphors for listening. Aim is

described as vision. Colors, lightning, and so on are all metaphors
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for foresight. Moving is marching. Claiming a position is variously
described as forms of using a position: gathering food, building,
eating, digging in, and so on. At various points, the commentary
will point out these connections, but we offer several other books
explaining them in detail if you are interested.

As a final note, much of Sun Tzu’s decision-making system,
especially in later chapters, is situation specific. Many detailed
factors lead to decisions regarding these situations. The details for
addressing a specific situation are not important until you find
yourself in that situation. At that point, this insight becomes vital.

This fact makes it is easy to overlook or disregard much of the
importance of various sections of this work. The first chapters are
easy because they are the most general. In is easy to get over-
whelmed by the details as you read deeper into the work.

For example, you may or may not relate to an “entangling
field position” when you are reading this book. If you are not in
an entangling position, as is usually the case, the idea will seem
relatively unimportant. Since there are six such situation bench-
marks, the chances are against you being in any one of them at any
given time but eventually, you encounter them all, and, when you
are eventually in an entangling position, Sun Tzu’s advice will seem
like genius.

As with mastering any other area of broad expertise, success-
fully using Sun Tzu’s strategy requires serious study. For example,
if you were studying to become an emergency medical technician
(EMT), you would have to study and master the identification of a
variety of medical conditions. You cannot study only your current or
the next day’s emergencies because you cannot know what they will
be. The study if Sun Tzu is similar because you cannot know what
competitive situations will arise tomorrow. The idea of the book is
to be prepared your for most possibilities before they arise.

The detailed advice of the later chapters is easy to disregard as
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unimportant, especially since it is difficult to connect its military
context with everyday life. However, in real life competition, these
chapters contain some of the most valuable material in the book. To
see how they apply to your competitive situation, you may have to
review some of our specific adaptations of Sun Tzu’s system to vari-
ous areas of competition such as sales, politics, management, career
building, sports, and so on. In our Sun Tzu's Art of War Playbook, we
try to give examples from a wide spectrum of modern competitive
situations so that readers can see the bigger picture.

“Seeing the bigger picture” is the purpose of Sun Tzu's work.
Most of us will naturally address one or two of his five elements in
trying to improve our competitive position. We will recognize one
or two of his common situations. We will occasionally make the
right judgments about one field position benchmark or another.
The value of Sun Tzu is in helping us see what we are so often miss-
ing in the big picture.

We hope you enjoy this work and continue your study of Sun
Tzu's methods.

L
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Chapter 1

2
O

Plan — Analysis

Sun Tzu offers a very specific system for strategic analysis. All
strategy starts with understanding existing competitive situations
and your position within them. This system pares such analysis
to its bare essentials. It teaches that only a handful of factors are
ultimately important in understanding any strategic position but
that analyzing those factors requires discipline.

Five key components define strategic positions in any competi-
tive arena. Only these key elements determine where and how your
position can be advanced. To use strategy effectively, you must
compare your position directly with those of your real competitors.
Strategy teaches that all positions are relative. There are no abso-
lutes. Your position is defined by your relationships to the positions
of others. These five factors are the different dimensions of those
relationships.

This analysis must be based on fact, not emotion. People are
consciously trying to control other people’s perceptions. People are
also constantly fooling themselves about their true position. So

"deception,” both intentional and unintentional, must be factored
into our analysis. You must gather information from outsiders,
those who do not necessarily share your perspective. As you evalu-
ate information, you cannot take anything at face value.

Strategic analysis is a comparison, not a numeric measurement.
You must continually balance the positive and negative aspects of
whatever you can compare. No element is all good or bad in itself

but you must focus on the dynamics on the balance.
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DEFINITIONS:

As in a work of
mathematics,
Sun Tzu starts
by defining his
terms precisely
and using them
consistently
throughout.

%«}-Plan
o

#Hsun FTzu Hsarp:

J;’%War %is,l

BNation Zs j(big gprofession ’Hlalso,
}EDeath M birth Z's Hﬁground,

frrife tdeach's iﬁphilosophy,

ANo Wean Aot g%examine Walso.

W ialke ggéexperience Zit Lj\by Fifive gskills,
&School Zit wsby g‘l‘planning,

fAnd yet Fidemand Hihis Msituation:

1 E]Say iﬁphilosophy,

ey E]Say %heaven,

:-__':3. E]Say Hﬂground,

. HSay ;ﬁ‘general,

Fis. Hsay Himethods.

iﬁ[’hilosophy %‘is,

4 Command R:people gﬂgive LEabove
[lsimilar Emeaning ’Hlalso,

W[ Can ﬁ'give Zof }Edeath,

W Can ﬁgive Zof _’-_h._.life,

fiAnd yet Ano Tofear ﬁdanger #fiideceive Walso.

30 The Art of War Plus The Ancient Chinese Revealed



Chapter 1: Analysis

SUN TZU SAID:

]_This is war.

It is the most important skill in the nation.

It is the basis of life and death.

It is the philosophy of survival or destruction.

You must know it well.

%Your skill comes from five factors.
Study these factors through analysis.

You must insist on knowing your situation.

L. Discuss philosophy.
2. Discuss the climate.
3. Discuss the ground.
4. Discuss leadership.
5. Discuss military methods.

141t starts with your philosophy.

Command your people in a way that gives them a
higher shared purpose.

You can lead them to death.

You can lead them to life.

They must never fear danger or dishonesty.

POSITION:

These five
factors define
a "competi-
tive position"
and provide a
framework for
categorizing all
relevant facts.
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%Heaven %’is,

BNorth, shady hillside B¥south, sunny hillside,
FEcold Fhor,

¥ Season ‘fﬁ“system Walso.

HGround %is,
ﬁDistant, ﬂl‘:near,
pﬁDangerous Eieasy,
BEwWide Bnarrow,
FEDeath Hzbirth Walso.

#¥General %’is,

4rgi'lntelligence, fgtrust, {:love, Ebravery, M serice Walso.

CHARACTERS:

Chinese charac-
ters are con-
cepts, not verbs,
nouns, or other
parts of speech.
For example,
the character
H means make
war, army, and
military.

#%Method &is,
Hipend ﬁi“system,

‘B Government official iﬁphilosophy,
Fruler Fuse Walso.

JUAll BBhere Fifive %are,

B General Enot Mno ﬁﬂhear,
%]Knowledge Zof His %victory,

ANo %ﬂknowledge Zof &is Bno Bvicrory.

32 The Art of War Plus The Ancient Chinese Revealed



19Next, you have the climate.
It can be sunny or overcast.
It can be hot or cold.

It includes the timing of the seasons.

23Next is the terrain.

It can be distant or near.
It can be difficult or easy.
It can be open or narrow.

It also determines your life or death.

28Next is the commander.

He must be smart, trustworthy, caring, brave, and strict.

3°Finally, you have your military methods.
They shape your organization.
They come from your management philosophy.

You must master their use.

34Al] five of these factors are critical.
As a commander, you must pay attention to them.
Understanding these factors brings victory.

Ignoring them means defeat.

KNOWLEDGE:

Sun Tzu taught
that competitive
success is based

on your use

of knowledge
rather than on
size, strength, or
wealth.
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#Make BESchool Zit EAby ﬁ‘l‘plans,z
MiAnd yet Fdemand Hthis W situation.

ElSays:

FERruler Bhihat Fhas iﬁphilosophy,
HFGeneral #that Fhas Bability,
KHeaven Hﬂground B ihat ?5obtain,
#Method 4 command BAthar T moves,
J;QArmy Fcrowd Hihar g&istrong,
F0fficer Zsoldier Bthat ﬁtrain,
EReward g‘]penalize Bihat Hﬂbright,

EWe wsby Bhthis #know %victory HAdefear Rwill be;

FORMULAS

Each Chinese
phrase is more
like a mathe-
matical formula
than an English
sentence, a pre-
cise statement
of relationships.

#FGeneral #listen B our #tplan,
FﬁUses Zit ﬁlz‘must %win,

B Remain Zit;

B General Bno Flisten Brour %"‘plan,
Fuses Zit B must W defear,
FKRemove Zit.

#tplan F advantage L‘Jsby means of gﬁlistening,}
J9Therefore Fobecome Zof #situation
L‘)\By means of #Eassist Fethis FPoutside,

8 Influence %one,

Bl Reason Fl advantage ffiand fﬁ“system
ﬁauthority Walso.
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2 You must learn through planning.

You must question the situation.

3You must ask:

Which government has the right philosophy?
Which commander has the skill?

Which season and place have the advantage?
Which method of command works?

Which group of forces has the strength?
Which officers and men have the training?

Which rewards and punishments make sense?

This tells when you will win and when you will lose.

12Some commanders perform this analysis.
If you use these commanders, you will win.
Keep them.

Some commanders ignore this analysis.

If you use these commanders, you will lose.
Get rid of them.

3 Discover an opportunity by listening.

Adjust to your situation.

Get assistance from the outside.

Influence events.

Think about opportunities in terms of methods you

can control.

RELATIVITY:

The strength or
weakness of a
position de-
pends on how

it compares to
other positions
around it, which
you learn by
listening.
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i war %‘is,4
Wi Deceive iﬁphilosophy Walso.

W Make BBable Miand yet Rshow Zof Pno Alability,
M Use Miand yet Rshow Zit Pno Pﬂuse,

¥ENear Miand yet ZRshow Zit W far,

B Distant Miand yet 7Rshow Zit ¥near.

ir"JAclvarltage fMiand yet Fentice Zit,
BlDisorder Miand yer Blchoose Zit,

B Substantial Miand yet 'fﬁprepare Zit,
58Strong MMiland yet B evade Zir,
%‘\Rage fMiand yet Bobstruct Zit,

B ow Miand yet Hiproud Zit,

R Leisure Miand yet B exert Zit,

B Intimate Miand yet B lcave Zir,

B Actack Fihis Fwithout 'fﬁprepare,
H Exit Fthis Bno Blintention.

RESPONSES $EHere ;Qarmy F home Zof n#victory,

= .
Because no one ANo ®lcan Ffirst M cransmit Halso.

knows your
position as
well as you do,
your position is
partly defined
by your own re-
actions to your
situation.
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Warfare is one thing.

Itis a philosophy of deception.

3When you are ready, you try to appear incapacitated.
When active, you pretend inactivity.
When you are close to the enemy, you appear distant.

When far away, you pretend you are near.

7You can have an advantage and still entice an opponent.
You can be disorganized and still be decisive.

You can be ready and still be preparing.

You can be strong and still avoid battle.

You can be angry and still stop yourself.

You can humble yourself and still be confident.

You can be relaxed and still be working.

You can be close to an ally and still part ways.

You can attack a place without planning to do so.

You can leave a place without giving away your plan.

7You will find a place where you can win. DECEPTION:

You cannot first signal your intentions. . ..
ghaty If information is

the basis of suc-
cess, you must
factorin decep-
tion to evaluate
and control the
flow of informa-
tion in competi-
tion.
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FHusband Fnot yet B barle Miand yet mtemples
Healculate %victory Hare,

R Obrain Fcalculate gmany W also;

ARNot yet B barile Miand yet J&gi temple Fcount Fno
ﬂ#victory %one,

R 0Obtain Fcalculate Plittle Walso;

zMany Halculate %Victory,

P Little Fcalculate Ano ﬁ#victory,

MiAnd yet Bsituation Mwithour Bcalculate T2
EWe w\by means of ]H]here Blobserve Zit,
%Victory B defear Fsee Rwill.

i b

BATTLE:

Sun Tzu's terms
are precise. For
example, the
character ¥ is
translated as
hattle, but it
means engag-
ing an enemy
or meeting a
challenge, not
violent conflict.
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; Manage to avoid battle until your organization can count on

certain victory.

You must calculate many advantages.

Before you go to battle, your organization’s analysis may indicate

that you might not win.

You can count few advantages.
Many advantages add up to victory.
Few advantages add up to defeat.

How can you know your advantages without analyzing them?

We can see where we are by means of our observations.

We can foresee our victory or defeat by planning.

b

CHALLENGES:

You do not "bat-
tle" or challenge
opponents until
you are certain
your position
can dominate
their position,
not just in one
category, but in
many different
ones.
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Related Articles from Sun Tzu's Playbook

In this first chapter, Sun Tzu introduces the basics of positioning. We explore these ideas
in more detail in our Sun Tzu's Art of War Playbook. To learn the step-by-step
techniques for positioning, we recommend the Playbook articles listed below.

1.0.0 Strategic Positioning;: developing relatively superior posi-
tions.

11.0 Position Paths: the continuity of strategic positions over
time.

1.1.1 Position Dynamics: how all current positions evolve over
time.

11.2 Defending Positions: defending current positions until
new positions are established.

1.2 Subobjective Positions: the subjective and objective aspects
of a position.

1.2.1 Competitive Landscapes: the arenas in which rivals jockey
for position.

1.2.2 Exploiting Exploration: how competitive landscapes are
searched and positions identified.

1.2.3 Position Complexity: how positions arise from interac-

tions in complex environments.
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1.3 Elemental Analysis: the relevant components of all competi-
tive positions.

1.3.1 Competitive Comparison: competition as the comparison
of positions.

1.3.2 Element Scalability: how elements of a position scale up to
larger positions.

1.4 The External Environment: external conditions shaping
strategic positions.

1.4.1 Climate Shift: forces of environmental change shaping
temporary conditions.

1.4.2 Ground Features: the persistent resources that we can
control.

1.5 Competing Agents: the key characteristics of competitors.

1.5.1 Command Leadership: individual decision-making.

1.5.2. Group Methods: systems for executing decisions.

1.6 Mission Values: the goals and values needed for motivation.

1.6.1 Shared Mission: finding goals that others can share.

1.6.2 Types of Motivations: hierarchies of motivation that
define missions.

1.6.3 Shifting Priorities: how missions change according to

temporary conditions.
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Chapter 2

TE&

Make Battle — Going to War

Sun Tzu’s is an aggressive strategy in one sense. It teaches that

if you are not actively advancing your position, your position is
actually weakening. Once you understand your position, you must
identify opportunities to improve your position.

However, improving your position isn't simply a matter of win-
ning battles. Sun Tzu specifically defines success as making victory
pay. You must win the most rewarding ground at the lowest pos-
sible cost. This economic focus is one of the reasons that Sun Tzu’s
strategic system works so well in today’s world.

Picking an opportunity starts with a fine appreciation of the
debilitating cost of conflict and how easily money is wasted. Sun
Tzu recognizes that both the total costs and the total rewards of
winning new ground are unpredictable. This means when you
choose where to advance you must minimize risks and costs.

Many physical factors, such as distance, increase your costs.
You must choose close, easy targets for your efforts. Sun Tzu’s
system makes cost control easy. You must make every campaign for
advancement pay for itself as directly and quickly as possible.

One of the key characteristics of a successful warrior is disci-
pline. This discipline starts with the ability to control costs. You can
only improve your position and cost control at the same time by
being very selective about the markets that you target.
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gMake Battle

#sun FTzu Hsaip:

JLAll Buse FewarZ's :'E:philosophy,]_
%Speed Hicarts T thousand $Mhorse teams,
&Change Hicarts T thousand %multiply by,

wCarry Fl armor Tten Bten thousand,

FThousand B.miles ﬁﬁgive gift *Egrain,
HliThen Pinternal #Pexternal Zof %waste,

gGuest gvisitorZ's ;ﬂuse,
- & %Glue %glacquer Zit #lumber,
w, HCart Farmor Zit ireceive,
4 %f’%}g; HSay B waste Tthousand Emeral,
%ﬁf@ Rso Bl behind tren amyriad Zof
&% s Rl croops Braise Rwill.
PHILOSOPHY:
The concept HThis Muse Bbartle Halso ﬁ;;p?nsive
N . victory,
;:;loiﬁlfni‘/:f;s ﬂLong time Mihen $liblune Fewar gd}ifeat
. sharp,
Ztlﬁ;f(:/ile_l:l ;heen\l/.\/; IU- B Atrack h&city Rl ihen ijower JA humiliate,
path that people ALong time Fviolent Hlitroops Wihen
commonly fol- Bnation Fuse Anot Bsufficient.
low to get to
their goals.
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Chapter 2: Going to War

SUN TZU SAID:

]_ Everything depends on your use of military philosophy.
Moving the army requires thousands of vehicles.
These vehicles must be loaded thousands of times.
The army must carry a huge supply of arms.

You need ten thousand acres of grain.

This results in internal and external shortages.
Any army consumes resources like an invader.

It uses up glue and paint for wood.

It requires armor for its vehicles.

People complain about the waste of metal.

It will set you back when you attempt to raise

tens of thousands of troops.

./f;;f [Bwhl &%
12Using a huge army in battle success very ECONOMICS:
expensive. This chapter
Long delays create a dull army and sharp discusses the
defeats. key element of
Attacking enemy cities drains your forces. ground, which
Long violent campaigns that exhaust the is the economic
nation’s resources are wrong. basis for success

in all forms of
competition.
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FHusband #iblunt Ewar,

#Defear @ﬁsharp,

{BHumiliate ijower,

B Use up ﬁ'money,

W Then #&various BEnoblemen ;&multiply by Hechis
%corruption Miand yet @begin;

%Although Fhave %:intelligence %’is,

ANo BBcan #good Hthis Bfall behind Zwill be!

W Make Fewar Mhear #icareless f‘ispeed,
FHave not Mseen T skillful Zof Along time W also.

FHusband Fewar ﬁ\long time Miand yet B nation
iHadvanta\ge %‘is,
FHave not Zit B have Walso.

i Make Pno Bexhaust %]knowledge fﬁusez
TewarZ's Fharm %is,

Althen Ao fBcan Bexhaust éeuknowledge Fuse
FoarZs Fl advantage also.

KNOWLEDGE:
HGood Muse Fewar %‘is,

The;/}arac- &Military service Ao ﬁagain ﬁrecord,
ienrowlergegn(‘jnd B Provisions Pno Zthree Wcarry,
. g, BlChoose Muse o B nation,
it illustrates a A

& Bl source *:Eprovisions #from menemy,
person nextto
amouthll B viake Earmy ﬁsupplies W can
This forms a R sufficient Walso.
picture of listen-
ing.
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1®Manage a dull army.
You will suffer sharp defeats.
Drain your forces.

Your money will be used up.

Your rivals will multiply as your army collapses and they will begin

against you.
It doesn’t matter how smart you are.

You cannot get ahead by taking losses!

23You hear of people going to war too quickly.

Still, you won't see a skilled war that lasts a long time.

25You can fight a war for a long time or you can make your nation

strong.

You can’t do both.

2 Make no assumptions about all the dangers in using military

force.

Then you won't make assumptions about the benefits of using

arms either.

3You want to make good use of war.

Do not raise troops repeatedly.

Do not carry too many supplies.

Choose to be useful to your nation.

Feed off the enemy.

Make your army carry only the provisions it

needs.

Chapter 2:

MINIMIZE:

Each line here is
a separate rule
for minimizing

the risks of com-

petition. Like
all of Sun Tzu's
work, they are in
a highly con-
densed form.
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BNationZ’s ﬁpoverty B0 Bfﬁtroops His iidistant 3
Mtransport,

E Distant mtransport Rllthen B hundred ¥ clans ﬁpoor,
M Near by aﬁitroops His ﬁexpensive Hsell,

ﬁCostly ¥ sell Allthen #wealth Y exhaust,

FAWealth Mexhaust Jthen B quickly o pﬁempty
&military service,

HForce Ml consume Mwealth gﬁentirely,

r‘PAmong JR former Minternal ﬁempty B from

K households.

B Hundred #clans Zof Bwaste,

*+Ten %go Hihis ’Bseven,

2xPublic K households Zof Bwaste,

Wi Broken ﬁarmy # dismisses ‘%horses,

B Armor H helmet FRarrow B thrown down,
R Sword Mhshield BRconceal mrow,
FEEmpty A ox ijig Hcart,

+Ten i‘go Hehis 7Ssix.

W Viake %intelligence %general Brduties ﬁfood4
Ffrom menemy.

R Food menemy —one M cup,
ﬁEqual Eour ﬁtwenty ﬁcup,
2 Hay ﬁ-‘grain ~—one Estone,
ﬁ'Equal Eour ﬁtwenty Astone.
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3 The nation impoverishes itself shipping to troops that are far
away.

Distant transportation is costly for hundreds of families.

Buying goods with the army nearby is also expensive.

High prices also exhaust wealth.

If you exhaust your wealth, you then quickly hollow out your
military.

Military forces consume a nation’s wealth entirely.

War leaves households in the former heart of the nation with

nothing.

8War destroys hundreds of families.

Out of every ten families, war leaves only seven.

War empties the government’s storehouses.

Broken armies will get rid of their horses.

They will throw down their armor, helmets, and arrows.
They will lose their swords and shields.

They will leave their wagons without oxen.

War will consume sixty percent of everything you have.

Because of this, it is the intelligent commander’s duty to feed

off the enemy.

2Use a cup of the enemy’s food.
It is worth twenty of your own.
Win a bushel of the enemy’s feed.

It is worth twenty of your own.

Chapter 2: Going to War
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B Make BEkill Menemy His ?&rage ’H?aalso;
B Obtain BlenemyZ's 1 advantage Fis Fmoney Walso.

W Make HLcart Bbatle,

3 0btain Bcart Tten %multiply uby _tabove,

H Reward Fthis Fhirst Fobrain %‘is,

MiAnd yet ﬁchange Hoihis %banner mﬂag,

HCare Bmix Miand yet gﬁmultiply Zit,

Zv‘(l'f;‘Solcliers %good Miand yet %provide for Zit,

R Correct il understanding ﬂ#victory Menemy filand yet
ﬁaugment g%strength.

B Make Fwar Bvaluable ﬂ#victory,s

ANot ﬁexpensive ﬂlong time,

W Male Finow Fwar Zof %general,

&People Zthing 'E]government office ﬁ’order,
BNation & household gz‘peace ﬁ_danger Zof FEruler

2 a1s0.

N

The character for
peace & shows
a woman under
a roof requiring
protection.
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“You can kill the enemy and frustrate him as well.

Take the enemy’s strength from him by stealing away his money.

8Fight for the enemy’s supply wagons.

Capture his supplies by using overwhelming force.

Reward the first who capture them.

Then change their banners and flags.

Mix them in with your own wagons to increase your supply line.
Keep your soldiers strong by providing for them.

This is what it means to beat the enemy while you grow more

powerful.

5 Make victory in war pay for itself.

Avoid expensive, long campaigns.

The military commander’s knowledge is the key.

It determines if the civilian officials can govern.

It determines if the nation’s households are peaceful or a danger to

the state.

RN

VICTORY:

Our book The
Warrior Class
expands each
stanza of the
text into a
strateqy lesson.
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Related Articles from Sun Tzu's Playbook

In his second chapter, Sun Tzu teaches basic competitive economics. We explore these

ideas in more detail in our Sun Tzu's Art of War Playbook To learn the step-by-

step techniques for economical political campaigning, we recommend the articles listed
below.

1.3.1 Competitive Comparison: competition as the comparison
of positions.

1.6.1 Shared Mission: finding goals that others can share.

1.8.3 Cycle Time: speed in feedback and reaction.

1.8.4 Probabilistic Process: the role of chance in strategic pro-
cesses and systems.

2.2.1 Personal Relationships: how information depends on
personal relationships.

2.2.2 Mental Models: how mental models simplify decision-
making.

2.3.4 Using Questions: using questions in gathering informa-
tion and predicting reactions.

3.1 Strategic Economics: balancing the cost and benefits of
positioning.

3.11 Resource Limitations: the inherent limitation of strategic
resources.

3.1.2 Strategic Profitability: understanding gains and losses.

3..3 Conflict Cost: the costly nature of resolving competitive

comparisons by conflict.
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3.1.4 Openings: seeking openings to avoid costly conflict.

3.1.5 Unpredictable Value: the limitations of predicting the value
of positions.

3.1.6 Time Limitations: the time limits on opportunities.

4.0 Leveraging Probability: better decisions regarding our
choice of opportunities.

4.1 Future Potential: the limitations and potential of current
and future positions.

4.2 Choosing Non-Action: choosing between action and non-
action.

5.3 Reaction Time: the use of speed in choosing actions.

5.3.1 Speed and Quickness: the use of pace within a dynamic
environment.

5.3.2 Opportunity Windows: the effect of speed upon opposi-
tion.

5.3.3 Information Freshness: choosing actions based on fresh-
ness of information.

5.4 Minimizing Action: minimizing waste, i.e., less is more.

5.4.1 Testing Value : choosing actions to test for value.

5.4.2 Successful Mistakes: learning from our mistakes.

5.5 Focused Power: size consideration in safe experimentation.

5.5.1 Force Size: limiting the size of force in an advance.

5.5.2 Distance Limitations: the use of short steps to reach
distant goals.
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Chapter 3

2k

Plan Strike — Analyzing Attacks
The central topic of this chapter is unity, focus, and speed and their
effect on the relative strength of an organization. The context is
"attacks,” which means moving into new territory or into territory
controlled by others.

In the chapter’s first section, Sun Tzu says that unity and focus
are required at every level of an organization. The goal of unity and
focus is not to win conflict but to succeed without conflict.

Sun Tzu then lists the basic forms of attack in descending order
of importance. The text then warns against the worst of these:
laying siege to another’s strong position.

In the third section, Sun Tzu suggests an incremental approach
to success: using small, focused engagement where we have the
clear advantage. He lists our tactics based on relative size.

In section four, we are warned against political divisions within
an organization. In classical strategy, a natural division occurs
between an organization’s productive half, the nation, and its com-
petitive force, the army. These two halves must support one another,
and the politicians controlling the nation must let commanders
control the competitive forces.

Sun Tzu then details the five areas of knowledge that determine
our ability to unite and concentrate our forces. These five areas
diagram against the five key elements in competition.

He ends with a warning about the dangers of miscalculating the

relative strength our organization is facing in competition.
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OPPOSITES:

Most of Sun
Tzu's concepts
are defined as
complementary
opposites, such
as complete
(united) 4 and
broken (divided)
k.

» .
é;% Plan Strike

IX

#Hsun FTzu Hsarp:

JLall Buse TewarZs ﬁfmethods,l
éComplete Bnation Fybecomes J:above,
B Broken Bnation Ksecond-rate Zit,

4= Complete Earmy Fibecomes Eabove,
WiBroken Earmy K second-rate Zit,
f!-fComplete ﬁﬁbrigade Fobecomes J:above,
WiBroken ﬁﬁbrigade K second-rate Zit,
éComplete Z“lfisoldiers Fobecomes J:above,
BB roken Z?‘soldiers K second-rate Zit,
éComplete {fLunit Fibecomes J:above,

W Broken fALunit Ksecond-rate Zit.

R Correct Bmake B hundred Bbattles
Hhundred %Victories,
JEWeak %good Zof dEweak His ’H?aalso;

ANo Bbartle Miand yet JBhumiliate Amen Zof Fewar,

W Good Zof %good Fis Walso.

#Make Eabove Fwar Fcur down ﬁscheme,z

HThis KRnext Feutr down )fémeet,
HThis Rnext BKcur down ﬁ%war,
HThis Fbelow Fattack Wity
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Chapter 3: Planning an Attack

SUN TZU SAID:

]_ Everyone relies on the arts of war.

A united nation is strong.

A divided nation is weak. ' ’
STRENGTH:

A united army is strong.

A divided army is weak. The key element
A united force is strong. d'iscus_SEd here
A divided force is weak. 15 phﬂosqphg,
United men are strong. b(lJI_ISIZSIC:fIIfntIfiZ
Divided men are weak. and focus, which
A united unit is strong. are the basis for
A divided unit is weak. strength.

12Unity works because it enables you to win every
battle you fight.

Still, this is the foolish goal of a weak leader.
Avoid battle and make the enemy’s men surrender.

This is the right goal for a superior leader.

2 The best policy is to attack while the enemy is still planning.
The next best is to disrupt alliances.
The next best is to attack the opposing army.

The worst is to attack the enemy’s cities.
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B Actack h&city Zof ﬁ;‘method,
Fobecome Pno Frobrain Eaﬁnish;
B rix 80w Bcharior mhearse,
Hrhis %gequipment mmachinery,

=Three Amonths Miand yet £ fall behind ﬁiaccomplish,

PEDistance Menclose,

XAgain = three Fuse Miand yet & 1all behind Bﬁnish;

B General Bno %victory Hihis @:angers,

MiAnd yet U898 nsect BfFadd o Zit,

BKill Eofficers Fsoldiers =three ﬁseparate Zof —one,

ATTACK:

The character
attack %1 means
moving into
new territory.

It is different
from conflict
4 whichis a
violent
confrontation.

MiAnd yet h&city Ao *ﬁpull out %one,
BiHere Battack Zof Hdisaster Walso.

# Make %good Muse Fwar %is,}
JB Humiliate ApeopleZ's Fewar;
MAnd yet FEweak Bbartle Halso;
#pull out Amen Zof #f(city,

MAnd yet AEweak Bartack Halso;
%kDestroy Amen Zof Bnation,
MiAnd yet AEweak Along time Walso.

DMust EAby £ complete Fr conflice Fro
Kheaven Fbelow,

W Make Fewar Ano llﬁpause,
*'JAdvantage Wean _{ﬁ'complete,

EEHere ﬁplan Barrack Zof Himethod
Walso.
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5This is what happens when you attack a city.
You can attempt it, but you can’t finish it.
First you must make siege engines.

You need the right equipment and machinery.
It takes three months and still you cannot win.

Then you try to encircle the area.

You use three more months without making progress.

Your command still doesn’t succeed and this angers you.

You then try to swarm the city.
This kills a third of your officers and men.

You are still unable to draw the enemy out of the city.

This attack is a disaster.

Make good use of war.
Make the enemy’s troops surrender.
You can do this fighting only minor battles.
You can draw their men out of their cities.
You can do it with small attacks.
You can destroy the men of a nation.

You must keep your campaign short.

8You must be united in conflict from the top to
the bottom.

Never stop when you are at war.

Your opportunity comes from being united.

In every situation, this is how your plan your

attack as well.

MINIMIZE:

Since you can-
not control the
results of a plan,
the first rule is
to control what
you can, which
is how much you
invest.
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60

i Make Fuse FTewarZs ?z‘method,

T Ten Rllihen Bencircle Zit,

FiFive Allthen Barrack Zit,

& Times Rlthen 47 divide Zit,

B Enemy Hlthen #Bcan Bbartle Zir,
P ricle Wihen ABcan &F defend Zit,
Ao HElike Mihen RBean Bevade Zir.

W Make Plittle menemy Zof %solid,
j‘Big menemy Zof Wcarch Walso.

R Husband ;H‘general %’is,4
BINation Zs Bliassist Halso.

HH Assist F'%helps ﬂuthen B nation Mmust lElstrong,
B Assist pﬁsplit ﬂuthen Bnation Bmust Sweak.

HMake HarmyZs i place EAby B problem §from
Bmonarch His =three:

ANo Hiknow =three ﬁarmyZ’s Ano Wcan L‘Jsby
#advance Miand yet #Hcall #Eadvance,

ANo #know =three ﬁarmyZ’s Ao Wcan w\by
means of Bwithdraw Miand yet #Hcall igwithdraw,

R Correct R call Btie up Earmy;

AANo Hknow —three ﬁarmyZ's $profession,
MiAnd yet [Flsame =three EarmyZ's i&government,
Al rhen ﬁarmy +officers Bconfused Rwill be.
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2The rules for making war are:

If you outnumber enemy forces ten to one, surround them.
If you outnumber them five to one, attack them.

If you outnumber them two to one, divide them.

If you are equal, then find an advantageous battle.

If you are fewer, defend against them.

If you are much weaker, evade them.

19Small forces are not powerful.

However, large forces cannot catch them.

4YOL1 must master Command.

The nation must support you.

3Supporting the military makes the nation powerful.

Not supporting the military makes the nation weak.

5The army’s position is made more difficult by politicians in three
different ways.

Ignorant of the whole army’s inability to advance, they order an
advance.

Ignorant of the whole army’s inability to withdraw, they order a
withdrawal.

We call this tying up the army.

Politicians don’t understand the army’s business.

Still, they think they can run an army.

This confuses the army’s officers.
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ANo %knowledge Zthree BEarmiesZ’ mauthority,
MiAnd yet flsame =three EarmiesZ’ fEallow,
Al then ﬁarmy Fofficers BEdoubtful Rwill be.

=Three ﬁarmy BEboth Bconfused H.and Eﬁfdoubtful,
RlThen ##&various B noblemen Z’s ﬁ&disastergarrivez)%will,
% Correct B call Bldisorder Barmy 5pull Bvicrory.

#Make Hlknow %victory Fhave ﬁﬁvezs
@Knowledge "can EAby means of Bbartle yggive Ano
Wean w\by means of Bbarttle His ﬂ#victory,
mKnowledge Fcrowd Fescarce Zof Mluse His %victory,
EAbove Thelow Fsame #desire His %victory,

I:J\By )ﬁworry P obrain Ano ngorry His %victory,
#¥General BBable Miand yer Bmonarch Ano Mldrive
His %victory,

EEHere Hifive Fare,

FKnow BvictoryZ's ﬁphilosophy Walso.

#Make Hsaid:
SNKnow Weach other Fknow aself,

IGNORANCE: H Hundred Bbartles Ano Fﬁdangerous,
Many opposites ANo HFlknow Heach other Miand yet
consist of a Fknow Tuself,
character, for —One Bvictory —one Fdefear,
example, know ASNo Hknow Keach other Bno Fknow
5N and the ne- Cself,
gated character, Every Bbartle Bmust B be defeated.
notAs know%H,

for ignorance. Ve
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12DPoliticians don’t know the army’s chain of command.
They give the army too much freedom.

This will create distrust among the army’s officers.

15The entire army becomes confused and distrusting.
This invites invasion by many different rivals.

We say correctly that disorder in an army kills victory.

5 You must know five things to win:

Victory comes from knowing when to attack and when to avoid
battle.

Victory comes from correctly using both large and small forces.
Victory comes from everyone sharing the same goals.

Victory comes from finding opportunities in problems.

Victory comes from having a capable commander and the

(oo

=y
) "
&

You then know the theory of victory. Ao oS

6 We say: "‘,

“Know yourself and know your enemy.

government leaving him alone.

You must know these five things.

)

MAPPING:

You will be safe in every battle.
You may know yourself but not know your Most concepts
enemy. such as the "five
You will then lose a battle for every one you win. victories" above
You may know neither yourself nor your map to other as-
enemy. pects of the Sun
You will then lose every battle.” Tzu’s system, in
this case the five
key elements.

b
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Related Articles from Sun Tzu's Playbook

In this third chapter, Sun Tzu introduces the basics of advancing into new areas. To
learn the step-by-step techniques involved, we recommend the Sun Tzu's Art of War
Playbook articles listed below.

111 Position Dynamics: how all current positions are always
getting better or worse.

11.2 Defending Positions: how we defend our current positions
until new positions are established.

1.2 Subobjective Positions: the subjective and objective aspects
of a position.

1.3.1 Competitive Comparison: competition as the comparison
of positions.

1.7 Competitive Power: the sources of superiority in challenges.

1.71 Team Unity: strength by joining with others.

1.7.2 Goal Focus: strength as arising from concentrating efforts.

1.8 Progress Cycle: the adaptive loop by which positions are
advanced.

1.8.1 Creation and Destruction: the creation and destruction of
competitive positions.

1.8.2 The Adaptive Loop: the continual reiteration of position
analysis.

2.3.6 Promises and Threats: the use of promises and threats as
strategic moves.

2.4 Contact Networks: the range of contacts needed to create

perspective.
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2.4.1 Ground Perspective: getting information on a new com-
petitive arena.

2.4.2 Climate Perspective: getting perspective on temporary
external conditions.

3.0.0 Identifying Opportunities: the use of opportunities to
advance a position.

3.1.3 Conflict Cost: the costly nature of resolving competitive
comparisons by conflict.

3.2 Opportunity Creation: how change creates opportunities.

3.2.2 Opportunity Invisibility: why opportunities are always
hidden.

3.2.4 Emptiness and Fullness: the transformations between
strength and weakness.

3.4 Dis-Economies of Scale: how opportunities are created by
the size of others.

3.4.2 Opportunity Fit: finding new opportunities that fit your
size.

3.4.3 Reaction Lag: how size creates temporary openings.

3.5 Strength and Weakness: openings created by the strength of
others.

3.6 Leveraging Subjectivity: openings between subjective and
objective positions.

3.7 Defining the Ground: redefining a competitive arena to
create relative mismatches.

5.6 Defensive Advances: balancing defending and advancing
positions.
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Chapter 4

5

Form — Positioning

The Chinese term xing literally means “form.” However, Sun Tzu
uses it to mean the formation or concentration of resources at a
given position. The concentration can be defensive or offensive,
and, according to the science of bing-fa, an offensive move to a new
position should only be made when a clear, certain-to-be-successful
opportunity presents itself.

Sun Tzu starts by explaining the defense and attack cycle. We
can do no more than protect our existing position until the com-
petitive environment can create new opportunities for us. The text
then explains that our success initially depends on our ability to
defend our current position and generate surplus resources until an
opportunity presents itself.

When we see an opportunity to attack, we must maintain a
defensive mindset, asking ourselves how defensible our new posi-
tion will be. After we see a defensible opportunity (foresight), we
must be able to both move to that new position and defend it when
we get there.

Sun Tzu provides a simple formula for calculating whether
or not we can succeed in winning a new position. This formula
calculates the number of forces we can move to a specific place in
a specific amount of time versus the amount of resources that our
opponents can move to that position in a specific amount of time.
This calculation is the foundation of positioning, xing, which brings

together a winning amount of force at a given place and time.
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ﬁ;Form

Hsun Frzu Hsap:

HAncient Zof %good B barcle :g'is,]_

FeFirst Fbecome Pnot Pable ﬂ#win,

w\By means of fFserve menemy Zit "lable ﬂ#win,
ANo "able Mwin fEexist with aself,

Al Able Bwin fEexist with Menemy.

B Make %good B barle %is,
fECan Fbbecome Ano "able H#Victory,

ANo BBcan B use Menemy Wonust Wable
%victory.

i Make Hsay:
ENEMY %Victory B can #Aknow Miand yet Pno

Wean Fob _
InSun Tzu's can ecome

system, the
enemy #X is
defined as the
other actors in
the environment
that create
opportunities for
success.
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Chapter 4: Positioning

SUN TZU SAID:

]_ Learn from the history of successful battles.

Your first actions should deny victory to the enemy.
You pay attention to your enemy to find the way to win.
You alone can deny victory to the enemy.

Only your enemy can allow you to win.

*You must fight well.

You can prevent the enemy’s victory.

=

You cannot win unless the enemy enables your

victory.

We say: ‘ : &
You can recognize the opportunity for victory; you
POSITION:

The theme of
this chapter is
using your posi-
tion, specifically
your position

on the ground,
which must be
defensible.

don’t create it.

Chapter 4: Positioning 69



70

7FNO Wean %victory %15,2

P Defend Walso;

W[ Can ﬂ#victory %is,

B Atrack Halso,

¥ Defend Rllthen Ano R sufficient,
T Artack Wlthen Fhas P surplus.

#FGood T defend %is,

B Hoard BRfrom nine hmground Zof -Fbelow,
2 Good Barrack %is,

BMove HRto Jlnine Kheaven Zof Eabove.

#BMake BBcan Hself 1%preserve Mand yet écomplete
Bvictory Walso.

EView %victory, 3
ANo @pass Frowd AmenZs Bt place geuknow,
JEweak %good Zof %good His Walso.

B Bactle %victory fMiland yer Rheaven Fbelow Hsay
%good,
1EWeak %good Zof %good His Walso.

B Make #raise Bautumn Z thousandth,
ANo Frbecome gmany ijorce;

Hview H day Fuse,

ANo Frbecome Hﬁ‘bright Eeye,

M Hear B thunder Eclap,

ANo Fhbecome Mclever Brear.
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2 You are sometimes unable to win.

You must then defend.

You will eventually be able to win.

You must then attack.

Defend when you have insufficient strength.

Attack when you have a surplus of strength.

7You must defend yourself well.
Save your forces and dig in.
You must attack well.

Move your forces when you have a clear advantage.

You must always protect yourself until you can completely

triumph.

3 Some may see how to win.
However, they cannot position their forces where they must.

This demonstrates limited ability.

4Some can struggle to a victory and the whole world may praise
their winning.

This also demonstrates a limited ability.

“Win as easily as picking up a fallen hair.
Don’t use all of your forces.

See the time to move.

Don't try to find something clever.

Hear the clap of thunder.

Don't try to hear something subtle.
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 Ancient Zof %‘good B barcle %is,

%Victory o Eleasy %victory His Walso;

W Viake %good Bbatdle His Zof ﬂ#victory ‘H?aalso,
MewWithout %intelligence »&name,

#without Ebravery Hachievement.

Bviake Forhis Bbacde %Victory Ano T excess,
ANo Rexcess %is,

Hrhis *&position Wmust ﬂ#win,

%Victory BEfinish Mdefear Fis Walso.

X Make %good B baccle %‘is,
3 Stand Hto Pno Mdefear Zof w-’:ground,
MiAnd yer Fno Klose B enemyZ's Mldefear Walso.

& Correct Bmake %Victory Fewar Fefirst H#Victory,
MAnd yet % afterward Kstrive for %battle,

M Defeat Fewar Fofirst Bebartle Miand yet Rafrerward
FKstrive for %Victory.

LEVERAGE:

What we call
leverage is
described by the
characters no A
excess =X and
comes from cor-
rectly as utiliz-
ing your position

1.
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12Learn from the history of successful battles.

Victory goes to those who make winning easy.

A good battle is one that you will obviously win.

It doesn’t take intelligence to win a reputation.

It doesn’t take courage to achieve success.

17You must win your battles without effort.
Avoid difficult struggles.
Fight when your position must win.

You always win by preventing your defeat.

2'You must engage only in winning battles.

Position yourself where you cannot lose.

Never waste an opportunity to defeat your enemy.

24You win a war by first assuring yourself of victory.

Only afterward do you look for a fight.

Outmaneuver the enemy before the first battle and then fight to

win.

Chapter 4:

EASE:

At this point,
you have read
over a hundred
competitive
rules. The
easiest way to
remember them
Is to learn their
connections.

Positioning 13



ADVANTAGE:

The concept

W Good Muse Fewar %’is,4
& rix :'Ephilosophy Miand yet Rpreserve #method,
M Make BBcan Fvbecome ﬂ#victory WldefearZ’s L&govern.

Fewar #imethods:
“—1. HSay BEmeasure,
—.>. HSay iquantity,

E—}. E]Say ﬁcount,
M, HSsay *ﬁ-weigh,
Tis. Hsay H#Victory,

HGround Hbirth Emeasure,
BEMeasure Hbirth iquantity,
%Quantity Hbirth ﬁcount,
B count Hbirch ﬁweigh
ﬁWelgh Hebirth %vlctory :

%amount of gold ﬁwelgh #amount of silver,
HDefeat Fewar Fseem [:Jsby means of
#kamount of silver ﬁweigh # 2 mount of gold.

advantage F %Victory His Zof Bbartle &people also,5

means also an % Seem Hewash Faccumulate Awater
opening, an B’t\through T thousand M fathom Zof Bt oorge His,
opportunity, and J Form HLalso.
having an edge
ina given situ- N
ation.
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You must make good use of war.
Study military philosophy and the art of defense.

You can control your victory or defeat.

4This is the art of war:
“1. Discuss the distances.
Discuss your numbers.
Discuss your calculations.

Discuss your decisions.

S Y

Discuss victory.

1°The ground determines the distance.

The distance determines your numbers.
Your numbers determine your calculations.
Your calculations determine your decisions.

Your decisions determine your victory.”

15Creating a winning war is like balancing a coin of
gold against a coin of silver. l i
Creating a losing war is like balancing a coin of

silver against a coin of gold. ELEMENTS:

This five-step

5 Winning a battle is always a matter of people. process takes
You pour them into battle like a flood of water knowledge of
pouring into a deep gorge. the ground and
This is a matter of positioning. converts it into

what we call

an aim for the
bh future.
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Related Articles from Sun Tzu's Playbook

In this fourth chapter, Sun Tzu explains the process for advancing positions. To learn the
step-by-step techniques involved, we recommend the Sun Tzu's Art of War Playbook
articles listed below.

11.2 Defending Positions: how we defend our current positions
until new positions are established.
1.2 Subobjective Positions: the subjective and objective aspects

of a position.
1.3.1 Competitive Comparison: competition as the comparison
of positions.
1.7 Competitive Power: the sources of superiority in challenges.
1.8 Progress Cycle: the adaptive loop by which positions are

advanced.
1.8.1 Creation and Destruction: the creation and destruction of

competitive positions.
1.8.2 The Adaptive Loop: the continual reiteration of position

analysis.
3.0.0 Identifying Opportunities: the use of opportunities to

advance a position.
3.2 Opportunity Creation: how change creates opportunities.

76 The Art of War Plus The Ancient Chinese Revealed



3.2.4 Emptiness and Fullness: the transformations between
strength and weakness.

3.4.2 Opportunity Fit: finding new opportunities that fit your
size.

3.5 Strength and Weakness: openings created by the strength of
others.

3.7 Defining the Ground: redefining a competitive arena to
create relative mismatches.

5.6 Defensive Advances: balancing defending and advancing
positions.

5.6.1 Defense Priority: why defense has first claim on our
resources.

9.4 Crisis Defense: how vulnerabilities are exploited and
defended during a crisis.

9.4.1 Division Defense: preventing organizational division
during a crisis.

9.4.2 Panic Defense: the mistakes arising from panic during a
crisis.

9.4.3 Defending Openings: how to defend openings created by
a crisis.

9.4.4 Defending Alliances: dealing with guilt by association.

9.4.5 Defensive Balance: using short-term conditions to tip the

balance in a crisis.
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Chapter §

%)

Influence — Momentum

Sun Tzu entitled this chapter shi, “force,” but in bing-fa, the charac-
ter used, shi, is more complicated than simple power. It means put-
ting people and events in motion in such a way that they become
unstoppable. This idea is captured better by the English term
“momentum.” However, what interests Sun Tzu is not just momen-
tum but the process by which it is created. This process is a system-
atic approach of combining standard practices with new methods
to create "surprise,” but what we more generally call "innovation”.
Battling with innovation simultaneously undermines an opponent’s
movement and their knowledge.

Sun Tzu explains that standards and surprise—that is, innova-
tion—depend on one another and that there are an infinite number
of paths to innovation. He uses the metaphors of music, color, and
flavor as metaphors for the three skills of knowledge (listening),
foresight (aiming), and testing (moving). These are the three areas
where innovation is the most important. They map to the first three
steps of the scientific method where knowledge is observation,
foresight is creating a hypothesis, and movement is conducting
an experiment. The pressure of innovation in this cycle must be
released by timing when it is most needed.

The text then addresses the chaotic nature of all competitive
movements. Though we cannot eliminate this chaos, we can control
it, just as we use the chaos of innovation to disrupt the control of
our opponents’ plans.
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Influence
3%

#sun TTzu Hsaip:
JLan ¥ govern Hcowd Wiike IR govern gfew,]_

45y Separate B number R correct Walso;

FﬁFight Fcrowd Alike Fﬁﬁght ;few,

¥ Eorms 4 names %correctly ‘Hlalso;

=Three ﬁarmy Zof *crowd,

FCan B cause Ymust Zreceive menemy fMiland yet
Mewithout M defeat %is,

#F Unusual -—LEstraight e correct Walso;
—EWar;Z's Fﬁplace jmincrease,

Bas i w\by means of B order ¥ throw JB eggs %‘is,
ﬁEmpty Ffull Rcorrect Walso.

\\

AL b
e -

Y, sl A

i\

- R\ JLnal B bacile %iS,Z

STRAIGHT wsBy means of -—LEstraight ’bl:l'join,
The character L‘)\By means of BFunusual %Victory.
straight 1E also

means correct, i Make %good Hexit BFunusual His,
normal, and #without Blimit AMas if Rheaven B place,
eYe"j Its oppo- ANo Mexhaust Mas if Lriver Mstream.
site is unusual,

¥, strange, and

odd.
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Chapter 5: Momentum

SUN TZU SAID:

]_You control a large group the same as you control a few.

You just divide their ranks correctly.

You fight a large army the same as you fight a small one.

You only need the right position and communication.

You may meet a large enemy army.

You must be able to sustain an enemy attack without being

defeated.

You must correctly use both surprise and direct action g
e

Your army’s position must increase your strength.

Troops flanking an enemy can smash them like eggs. ] N
You must correctly use both strength and weakness. | (
2 It is the same in all battles. :
. SURPRISE:
You use a direct approach to engage the enemy.
You use surprise to win. Because no con-
frontation goes

as planned, and
can always go
badly, you must
prepare surpris-
es beforehand.

4You must use surprise for a successful escape.
Surprise is as infinite as the weather and land.

Surprise is as inexhaustible as the flow of a river.
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#End Miand yet B return to ﬁﬁstart,
H Day Hmonth & correct #also.

FEDead Miand yet Breturn to HEbirth,

EFOUI‘ B#season %COI‘I‘CCI 'H!JalSO.

FIVE: B Tone A no J'@pass Hifive,

Five ﬂkey FiFive Brone Z's Mrransform,

elements of two ANo ®can ﬂ#victory hlisten Malso.

pairs balanced

around a & Color Pno ﬁpass Hifive,

center describe FiFive BcolorZ’s ﬁtransform,

every area in ANo ®lcan %Victory Plobserve Walso.

Chinese science,

Isr;f(iL;g;Zg BKScents o J'@pass Hifive,
’ FiFive BRscents Z’ ﬁtransform,

ANo Hlcan ﬂ#victory E taste )d'.’aalso.

B Barile g‘inﬂuence,

ANo i@lpass #F unusual IEstraight,

# Unusual IEstraightZ's ﬁtransform,
ANo lcan ”#victory 8 limic Halso.

¥ Unusual IEstraight 'f&mutually Hborn,
ALike Bcircle Z's Fwithout Uiiend,
Pwhich BEcan Blimic Zic Balas!

B Flow Kwater Zof ﬁrapid,g

§Stop Bto i floar Arock %is,
B Influence Walso.
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7You can be stopped and yet recover the initiative.

You must use your days and months correctly.

9If you are defeated, you can recover.

You must use the four seasons correctly.

UThere are only a few notes in the scale.
Yet you can always rearrange them.

You can never hear every song of victory.

14There are only a few basic colors.
Yet you can always mix them.

You can never see all the shades of victory.
7There are only a few flavors.
Yet you can always blend them.

You can never taste all the flavors of victory.

20You fight with momentum.

VARIETY:

Even though
everything
consists of

only five key

elements, those
elements can be
arranged in an
endless number
of chains.

There are only a few types of surprises and direct actions.

Yet you can always vary the ones you use.

There is no limit to the ways you can win.

24Surprise and direct action give birth to each other.

They are like a circle without end.

You cannot exhaust all their possible combinations!

3 Surging water flows together rapidly.
Its pressure washes away boulders.

This is momentum.
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B Hawk Bbird Zof ¥strike,

Esop Hto Bdestroy Psuffer loss %is,
P y

i Restrain Walso.

& Correct Wmake %good B bactle %is,
HThis Finfluence pﬁdangerous,
HThis Hirestrain ﬁbrieﬁ

% Influence Mcomparable to Mstretched B crossbow,
HiiRestrain ﬁucomparable to Bmachine ¥ shoot.

#YConfused #confused &:‘tangled ?E\‘tangled,4
FﬂFight ﬁlidisorder,
MiAnd yet Ano H.rrnay Blidisorder Walso.

YEMuddy Emuddy Mmurky Mmurky,

REVERSAL: ¥ Form @round,
In the natural MiAnd yet no Wmay M defeat Walso.
process, each

element cre- BlDisorder Hbirth Hto iﬁrule,
ates or gives 1% Fear Hbirth Hlto Ebravery,
birth 2kto its BHWeak Hbirth 5o gﬁstrong.
complementary

Opposite If given #Rule Bldisorder,

enough time.
g ﬁCount Jdlalso;
B Brave 'H?fear,
%Inﬂuence Halso.

‘3§r‘l5trength ngeakness,
¥ Form Walso.
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4A hawk suddenly strikes a bird.
Its contact alone kills the prey.

This is timing.

7You must create only winning battles.
Your momentum must be overwhelming.

Your timing must be exact.

10Your momentum is like the tension of a bent crossbow.

Your timing is like the pulling of a trigger.

War is very complicated and confusing.

Battle is chaotic.

Nevertheless, you must not allow chaos.

4War is very sloppy and messy.
Positions turn around.

Nevertheless, you must never be defeated.

7Chaos gives birth to control.
Fear gives birth to courage.

Weakness gives birth to strength.

19You must control chaos.
This depends on your planning.
Your men must brave their fears.

This depends on their momentum.

14You have strengths and weaknesses.

These come from your position.

Chapter 5:

CHAOS:

War defines

a competitive
environment in
which combat-
ants' plans col-
lide resulting in
something that
no one plans.
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B Make %good B move menemy %is,

%Form Zit,
mEnemy W muse Wtollow Zit;
T Give Zit,

mEnemy Bmust Bleake Zit,

UuBy means of ¥l advantage Bmove Zit,
L‘J\By means of 2Vtr‘solcliers B move Zit,
LJ\By means of Esubstantial ﬁstay Zit.

X Make %good B battle %is,s
K seek Zit Ffrom %inﬂuence,
ANo HEdemand Fifrom Amen,

# Make BBable ##choose Amen MMiand Fallow ¥influence.

The concept of
influence % or

momentum com-
bines characters
meaning force or
poweer, with
the character for
ground Hb,

{EAllow Finfluence %is,

Hrhis Bbacde Amen ‘Hlalso,
!‘uComparable o 1801 Rerees Estones,
ARTrees BAstones Zof ‘Iﬂinature,
Lconsole Mthen ﬁ%tranquil,

ﬁDanger ﬂuthen @Jmove,

J Direction Mthen _l.tstop,

B Round Mchen T move.

# Make %good Bbartle AmenZ's
%inﬂuence,

Aas it W01l Blround Arocks o

T thousand P fathoms Zof Eabove %is,
B Influence Walso.

b
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16You must force the enemy to move to your advantage.

Use your position.

The enemy must follow you.

Surrender a position.

The enemy must take it.

You can offer an advantage to move him.
You can use your men to move him.

You can use your strength to hold him.

You want a successful battle.
To do this, you must seek momentum.

Do not just demand a good fight from your people.

You must pick good people and then give them momentum.

5You must create momentum.

You create it with your men during battle.
This is comparable to rolling trees and stones.
Trees and stones roll by their nature.

Offer men safety and they will stay calm.
Endanger them and they will act.

Give them a place and they will hold.

Round them up and they will march.

BYou make your men powerful in battle with
momentum.

This should be like rolling round stones down
over a high, steep cliff.

Momentum is critical.

b

Chapter 5:

MOMENTUM:

By definition,
momentum does
not come from
doing what is
predicted, but
from doing
something that
no one expects.
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Related Articles from Sun Tzu's Playbook

In his fifth chapter, Sun Teu explains the process for creating momentum. To learn the
step-by-step techniques involved, we recommend the Sun Tzu's Art of War Playbook
articles listed below.

1.2 Subobjective Positions: the subjective and objective aspects
of a position.

7.0 Creating Momentum: how momentum requires creativity.

71 Order from Chaos: the value of chaos in creating competitive
momentum.

711 Creating Surprise: creating surprise using our chaotic
environment.

71.2 Momentum Psychology: the psychology of surprise.

713 Standards and Innovation: the methodology of creativity.

7.2 Standards First: the role of standards in creating connec-
tions with others.

7.2.1 Proven Methods: identifying and recognizing the limits of
best practices.

7.2.2 Preparing Expectations: how we shape other people’s
expectations.

7.3 Strategic Innovation: a simple system for innovation.

7.3.1 Expected Elements: dividing processes and systems into

components.
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7.3.2 Elemental Rearrangement: seeing invention as rearranging
proven elements.

7.3.3 Creative Innovation: the more advanced methods for
innovation.

7.4 Competitive Timing: the role of timing in creating momen-
tum.

7.4.1 Timing Methods: the three simplest methods of control-
ling timing.

7.4.2 Momentum Timing; the relative value of momentum at
various times in a campaign.

7.4.3 Interrupting Patterns: how repetition creates patterns for
surprise.

7.5 Momentum Limitations: the implications of momentum’s
temporary nature.

7.51 Momentum Conversion: converting momentum into posi-
tions with more value.

7.5.2 The Spread of Innovation: the spread of innovation to
advance our position.

7.6 Productive Competition: using momentum to produce
more resources.

7.6.1 Resource Discovery: using innovation to create value from
seemingly worthless resources.

7.6.2 Ground Creation: the creation of new competitive ground

to be successful.
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Chapter 6

A

Empty Full — Weakness and Strength

The two opposing and complementary concepts that are the topic
of this chapter, xu and sat, are difficult to translate. Xu is gener-
ally translated as weakness, but it literally means false, worthless,
empty, and hollow. Sat is translated as strength, but it literally
means real, wealthy, honest, and solid. Together these concepts
describe the mechanism by which we avoid conflict and turn
problems into opportunities. The contrasting ideas of xu (weak-
ness, emptiness) and sat (strength, fullness) are united. Strength
equals abundance and is associated with heaven as a temporary
state. Weakness equals need and is associated with the ground as a
stable state.

Sun Tzu begins addressing this complex idea by explaining that
an army that arrives at an empty battlefield is naturally stronger
than one that moves into an area occupied by other forces. He
then continues to explain that movement through empty terrain is
speedier and that both attack and defense are easier when you are
working against emptiness or weakness.

Sun Tzu then explains the relationship between knowledge
and ignorance and strength and weakness. He tells how to focus
our strengths against the weaknesses in the opposition by keeping
our plans a secret. Then he extends the discussion to consider how
secrecy creates opportunities to exploit weakness. Sun Tzu then
summarizes weakness and strength by applying these concepts to

planning, action, position, and battle.
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)ﬁ Empty Full
¥

#Hsun FTzu HsAID:

JLAIL Hfirst BRempty Bbarile M ground Tliand yet Ffwait ]_
menemy His @Eleisure,

B After BEempry Bbartle Hisround Miand yer #hurry
Bebartle His Hexerr.

B Make %good B bartle %is,
#2Send Amen fiiiand yet Anot Blsend Hto Amen.

BECan ¥ cause menemy Amen Bself Barrive His,
FBeneir Zit ‘H’aalso;

BECan f#cause Benemy Amen Znot ﬁ‘gain
garrive %is,

#E Misfortune Zit Halso.

L3 =

EMPTY & FULL

The concepts #Make Blenemy #Krelaxed BBcan %weary Zit,
empty 52 (poor, #iSatisfied BBcan Wlstarve Zit,
scarce) and full FPeaceful BEcan BImove Zit.

% (rich, abun-
dant) are condi-
tions affecting
every element of
a position.
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Weakness and Strength

SUN TZU SAID:

]_Always arrive first to the empty battlefield to await the enemy at
your leisure.

After the battleground is occupied and you hurry to it, ighting is
more difficult.

3You want a successful battle.

Move your men, but not into opposing forces.

5You can make the enemy come to you.
Offer him an advantage.

You can give the enemy no advantage in coming to

you.
Threaten him with danger.

CHANGE:
9When the enemy is fresh, you can tire him. The key ele-
When he is well fed, you can starve him. ment of cli-
When he is relaxed, you can move him. mate (heaven)

dictates that
positions natu-
rally progress
from strength to
weakness.
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M Exic Hchis ﬁﬁplace Ano whurry,z

MHurry Fthis Fiplace no Bintention;

T March Fthousand Bmiles Mibut Fno %Weary His,
#¥March B8to withour Aman Zgo Hbiplace Walso;
B Attack Miand yet Bomust Wrake His,

B Arrack Fchis Hiplace Ano SFdefend Halso;
“FDefend Mibut Bmust Bwalls #is,

SFDefend Fthis BTplace Bino Blarrack Walso.

it Make ggood Bartack His,

mEnemy Ano ﬂknowledge Hchis Fﬁplace %Fdefend.

#Good *Fdefense His,

B Enemy Ano Hlknowledge Fthis Biplace Blartack.

MOVEMENT:

In moving, emp-
tiness is advance
B, moving into
another's terri-
tory, and full-
ness is defense
=¥, holding your
existing terri-
tory.

WTing P %&Tinyi}Z!B

B Arrive i¥to $without %form;
Mspiric P Mspiric P!

Z Arrive IR0 #Ewithour &sound,

#Make fBcan Fibecome MlenemyZ's 7l
manage ﬁdestiny.

HEAdvance Mibur Aono Wean Bldefend His,
@Charge Hthis ﬁempty Halso;
BWithdraw Mibut Bno ®lcan Bchase His,
# Rapid Mibut Ano Plcan Mreach Walso.
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2 Leave any place without haste.

Hurry to where you are unexpected.

You can easily march hundreds of miles without tiring.

To do so, travel through areas that are deserted.
You must take whatever you attack.

Attack when there is no defense.

You must have walls to defend.

Defend where it is impossible to attack.

9Be skilled in attacking.

Give the enemy no idea where to defend.

UBe skillful in your defense.

Give the enemy no idea where to attack.

3 Be subtle! Be subtle!

Arrive without any clear formation.

Ghostly! Ghostly!

Arrive without a sound.

You must use all your skill to control the enemy’s

decisions.

°Advance quietly and he can’t defend.
You can charge through his openings.
Withdraw quietly and he cannot chase you.

He may be quick, but he cannot catch you.

STEALTH:

All methods
connect to the
key pieces of
knowledge: that
is, the time and
place of battle.
Information
controls the
battle.
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W Make 1 BRdesire Bibattle,

B Enemy HEalthough Pihigh Brampart ERdeep W moar,
ANo #obrain Pno gﬂgive o Webaccle #is,

W Artack Fthis Bplace Bmust Brescue Halso;

1 Ano Bdesire Bbardle,

EDivide hﬂ-’aground Miand yet 5F defend %is,

MEnemy Ano Fneed gﬂgive 1 Bbarde &His,
gfE'Oppose Hthis Fiplace Zgo Walso.

#Make Fform Amen Mibur 1 Ewithour %form,4-
HlThen 3.1 Econcentrate Mibut menemy %separate;
I Fconcentrate Fibecome —one,

BEnemy ﬁseparate Fbecome tten,

A= Correct w\by means of Tten atrack Hthis —one ’Hlalso;

AlThen 31 Fcrowd MMibur Wenemy gfew,
ABCan EAby means of #crowd strike Ffew,
AlThen 1 Zgo ﬁﬁplace gﬂgive menemy His,

#1Schedule Zwill.

EOur Fiplace Rgive Bbattle Z's 5
hﬂ-’aground Ano Flcan  HMknow,

METHODS:
A’No Wecan %Aknow,

In me'thods,. AlThen menemy ﬁﬁplace 'fﬁprepared His
emptiness is the £
division 47 of e
fow ngI’CES mEnemy Jiie place %prepared His zmany,

iy Then Bmy Aplace Rgive Bbartle His,
and fullness is 5t P
the concentra- Searce Zewill be.
tion % of o
crowd % of
forces.
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19Always pick your own battles.

The enemy can hide behind high walls and deep trenches.
Do not try to win by fighting him directly.

Instead, attack a place that he must recapture.

Avoid the battles that you don’t want.

You can divide the ground and yet defend it.

Don’t give the enemy anything to win.

Divert him by coming to where you defend.

Make other men take a position while you take none.

Then focus your forces where the enemy divides his forces.

Where you focus, you unite your forces.

When the enemy divides, he creates many small groups.
You want your large group to attack one of his small ones.
Then you have many men where the enemy has but a few.
Your larger force can overwhelm his smaller one.

Then go on to the next small enemy group.

You can take them one at a time.

You must keep the place that you have chosen
as a battleground a secret.

The enemy must not know.

PLACES:

Force the enemy to prepare his defense in many Place and ground
places. are defined
elsewhere in Sun
You want the enemy to defend many places. S

Tzu as infinite.

Then you can choose where to meet the enemy. By this logic
His forces will be weak there. there are alway;
places that
are empty and

unguarded.
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it Make ﬁprepared Wl ront Mihen #hehind Fscarce,
fprepare #behind Mlthen Hilfront #Escarce,
ﬁPrepare Eleft Mthen 7E'right ;scarce,

#iPrepare Aright Rllthen Zleft Fscarce,

Wewithour BT place Zno ﬁprepare,

WThen #without FTplace Ano Fescarce.

§Scarce %is,

'fﬁPrepare Amen #is ’H?aalso;

e Crowd His,

{#Make Amen ﬁprepare Thself Fis Walso.

it Make %ﬂknowledge Bbattle Z’s w_’aground, 6
FKnow BbartleZ’s Hday,
BlThen ®lcan Fthousand B miles Mibut & meet Bbartle.

ANo Fknow Bbattle Z’s ﬁﬁ'place,

ANo Hknow BbartleZ’s H day,

RiThen Zleft Fno BBcan Brescue 7Eright,
7E'Right ZFno BBcan Brescue ZEleft,

GROUND: Al Front Ano fBcan Brescue Hback,
#Back Fno Bcan Brescue ﬁﬂfront,

//Zetgfor}qiggure- MiBut Wsituation Wdistant FHis Bcountt
ten Hmiles,

ground, empti-

> . . '
ness or weak- PENear #is Bcount Emiles™P!

ness is what

is distant 3, EABy means of FHour Bmeasure Zir,
while fullness or #EExcess Amen Zof Fewar ﬂﬁalthough
strength is what #many,
is near L. IRAlso Bwhy ﬁaugment Bto Mvictory Bhalas?
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7If he reinforces his front lines, he depletes his rear.

If he reinforces his rear, he depletes his front.

If he reinforces his right flank, he depletes his left.

If he reinforces his left flank, he depletes his right.
Without knowing the place of attack, he cannot prepare.

Without knowing the right place, he will be weak everywhere.

BThe enemy has weak points.
Prepare your men against them.
He has strong points.

Make his men prepare themselves against you.

6You must know the battleground.

You must know the time of battle.

You can then travel a thousand miles and still win the battle.

4The enemy should not know the battleground.
He shouldn’t know the time of battle.

His left flank will be unable to support his right.
His right will be unable to support his left.

His front lines will be unable to support his rear.
His rear will be unable to support his front.

His support is distant even if it is only ten miles
away.

What unknown place can be close?

12You control the balance of forces.
The enemy may have many men but they are
superfluous.

How can they help him to victory?

DIRECTIONS:

In another
analogy, the
four directions
here, left, right,
front, and back,
are connected to
the four key ex-
ternals elements
of a position.
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B Make Hsaid:
%Victory can Fbecome Walso.

MEnemy aﬁalthough *crowd,
W[Can MEmake Mwithout Mﬁght.

R Make ﬁstrategy Zit Miand yet SAknow ?5gain
Floss Zof g"‘plan,
YE Utilize Zit Miand yet SAknow Blaction Mnon-actionZ’s
Eadministration,
JeForm Zit Miand yet #know Fdeath Zbirth Zof
Hﬂground,
i Contend Zit Miand yet Hknow B have %surplus Anot
R sufficient Zof Rmanagement.

#Make Fform FewarZ's ﬁridgepole,

E Arrive o without %form,

FWithout %form,

HilThen gﬁdeep Eﬂspies Ano RBean %Espy on,

B Wise#His Pno ABcan ﬁplan;

BlFollow Fform fiiand yet %arrange %victory B0 Fcrowd,
FCrowd Fno BBcan Hknow,

AMen l&together SAknow ?ﬁmy B place L‘any means of
%VictoryZ's %form,

MiAnd yet ot Hknow Bour ﬁﬁplace uby means of
#ill conrrol ﬂ#victoryZ's }fzform;

HeVake Forhis Bbardle »#victory Ano B recover,
MiAnd yet MComply with #form %without B limit.
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15We say:

You must let victory happen.

17The enemy may have many men.

You can still control him without a fight.

When you form your strategy, know the strengths and
weaknesses of your plan.
When you execute a plan, know how to manage both action and
inaction.
When you take a position, know the deadly and the winning
grounds.
When you enter into battle, know when you have too many or too

few men.

5Use your position as your war’s centerpiece.

Arrive at the battle without a formation.

Don’t take a position in advance.

Then even the best spies can’t report it.

Even the wisest general cannot plan to counter you.

Take a position where you can triumph using superior numbers.
Keep opposing forces ignorant.

Everyone should learn your location after your position has given
you success.

No one should know how your location gives you a winning
position.

Make a successful battle one from which the enemy cannot recover.

You must continually adjust your position to his position.

Chapter 6: Weakness and Strength 101



FHusband Fewar Eform %image 7kwater, 8

KWater Zgoes %form,

BEAvoid %high Miand yet #Mrend toward —Flow;

Fewar Zgoes %form,
B Avoid &full Miand yet B rike ﬁempty;

IKWater Bfollows Hbearth fiand yet fillcontrol HRflow,
Ewar Bfollows Menemy Miand yet #ll controls %victory.

M Make Fewar #Ewithout & rule 8 influence,

K Water Bwithout F rule %form;

fiECan Pliollow menemy B ransform 'f‘tchange Miand yet

LEADERSHIP:

In making a
decision, you
use empty/full
the same that
water does: it
flows naturally
from fullness
to emptiness,
or from what is
high %5, down to
the low T.

102 The Art of War Plus The Ancient Chinese Revealed

Hiake %Victory,

#Hcall Zic **Spirit.

M Make Fifive fTmarch Ewithout Hrule

ﬂ‘#victory,

P Eour F¥seasons withoutH rule

ﬁzposition,

H Day Fhas Bbrief ﬁlength,
AMonth & has Pedeath Hbirth.

N



8 Manage your military position like water.

Water takes every shape.

It avoids the high and moves to the low.

Your war can take any shape.

It must avoid the strong and strike the weak.

Water follows the shape of the land that directs its flow.

Your forces follow the enemy who determines how you win.

8Make war without a standard approach.

Water has no consistent shape.

If you follow the enemy’s shifts and changes, you can always find a
way to win.

We call this shadowing.

12Fight five different campaigns without a firm
rule for victory.

Use all four seasons without a consistent

position. AWARDS:

Each day passes quickly.
A month can decide your failure or success. Our mqny
books adapting
Sun Tzu's

(N

lessons have
won awards
in business,

careers, self-
help, sports,
philosophy,
and youth
nonfiction.
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Related Articles from Sun Tzu's Playbook

In chapter six, Sun Tzu explains how to find opportunities by leveraging opposites. To
learn the step-by-step techniques involved, we recommend the Sun Tzu's Art of War
Playbook articles listed below.

1.2.1 Competitive Landscapes: the arenas in which rivals jockey
for position.

1.2.2 Exploiting Exploration: how competitive landscapes are
searched and positions utilized.

1.2.3 Position Complexity: how strategic positions arise from
interactions in complex environments.

1.3.1 Competitive Comparison: competition as the comparison
of positions.

2.4 Contact Networks: the range of contacts needed to create
perspective.

2.4.1 Ground Perspective: getting information on a new com-
petitive arena.

2.4.2 Climate Perspective: getting perspective on temporary
external conditions.

2.4.3 Command Perspective: developing sources for under-
standing decision-makers.

2.4.4 Methods Perspective: developing contacts who under-
stand best practices.

2.4.5 Mission Perspective: how we develop and use a perspec-
tive on motivation.

2.5 The Big Picture: building big-picture strategic awareness.

2.6 Knowledge Leverage: getting competitive value out of
knowledge.

2.7 Information Secrecy: the role of limiting information in
controlling relationships.

3.2.3 Complementary Opposites: the dynamics of balance from
opposing forces.
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3.2.4 Emptiness and Fullness: rules on the transformations
between emptiness and fullness.

3.2.5 Dynamic Reversal: how situations reverse themselves
naturally.

3.5 Strength and Weakness: six rules regarding openings cre-
ated by the strength of others.

3.6 Leveraging Subjectivity: openings between subjective and
objective positions.

3.7 Defining the Ground: redefining a competitive arena to
create relative mismatches.

3.8 Strategic Matrix Analysis: two-dimensional representations
of strategic space.

4.7 Competitive Weakness: how certain opportunities can bring
out our weaknesses.

4.71 Command Weaknesses: the character flaws of leaders and
how to exploit them.

4.7.2 Group Weaknesses: organizational weakness and where
groups fail.

6.7 Tailoring to Conditions: overcoming opposition using
conditions in the environment.

6.71 Form Adjustments: adapting responses based on the form
of the ground.

6.7.2 Size Adjustments: adapting responses based on compar-
ing size of forces.

6.73 Strength Adjustments: adapting responses based on unity
of opposing forces.

6.8 Competitive Psychology: improving competitive psychol-
ogy even in adversity and failure.

6.8.1 Adversity and Creativity: how we use adversity to spark
our creativity.

6.8.2 Strength in Adversity: using adversity to increase a
group’s unity and focus.
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Chapter 7

gf)

Military Conflict — Armed Conflict

In this chapter, Sun Tzu makes it clear that conflict (zheng) is
not the most desirable path to success in competition. We can
be successful in competition while avoiding confrontation and
conflict. We prepare for confrontation, but our goal is always
to avoid it. Classical strategy warns against ever engaging in
direct confrontation without a decisive advantage. The latter
part of the chapter covers techniques for succeeding in these
conflicts when they are unavoidable.

Sun Tzu begins by explaining the dangers of conflict and
that it cannot be undertaken carelessly. He then explains the
disasters that occur when we rush into confrontations with
the enemy without proper preparation, because the cohesion of
large forces breaks down when they are hurried (Figure 25).

When confrontations are unavoidable, he emphasizes the
need for deception and the need for improved methods of com-
munication. Good communication of knowledge and vision is
the primary key to winning all battles.

Sun Tzu then addresses the proper timing for making
contact with the enemy in order to control the situation. In
the final section, he provides a short but critical list of rules for
avoiding mistakes during contact with the enemy. All together,
Sun Tzu'’s rules for success during conflict map well into the

four-step skill cycle).
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CONFLICT

Conflict 4+ is de-
fined as the in-
tentional use of
violence, which
isn't necessarily
required to be
successful battle

B or war .

108 The Art of

B Military Conflict
.f)

F

#suN FTzu HsaID:

JLAL Buse ewarZ's ﬁ:‘methods,]_

#¥General Zendure Morder Mfrom Fmonarch,
’%Join ﬁarmy R masses *crowd,

ZEMeet Fharmoniously Miand yet B shelter,
BNor Bdisaster mthrough Harmed Frconflict.

B Armed Frconflice Zof Bdisaster %’is,
UsBy means of iLdetour Fobecome Hdirect,
U\By means of &8 problem Fbecome *'Jadvantage.

# Make IEdetour Hthis ﬁroadway,

S N / v
, \ MiAnd yet %guide Zit LJ;by means of *'Jadvantage,

#Behind Amen %shoot,

FeFirst Amen garrive,

$Here %9know Edetour Hdirect Zof
%‘+plan #His Walso.

#tMake Earmed Frconflict Fobecome
F advantage,
HArmed Frconflict Brbecome ﬁdanger.
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Chapter 7: Armed Conflict

SUN TZU SAID:

]_ Everyone uses the arts of war.

You accept orders from the government.
Then you assemble your army.

You organize your men and build camps.

You must avoid disasters from armed conflict.
¢Seeking armed conflict can be disastrous.
Because of this, a detour can be the shortest path.

Because of this, problems can become opportunities.

9Use an indirect route as your highway.

Use the search for advantage to guide you.

When you fall behind, you must catch up.

AVOIDANCE:
When you get ahead, you must wait.
You must know the detour that most directly In Sun Tzu's sys-
accomplishes your plan. tem, all conflict

s costly, so you

14Undertake armed conflict when it creates an seek to avoid

advantage. ; COf;ﬂle afl.d
Seeking armed conflict for its own sake is dangerous. ,e Velop pos -
tions that win

without it.
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gRaise ﬁarmy Mand yet g“conﬂict F advantage,z
il Then Anot &reach;

FEEntrust Earmy Miand yet Hrconflice Fl advantage,
W Then ¥iwagon M heavy discard.

%Straight #tmake #roll Farmor Miand yet mhurry,
H Day &night Anot ﬁmanage,

%Multiple :'Eway Hunite ﬁ'march,

B Hundred Bmiles Miand yet rconflict F advantage,
HllThen #catch Zthree %general ﬁarmy,
BhPowerful His %ﬁrst,

fi&Weak #is #behind,

HThis Hmethod +ten —is Miand yet garrive;
FiFive F'ren Emiles Miand yet Hrconflice Fl advantage,
HllThen wtrip ilup %general Earmy,

HThis Hmethod #half Earrive,

ZThree Tten Emiles ﬁﬁyet Hrconflice Fl advantage,
AllThen Zthree @ divide Zof Ztwo Earrive.

ADVANTAGE: RCorrect #cause Earmy Fwithour
The two-char- ﬁ!‘iwagon Eﬁ‘.heavy Allthen Tdie,
acter sequence #EwWithout *Eprovisions R food Slthen die,
conflict &+ Mewithout %produce Ftisave Allthen Tidie.

advantage F!
means using
violence in the
attempt to cre-
ate superiority
over an enemy.
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2 You can build up an army to fight for an advantage.

Then you won't catch the enemy.
You can force your army to go fight for an advantage.

Then you abandon your heavy supply wagons.

5You keep only your armor and hurry after the enemy.
You avoid stopping day or night.
You use many roads at the same time.

You go hundreds of miles to fight for an advantage.

Then the enemy catches your commanders and your army.

Your strong soldiers get there first.

Your weaker soldiers follow behind.

Using this approach, only one in ten will arrive.

You can try to go fifty miles to fight for an advantage.

Then your commanders and army will stumble.

Using this method, only half of your soldiers will make it.

You can try to go thirty miles to fight for an advantage.
Then only two out of three get there.

181f you make your army travel without good
supply lines, your army will die.
Without supplies and food, your army will die.

If you don’t save the harvest, your army will die.

SUPPLIES:

War is less about
fighting than
understanding
how conditions
change over
time. Without
supplies, your
ability to fight
disappears.

Chapter 7: Armed Conflict 111



#ftMake Pnot Hknow #various Bnoblemen Zof ﬁplan

%is,

No FBcan Mhesitate ﬁmeet;
ANoHknow Wmountain %forest,

B Obstruction Fﬂblock,

{HPrevention #pond Zof Hform His,
ANo Bcan fTmarch ﬁarmy;

No Huse Mltoward gguide His,

A\No BEcan #obtain W.’aground # advantage.

it Make Fewar U\by means of REdeceive '\Tstand,}

U\By this meansfllthen Elact,

L'}.By means of 97 divide Z¥meet Fybecome Mrransform

NOBLEMEN:

Sun Tzu uses
the term various
## noblemen
1% to indicate
other people in
a situation who
are potentially
either allies or
enemies.

HFis Walso,

it Make Hchis Pswift AMlike m‘wind,
HThis ﬁ?great Alike PRforest,
R1Invade ﬁ':plunder ANlike Kfire,

ANo Bace Anlike tlimountain,
BEDisaster %ﬂknowledge Alike BEclouds,
BAce Ailike T thunder Bclap.

B Plunder #Bhometown 7 divide *crowd,
BiBoundless Hﬁground 47 divide F advantage,
Msuspend Mauthority Miand yet Bhac,
HeFirst Zknow Edetour Bldirect Zof uéﬂ‘plan
His ﬂ#victory,

BEHere Earmy Hrconflice Zof Bimethod Walso.
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21Do not let any of your potential enemies know what you are
planning.

Still, you must not hesitate to form alliances.

You must know the mountains and forests.

You must know where the obstructions are.

You must know where the marshes are.

If you don’t, you cannot move the army.

If you don’t, you must use local guides.

If you don’t, you can’t take advantage of the terrain.

3 You make war using a deceptive position.

If you use deception, then you can move.

Using deception, you can upset the enemy and change the
situation.

You can move as quickly as the wind.

You can rise like the forest.

You can invade and plunder like fire.

You can stay as motionless as a mountain.

You can be as mysterious as the fog.

You can strike like sounding thunder.

REPETITION:
1°Divide your troops to plunder the villages.
When on open ground, dividing is an advantage. Whlle the Eng—
Don't worry about organization; just move. lish transla.tzon
makes sections

Be the first to find a new route that leads directly
of the text seem

repetitive, there
are important
changes in
meaning from
the context.

to a winning plan.

This is how you are successful at armed conflict.
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ﬁArmy Bl correctness Elsays:4

“& Speak ZPnot Fexamine [l ear,
#tMake B¥become Emetal ﬁidrum;
See Pnot Mexamine E-View,
#tMake Fobecome #Ebanner ﬁgﬂags.”

FHusband Emetal Bdrum BEbanner mﬂags %is,

BtPlace LAby means of —“one AmanZ’s Hear Eeye Walso;
AMan BEboth #concentrate —one,

HiThen Bbrave Fis Anot ﬁ‘get Malone Madvance,
ECowardly #His Pnot ﬁ‘get Balone E@retreat,

EiHere Fuse Fcrowd Z's #imethod Halso.

e Valke &night Bbarie §many Kfires ﬁ{drum,
iDaytime Wbarile gmany BEbanner ﬁﬁﬂags,
Bt Place kAby means of ﬁchange AmanZs Hear Eeye Walso.

#Make =three Barmies " can Bseize ﬁspirit,s
P General ﬁarmy Wl can Bseize 'E‘feeling.

FeCorrect Wcause ﬁﬂmorning ﬁspirit ﬁﬁsharp,
ﬁDaytime ﬁspirit T%lazy,

EDusk ispirit B#return home;

e Malke %good Ruse Fewar %‘is,

BEAvoid Hchis @ﬁsharp ispirit,

8 Sirike Hithis Tﬁlazy B return home,

BEHere %‘govern %spirit Fis Walso.

114 The Art of War Plus The Ancient Chinese Revealed



Military experience says:
“You can speak, but you will not be heard.
You must use gongs and drums.
You cannot really see your forces just by looking.

You must use banners and flags.”

®You must master gongs, drums, banners, and flags.

Place people as a single unit where they can all see and hear.
You must unite them as one.

Then the brave cannot advance alone.

The fearful cannot withdraw alone.

You must force them to act as a group.

2In night battles, you must use numerous fires and drums.
In day battles, you must use many banners and flags.

You must position your people to control what they see and hear.

5 You control your army by controlling its morale.

As a general, you must be able to control emotions.

3In the morning, a person’s energy is high.

During the day, it fades.

By evening, a person’s thoughts turn to home.

You must use your troops wisely.

Avoid the enemy’s high spirits.

Strike when his men are lazy and want to go home.

This is how you master energy.
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EABy means of #Bcovern ffawait #ldisorder,

y 8

U\By means of %tranquil FEawait aﬁuproar,
EHere %‘govern 'L‘a‘feelings His Walso.

uBy means of #near Fawait Fdistant,
w\By means of Bleisure FFawait %weary,

uBy means of Misatisfaction f#'await ﬁn:starving,

EEHere fﬁgovern Hforce His Walso.

JEWithour #invitation 11iright EcorrectZ’s ﬁ&banner, 6

Az

Do not strike Hhall Ehall Zof Wformation,

BY MEANS OF:

The character
translated as

by means of LA
indicates the
prescription for
a given situa-
tion. For most
situations, the
rule uses empty/
full opposites.

ItEHere fﬁgovern W ransform His Halso;

it Make Muse TewarZ's ié;‘method,
%High B mound #do not Al face,

HBack EBgrave mound Zdo not #oppose,
¥ Pretend dbflee Zdo not #follow,
#isharp Fsoldiers #do not Kartack,
fEBait Fewar Zdo not ﬁfood,
E%Retuming home ﬁfﬁtroops Pdo not
Bhold back,

Encircling ﬁﬂitroops Bmust mopen
door,

$Poor Rpillage Zdo not Ecompel,
BiHere Ause FewarZ's #imethod

W also.

N
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1°Use discipline to await the chaos of battle.
Keep relaxed to await a crisis.

This is how you master emotion.

BStay close to home to await the distant enemy.
Stay comfortable to await the weary enemy.
Stay well fed to await the hungry enemy.

This is how you master power.

6 Don’t entice the enemy when his ranks are orderly.

You must not attack when his formations are solid.

This is how you master adaptation.

4You must follow these military rules.

Do not take a position facing the high ground.
Do not oppose those with their backs to the wall.
Do not follow those who pretend to flee.

Do not attack the enemy’s strongest men.

Do not swallow the enemy’s bait.

Do not attempt to block an army that is
heading home.

Always leave an escape route for a surrounded
army.

Do not press a desperate foe.

These situations are also how you use the art

of war.

b

INACTION:

The best pos-
sible response
to a situation
can be inaction,
because it costs
nothing. Sun Tzu
warns against
what might

be called the
prejudice toward
action.
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Related Articles from Sun Tzu's Playbook

In chapter seven, Sun Tzu teaches us to focus on building positions instead of on tearing
down opponents. To learn the step-by-step techniques involved, we recommend the Sun
Tzu's Art of War Playbook articles listed below.

1.2.1 Competitive Landscapes: the arenas in which rivals jockey
for position.

1.3.1 Competitive Comparison: competition as the comparison
of positions.

1.5 Competing Agents: characteristics of competitors.

1.7 Competitive Power: the sources of superiority in challenges.

1.8.1 Creation and Destruction: the creation and destruction of
competitive positions.

1.9 Competition and Production: the two opposing skill sets of
competition and production.

2.1.3 Strategic Deception: misinformation and disinformation
in competition.

2.6 Knowledge Leverage: getting competitive value out of
knowledge.

2.7 Information Secrecy: the role of secrecy in relationships.

3.1 Strategic Economics: balancing the cost and benefits of
positioning.

3.11 Resource Limitations: the inherent limitation of strategic

resources.
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3.1.3 Conflict Cost: the costly nature of resolving competitive
comparisons by conflict.

3.1.6 Time Limitations: understanding the time limits on
opportunities.

3.7 Defining the Ground: redefining a competitive arena to
create relative mismatches.

4.7 Competitive Weakness: how certain opportunities can bring
out our weaknesses.

6.1.2 Prioritizing Conditions: parsing complex competitive
conditions into simple responses.

6.8 Competitive Psychology: improving competitive psychol-
ogy even in adversity and failure.

7.4 Competitive Timing: the role of timing in creating momen-
tum.

7.6 Productive Competition: using momentum to produce
more resources.

7.6.2 Ground Creation: the creation of new competitive ground
to be successful.

8.5 Leveraging Emotions: how we use emotion to obtain
rewards.

9.5.2 Avoiding Emotion: the danger of exploiting environmen-

tal vulnerabilities for purely emotion reasons.
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Chapter 8

Nine Changes — Adaptability

The Chinese name for this chapter means literally “nine changes” or
“many changes.” This chapter is best understood in its context as an
introduction to the next three chapters, which give a great deal of
information about specific situations and how to respond to them.

The concept of change or bian includes both our efforts to
change a situation and our reaction or responses to changing
conditions. The specific topic of this chapter is the latter meaning;
adjusting to changing conditions. In Sun Tzu's view, successful
strategies must be dynamic.

In the chapter’s first section, Sun Tzu lists situations (covered
in greater detail in several other chapters) that show the need to
constantly change our plans. The next short section makes the
point that we can be creative and constantly adapt our methods
without being inconsistent in our results.

We can also use the dynamics of competitive situations to con-
trol our opponents’ behavior. We want to encourage our opponents
to make incorrect assessments and movements in response to our
challenges. Sun Tzu then covers the need to address the unpredict-
ability of opponents in planning the defense of our position.

Finally, Sun Tzu lists the five weaknesses of leaders and explains
how easily these weaknesses can be exploited in the dynamics of
competition. The five weaknesses map to the five key elements of
bing-fa introduced in the first chapter.
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NINE:

The number nine
Juis sometimes
used to mean
many, but it also
combines the
key five ele-
ments with the
four steps in Sun
Tzu's system.

M, Nine Changes

#Hsun FTzu HsaID:

Al Buse FewarZ's ﬁ:‘methods,]_
BiGeneral Zendure f¥order Rfrom B monarch,
’%Join Earmy Rmasses *crowd;

¥ Ruined m’aground #Ewithout ’g’sheltering,
Wi Highway Hﬂground Ajoin Flharmony,
#iBreak off Hﬂground #without gdelay,
Encircling Hﬁground Rllthen #scheme,
$EDeath W-’Aground Rllthen B bartle,

B Road Fhas ﬁﬁplace Anot Hfrom,

EArmy Fhas Fﬁ'place Anot Mﬁght,

#&City Fhas ﬁ}?place Anot Earrack,
HWGround Fhas Fiplace Anot Fconflict,
FMonarch ©command HF has ﬁﬁplace Anot

Faccept.

#evalke ;ﬁgeneral iﬁexpert o Junine 8
changes Zof a“"Jadlvantage His,
HKnow Muse Fewar Rwill.

#¥Generals Anot lexpert Rto Fnine
ﬁchanges Zof a“"Jadlvantage His,
ﬂ&Although Hknow Hﬁground ﬂ"gshape,
ANo fbcan fobrain HﬂgroundZ's

# advantage Rwill.
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Chapter 8: Adaptability

SUN TZU SAID:

]_ Everyone uses the arts of war.

As a general, you get your orders from the government.

You gather your troops.

On dangerous ground, you must not camp.

Where the roads intersect, you must join your allies.
When an area is cut off, you must not delay in it.
When you are surrounded, you must scheme.

In a life-or-death situation, you must fight.

There are roads that you must not take.

There are armies that you must not fight.

There are strongholds that you must not attack.
There are positions that you must not defend.
There are government commands that must not be

obeyed.

4Military leaders must be experts in knowing
how to adapt to find an advantage.

This will teach you the use of war.

1°Some commanders are not skilled in making
adjustments to find an advantage.

They can know the shape of the terrain.

Still, they cannot exploit the opportunities of

their ground.

Chapter 8:

ADAPTING:

This chapter and
its list of ten
situations refer
to the following
three chapters,
which give many
conditions and
their responses.
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B Govern Ewar Pnot Hknow FLnine ﬁchanges Zof

mtechnique,
ﬁﬁAlthough Hknow w-’aground F advantage,
Anot fobrain AmenZ's Fuse B yill.

FCorrect #make Bwisdom FisZ's }‘astrategize,z
& Must %Variety o Fl advantage %disadvantage,

M Variery Ko F advantage fiiand yet Bduties Mcan

fHtrust ‘H?aalso,

e variery Mo Hdisadvantage fliiand yet & problems ®can

fRsolve Walso.

R Correct Mtmake MHbend #&various Bnoblemen %one}

l«lby means of Fdisadvantages,

%:Military service BBvarious Bnoblemen His

L‘J\by means of %industry,

MHurry &% various BEnoblemen Fis L‘Jsby means of

VARIETY:

In competitive
situations, vari-
ety 28 keeps op-
ponents guess-
ing. In controlled
environments,
reliability 15
maintains
consistency.

Fladvantage.

#Make Fluse Fewar His, 4

#EWithour ﬁ‘rely on Hthis Ao 2 come,
'I#Rely on our ﬁhaving w\by means of
f#waiting Zit;

#ewithour Frely on Fthis Ano Warrack,
'HfRely on Tour B having P place Ao fi€can
BKarrack Walso.
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19Some military commanders do not know how to adjust their

methods.
They can find an advantageous position.

Still, they cannot use their men effectively.

2 You must be creative in your planning.

You must adapt to your opportunities and weaknesses.

You can use a variety of approaches and still have a consistent

result.

You must adjust to a variety of problems and consistently solve

them.

3 You can deter your potential enemy by using his weaknesses

against him.

You can keep your potential enemy’s army busy by giving it work

to do.

You can rush your potential enemy by offering him an

advantageous position.

4You must make use of war.

Do not trust that the enemy isn’t coming,.
Trust your readiness to meet him by remaining
patient.

Do not trust that the enemy won't attack.

Rely only on your ability to pick a place that the

enemy can’t attack.

Chapter 8:

ADAPTABILITY:

Nine changes
means the abil-
ity to move in
any direction, to
adapt, but your
actions must
always address
your exact
situation.
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BORN:

The character
horn 4 as a verb
means to begin,
to start, to give
hirth to, and to
create. Sun Tzu
uses it to de-
scribe how one
condition gives
rise to a follow-
ing condition.

#Make %general Fhave TLfive ﬁdangerszs
Must FEdie Plcan ?&kill,

&Must Hborn ®lcan I?écapture,

f:.}:Angry Hspeed,

W Can fhumiliate ’malso;

#Honest Bclean Plcan lﬁdisgrace,

FLove Rﬁpeople W can Brrouble;

JLall Hthis Fifive ﬁdangers,

BiGeneral Z's Mmistake ’H’aalso,

FUse fewar HKdisaster #also.

% Overturn Earmy ALl %general,
P Must wsby means of F.five ﬁdangers,

ANo fi€can Ano Bfexamine Walso.

b4
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5 You can exploit five different faults in a leader.

If he is willing to die, you can kill him.

If he wants to survive, you can capture him.

He may have a quick temper.

You can then provoke him with insults.

If he has a delicate sense of honor, you can disgrace him.
If he loves his people, you can create problems for him.
In every situation, look for these five weaknesses.

They are common faults in commanders.

They always lead to military disaster.

UTo overturn an army, you must kill its general.
To do this, you must use these five weaknesses.

You must always look for them.

RN

EXCESS:

The five flaws

of a leader
relate to the five
characteristics
of a leader (see
chapter 1);

they are not the
absence of those
strengths but the
results of their
excess.
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Related Articles from Sun Tzu's Playbook

In chapter eight, Sun Tzu teaches us the need to constantly adapt to the situation. To
learn the step-by-step techniques involved, we recommend the Sun Tzu's Art of War
Playbook articles listed below.

1.8 Progress Cycle: the adaptive loop by which positions are
advanced.

1.8.1 Creation and Destruction : the creation and destruction of
competitive positions.

1.8.2 The Adaptive Loop: the continual reiteration of position
analysis.

1.8.3 Cycle Time: the importance of speed in feedback and reac-
tion.

1.8.4 Probabilistic Process: the role of chance in strategic pro-
cesses and systems.

4.71 Command Weaknesses: the character flaws of leaders and
how to exploit them.

5.2.1 Choosing Adaptability: choosing actions that allow us a
maximum of future flexibility.

5.2.2 Campaign Methods: the use of campaigns and their
methods.

5.2.3 Unplanned Steps: distinguishing campaign adjustments
from steps in a plan.

5.3 Reaction Time: the use of speed in choosing actions.

5.3.1 Speed and Quickness: the use of pace within a dynamic

environment.
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6.0 Situation Response: selecting the actions most appropriate
to a situation.

6.1 Situation Recognition: situation recognition in making
advances.

6.1.1 Conditioned Reflexes: how we develop automatic, instan-
taneous responses.

6.1.2 Prioritizing Conditions: parsing complex competitive
conditions into simple responses.

6.2 Campaign Evaluation: how we justify continued invest-
ment in an ongoing campaign.

6.2.1 Campaign Flow: seeing campaigns as a series of situa-
tions that flow logically from one to another.

6.2.2 Campaign Goals: assessing the value of a campaign by a
larger mission.

6.3 Campaign Patterns: how knowing campaign stages gives us
insight into our situation.

6.5 Nine Responses: the best responses to the nine common
competitive situations.

6.7 Tailoring to Conditions: overcoming opposition using
conditions in the environment.

6.71 Form Adjustments: adapting our responses based on the
form of the ground.

6.7.2 Size Adjustments: adapting responses based on the rela-
tive size of opposing forces.

6.73 Strength Adjustments: how to adapt responses based on

the relative strength of opposing missions.
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Chapter 9

A -
1T X
March Army — Armed March

This long chapter discusses four different types of competitive

environments and how we utilize them in a competitive campaign.
These four environments are metaphors for the general types of
competitive conditions we meet in a competitive advance. Three

of these environments—mountains, waters, and marshes—are
defective in a way that can undermine basic positioning. The fourth
environment, plateaus, is the metaphorical opposite of the other
three, an ideal environment for positioning.

We can envision these possibilities as a three-sided pyramid.
Each face of the pyramid represents one of the three defective
grounds. The stable base of the pyramid represents the ideal com-
petitive ground, plateaus.

Metaphorically, mountains represent uneven environments.
Waters represent changing environments. Marshes represent
uncertain environments. Plateaus represent level, solid, and certain
environments. Each of these defective environments has a special
condition that we can use to our advantage—height for mountains,
current for waters, and the few stable areas for marshes. While on
plateaus, correct positioning alone is paramount.

The first section of the chapter describes the four environments.
Each of the four following sections focuses on one of these envi-
ronments. The last section makes it clear that we must stop our

advance in any environment when we run low on resources.
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,fli- March Army

2

#Hsun FTzu HsaID:

JLAIl BEhandle ﬁarmy FHexamine menemy:]_
#sBreak off Wmountain #depend on Bvalley,

HWatch Hbirth ﬁposition %high,
B Barctle Fﬁglorious without Xclimb,

EhHere ﬁposition Wmountain Zof ﬁarmy Halso0.

FOUR:

The number four
P represents
the connected
ideas of four
external com-
pass points and
the four steps
used to advance
a position.

#aSever Kwater Bmust ﬁdistant 7kwater;

% Guest #sever ZRwater Miand yet M arrive,
PDo not Wwelcome Zit Hto Kwater V‘]inside,

4 Command #half #ford river Miand yet
!ﬁﬁght Zof F advantage.

gk Want Bbattle His,

#without Ffattaching B3to Rwater Miand
yet Wwelcome gguest,

RShow Hbirth ﬁposition fg}high,
#without Wwelcome Kwater TR fow,
EEriere Eposition AKRwater _J:up Zof
ﬁarmy also.

132 The Art of War Plus The Ancient Chinese Revealed



Chapter 9: Armed March

SUN TZU SAID:

]_Anyone moving an army must adjust to the enemy.

When caught in the mountains, rely on their valleys.

Position yourself on the heights facing the sun.

To win your battles, never attack uphill.

This is how you position your army in the mountains.

“When water blocks you, keep far away from it.

Let the invader cross the river and wait for him.

Do not meet him in midstream.

Wait for him to get half his forces across and then

take advantage of the situation.

1°You need to be able to fight.

You can’t do that if you are caught in water
you meet an invader.

Position yourself upstream, facing the sun.

Never face against the current.

Always position your army upstream when near

the water.

when

This is the first of
the three longest
and most com-
plex chapters.
These chapters
explore all the
details that
make every situ-
ation unique.
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#Break off ﬁ;expand i§pond,

MeHowever éﬁurgently FEarrive @do not gstay,

#F1f Zmeet Farmy Har FRexpand ?%pondZ’s FFmiddle,
&Must #depend on Kwater ﬁgrass,

MMiand yet Whack Fcrowd MBheree,

Bhriere Eposition Fﬁexpand igpondZ's ﬁarmy Walso.

¥F-Level BEplateau B position Fchange,

AiRight Wback Hihigh,

BilFront FEdie #behind Hborn,

Bbriere ﬁposition Flevel BEplateau Zof Barmy #also.

Juall Bbhere Plfour ﬁarmyZ'S F advantage,
FYellow HemperorZs Fiplace EAby means of Bvicrory
M four ﬁ‘emperor als0.

JUAll Earmy Fgood Mihigh Miand yer Frbad Fbelow, ),
B sufficient Bsouth, sunny hillside Miand yet Mdeficient
BEnorth, shady hillside,

FEprovide for #birth Miand yet ﬁposition H substantial,
B Army #Ewithout Bhundred Rdiseases,

Rt Correct i meaning #must %victory.

W Town pihigh mound B&dike Bh prevent,

P Must ﬁposition Hihis Bisouth sunny hillside,
MAnd yetEright Bhack Zgo.

IEHere ﬁarmyZ's F advantage,
WGroundZ's Blassistance also.
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15You may have to move across marshes.

Move through them quickly without stopping.
You may meet the enemy in the middle of a marsh.
You must keep on the water grasses.

Keep your back to a clump of trees.

This is how you position your army in a marsh.

210n a level plateau, take a position that you can change.
Keep the higher ground on your right and to the rear.
Keep danger in front of you and safety behind.

This is how you position yourself on a level plateau.

25You can find an advantage in all four of these situations.
Learn from the great emperor who used positioning to conquer his

four rivals.

2 Armies are stronger on high ground and weaker on low.

They are better camping on sunny southern hillsides than on shady
northern ones.

Provide for your army’s health and place men correctly.

Your army will be free from disease.

Done correctly, this means victory.
6You must sometimes defend on a hill or riverbank.
You must keep on the south side in the sun.

Keep the uphill slope at your right rear.

9This will give the advantage to your army.

It will always give you a position of strength.
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LEAbove Miirain Kwater i*tip Estop,}
BRDesire Fford river s,
FEWair Hthis Edecide Walso.

JLAlL Hﬂground F have #break off Rheaven Mlmountain
stream,

RHeaven Fwell,
RHeaven Hjail,
RHeaven ﬁnet,
KHeaven [‘%submerge,

HEAVEN: 5
KHeaven l‘ﬁ!crevice,
The concept of W Must Burgently Zremove Zit,
heaven X indi- MDo not ¥near #2150,
cates the natural e 3 distant Zit
(.:yde Of Changes WEnemy ﬁnear Zit;
ment et e Hhveleome 2,
A .
be controlled but MEnemy back Zit.
can be pre-
dicted. EArmy FFside B have pﬁdanger pﬂblock,

# Reservoir Fwell,

FReed Hbulrush,

WMountain #woods,

EScreen W dense vegetation %is,

W Must Bcaution 7 overturn Fexact Zit,

BEHere ohide #FEseduce Zof ﬁﬁplace als0.
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op the march when the rain swells the river into rapids.
Stop th h when th 1Is th t d

You may want to ford the river.

Wait until it subsides.

4All regions can have seasonal mountain streams that can cut you

off.

There are seasonal lakes.

There are seasonal blockages.
There are seasonal jungles.

There are seasonal floods.

There are seasonal fissures.

Get away from all these quickly.

Do not get close to them.

Keep them at a distance.

Maneuver the enemy close to them.
Position yourself facing these dangers.

Push the enemy back into them.

1®Danger can hide on your army’s flank.
There are reservoirs and lakes.
There are reeds and thickets.

There are mountain woods.

Their dense vegetation provides a hiding place.

You must cautiously search through them.

They can always hide an ambush.

Chapter 9:

METAPHORS:

All of these
lessons can

be connected
metaphorically
to competitive
situations in
your personal
and business
life.
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PLACE:

The ground is
the place 7% of
battle, but the
nature of place
is determined
by changes
over time under
the control of
heaven.

mEnemy W near Miand yet ﬁ%tranquil %is,4—
& depend on Fchis B obstruction Halso,

& Distant Miand yet Y choose Bbartle His,
#Want AmenZ's Badvance Halso.

HeThis Fiplace Freside Bhchange #His,
%'JAdvantage Halso.

R Crowd Bree Bmoves His,

3 Come Walso;

#Crowd ﬁgrass gmany FEobstruct #His,
$EDoubt Walso.

BiBird &rise His,
Khide Walso;
BBeast BLstartle His,

& overturn Walso.

FEDust:

f%High fMiand yet @ﬁsharp His,

¥ Cart K come Walso;

B Low Miand yet B wide #His,

#Foot K come Walso;

1BtScattered Miand yet #linear i#attain His,
FWood T%gathered Halso;

Dlittle Miand yer roward % coming His,
‘g‘encampment BHarmy Walso.
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Sometimes, the enemy is close by but remains calm.
Expect to find him in a natural stronghold.
Other times he remains at a distance but provokes battle.

He wants you to attack him.

SHe sometimes shifts the position of his camp.

He is looking for an advantageous position.

7The trees in the forest move.

Expect that the enemy is coming. ADAPTATION:
The tall grasses obstruct your view.
. Our many
Be suspicious. )
adaptations of
Sun Tzu's work
11 1 1 .

The birds take flight. explain how you
Expect that the enemy is hiding. can apply these
Animals startle. analogies and
Expect an ambush. ideas to com-

mon competitive
15Notice the dust. situations.

It sometimes rises high in a straight line.
Vehicles are coming.

The dust appears low in a wide band.

Foot soldiers are coming.

The dust seems scattered in different areas.
The enemy is collecting firewood.

Any dust is light and settling down.

The enemy is setting up camp.
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BEWords #low Miand yet Tincrease ﬁprepare %is,s
H# Advance Haiso.

#EWords Histrong Miand yet advance Bicxpel #is,
B Retreat Walso.

@Light Hicarts Hofirst Hexir,
J&Reside Fthis Plside His,

MiBartle formation Halso.

FWithout f"‘Jappointment Mand %ﬁrequest ‘*nharmony His,
s cheme Walso.

FERun Edepart Miand yer Mdisplay Femilitary His,
HHExpect Walso.

¥ Half #advance Miand ¥ half Bretreat His,
5 Bait Walso.

BLFight Miand yet 3Lstand His,
ﬁ’LStarving als0.

FDraw Miand yet Hefirst BRdrink His,
?&Thirsty Halso.

Fview ﬂadvantage Miand yet A no ﬁadvance His,
'%‘Weary als0.
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5 Your enemy speaks humbly while building up forces.

He is planning to advance.

3The enemy talks aggressively and pushes as if to advance.

He is planning to retreat.
sSmall vehicles exit his camp first.
They move the army’s flanks.

They are forming a battle line.

8Your enemy tries to sue for peace but without offering a treaty.

He is plotting.

1%Your enemy’s men run to leave and yet form ranks.

You should expect action.

2Half his army advances and the other half retreats.

He is luring you.

4Your enemy plans to fight but his men just stand there.

They are starving.

16Those who draw water drink it first.

They are thirsty.

18Your enemy sees an advantage but does not advance.

His men are tired.
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B5Birds Bassemble His,
ﬁEmpty Halso.

B Night MEcall #is,
BFear Walso.

FEAR:

The concept HE Army Bdisturb His,
of fear & s #¥General AN no Eserious Halso.
connected to ig-

norance, which BEFlags Ebanners BImove #is,
is connected to BLDisorder #also.
the darkness of

r.]ighl:?i and the B Official ﬁ:angry His,
inability to see & Exhausted Walso.
what happens.

%Slaughter Fohorse Wimeat B food His,
ﬁArmy fwithout *Eprovisions also.

MHang £ crock A no Breturn FHethis Bhut His,
#poor ﬂpillage also.

W Earnestifearnest Wagreeable Wagreeable,
R Slow ﬁgive Amen ~Ff’;speak His,
%KLose Fcrowd Halso.

BrNumber Breward His,
FDistressed Walso.

B Number %ﬂpenalize His,
W Tired Malso.
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20Birds gather.

Your enemy has abandoned his camp.

22Your enemy’s soldiers call in the night.

They are afraid.

24Y, g 1
our enemy s army 1s raucous.

The men do not take their commander seriously.

26Your enemy’s banners and flags shift.

Order is breaking down.

>8Your enemy’s officers are irritable.

They are exhausted.

3°Your enemy’s men kill their horses for meat.

They are out of provisions.

LESSONS:

There are many
specific lessons
in this section,
but the general
lesson is that in-
formation comes
from interpret-
ing the changes
around us.

32They don't put their pots away or return to their tents.

They are desperate.

34Enemy troops appear sincere and agreeable.
But their men are slow to speak to each other.

They are no longer united.

37Your enemy offers too many incentives to his men.

He is in trouble.

39Your enemy gives out too many punishments.

His men are weary.
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CAUTION:

The proper reac-
tion to ignorance
is caution i,
which requires
edging into
situations incre-
mentally, being
skeptical about
appearances.

144

FFirst Fviolent Miand yet Bafrerward Bofear Fithis
Fcrowd His,
A No Hselect Zs Earrive Halso.

B’ Come Z committee Mthank His,
BDesire Hrest Bbreath Halso.

BWar fury Miland yet #appears Wgreet,
AlLong time Miand yet 7 no ’%join,
XBoth A no Mappear Ego,

S Must Micautious #examine Zit.

Fewar JEweak ﬁaugment gmany, 6

¥However #without B troops #advance,
FESufficient uby means of ﬁside-by-side ijower,
HﬂExpect menemy,

BLObtain Amen ffiand yet gstop.

FHusband l]ﬁonly fwithout fastrategize Mand yet
Echange Wenemy His,
&Must Wcarch HRar Amen.
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#Your enemy first acts violently and then is afraid of your larger
force.

His best troops have not arrived.

4Your enemy comes in a conciliatory manner.

He needs to rest and recuperate.

45Your enemy is angry and appears to welcome battle.
This goes on for a long time, but he doesn’t attack.
He also doesn’t leave the field.

You must watch him carefully.

6 If you are too weak to fight, you must find more men.
In this situation, you must not act aggressively.

You must unite your forces.

Prepare for the enemy.

Recruit men and stay where you are.

“You must be cautious about making plans and adjust to the

enemy.

You must gather more men. MASTERY:
Remember-
ing all these

details would
be impossible
if they weren't
connected to

an underlying
system that you
can master.
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Z-Soldier Fnot yet MBintimate mdepend on Mand yet7
%ﬂpenalize Zit,

llThen A no Hﬁobey,

A No HRobey Hlchen #difficule use.

% Soldier Bfinished Mintimate Bﬁ'depend on,
MAnd yet %ﬂpenalize A no 'ﬁ'act,
HlThen 7 no ®lcan Muse.

#Make 4 commands Zit w\by means of Xculture,
_'}Y‘I(Together Zit w\by means of f&conquest,

B 3 . .
& Correct AH meaning #must Blobtain.

4*Command %Simple fTmarch w\by means of
&teaching Hihese &people,

M Then Bpeople Hkobey;

k 4*Command N no ¥simple fTmarch EAby
‘COMKMAN: means of teaching Hthese Fpeople,
AlThen &people A no Hﬁobey.

The concept of
command 4 is
defined specifi-
cally as giving
instructions of
how a group b4
of people must
move—march 17
——connecting a
leader to his or
her followers.

4*Command isimple #Tmarch,
RGive Rcrowd Mstudy #obrain Walso.

146 The Art of War Plus The Ancient Chinese Revealed



7With new, undedicated soldiers, you can depend on them if you
discipline them.

They will tend to disobey your orders.

If they do not obey your orders, they will be useless.

#You can depend on seasoned, dedicated soldiers.
But you must avoid disciplining them without reason.

Otherwise, you cannot use them.

7You must control your soldiers with esprit de corps.
You must bring them together by winning victories.

You must get them to believe in you.

1°Make it easy for people to know what to do by
training your people.

Your people will then obey you.

If you do not make it easy for people to know yr
what to do, you won’t train your people. PEOPLE:
Then they will not obey.

Strategy only

works because
humans are
more predictable
and controllable
b4 than events. If
you think you
can be suc-
cessful alone,
you need more
training.

14Make your commands easy to follow.

You must understand the way a crowd thinks.
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Related Articles from Sun Tzu's Playbook

In chapter nine, Sun Tzu discusses the basics of recognizing conditions in new territory.
To learn the step-by-step techniques involved, we recommend the Sun Tzu's Art of
War Playbook articles listed below.

11.0 Position Paths: the continuity of strategic positions over
time.

1.2.2 Exploiting Exploration: how competitive landscapes are
searched and positions utilized.

2.1 Information Value: knowledge and communication as the
basis of strategy.

2.1.1 Information Limits: making good decisions with limited
information.

2.2.1 Personal Relationships: why information depends on
personal relationships.

2.2.2 Mental Models: how mental models simplify decision-
making.

2.2.3 Standard Terminology: how mental models must be
shared to enable communication.

2.3 Personal Interactions: making progress through personal
interactions.

2.3.1 Action and Reaction: how we advance based on how others
react to our actions.
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2.3.2 Reaction Unpredictability: why we can never exactly pre-
dict the reactions of others.

2.3.3 Likely Reactions: the range of potential reactions in gath-
ering information.

2.3.4 Using Questions: using questions in gathering informa-
tion and predicting reactions.

4.0 Leveraging Probability: making better decisions regarding
our choice of opportunities.

4.3 Leveraging Form: how we can leverage the form of our ter-
ritory.

4.3 Tilted Forms: opportunities that are dominated by uneven
forces.

4.3.2 Fluid Forms: opportunities that are dominated by fast-
changing directional forces.

4.3.3 Soft Forms: opportunities that are dominated by forces
that create uncertainty.

4.3.4 Neutral Forms: opportunities where the terrain has no
dominant forces.

4.4 Strategic Distance: relative proximity in strategic space.

4.4.1 Physical Distance: the issues of proximity in physical
space.

4.4.2 Intellectual Distance: the challenges of moving through
intellectual space.

Chapter 9: Armed March 149



=
5]

=
<
S
<

=]




Chapter 10

3, 9

Ground Form — Field Position

This chapter examines six characteristics which we use to evalu-

ate our competitive options. “Positioning” includes all aspects of
organizing our resources at a specific place and time for a competi-
tive contest. The concept of field position involves the idea that the
shape of the ground—the nature of the opportunity—determines
the future potential of our forces. A given field position—Tliterally
“ground form” (di xing)—is evaluated based on its potential for
helping us move forward or defend ourselves. Each field position
acts as a stepping-stone to a future position, but, to use a field
position correctly, we must understand how its characteristics
affect us.

One way to visualize the six characteristics of field positions
is to think about the six sides of a cube. The cube represents three
dimensions. We use these three dimensions—called obstacles,
dangers, and distance—to evaluate the potential of a certain field
position. Opposing sides on the cube are opposite extremes of
one dimension. Every position or opportunity combines these six
characteristics to one degree or another, falling somewhere within
the cube.

In this three-dimensional matrix, bing-fa defines the best posi-
tions for waiting and defending as those that are close together and
less dangerous but with more obstacles. The best areas for moving
or attacking are where there is more distance, more danger, and

fewer obstacles.
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f@ Ground Form

07

#Hsun FTzu HsaID:

HGround Hform Fhas iBunobstructed %subject,]_
H Has ;}isuspended %‘subject,

HHas Fsupport Hsubject,

F Has Bifnarrow # subject,

F Has MXobstructed #H subject,

F Has #distant # subject.

W Tean EAby means of Hdepart,
%Mutually Wcan I:J\by means of mmeeting,
E1Say Bunobstructed;
3 Unobstructed FEform His,
HeFirst RBreside F%high Bisouth, sunny hillside,
i‘E“Advantage *Eprovisions iﬁway w\by means
of Bbartle,
The number AlThen % advantage.
six 7N arises
naturally from
the three sets of
opposites that
define the three
physical dimen-
sions of the
ground.

SIX:
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Chapter 10: Field Position

SUN TZU SAID:

]_ Some field positions are unobstructed.
Some field positions are entangling.
Some field positions are supporting.
Some field positions are constricted.
Some field positions give you a barricade.

Some field positions are spread out.

7You can attack from some positions easily.
Other forces can meet you easily as well.
We call these unobstructed positions.

These positions are open.

On them, be the first to occupy a high, sunny area.

Gl T A RN
Put yourself where you can defend your supply DEFINITIONS.
routes.
Then you will have an advantage. The chapter be-
gins with more
definitions.
These defini-
tions are hard
to remember
unless you learn

their pattern.
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DISASTER: ®[Can EAby means of ﬂfdepart,

Sun Tau uses the ¥Disaster lflby means of iéreturn,
term disaster % BISay Hsuspended;
to indicate the *:ESuspended ¥ form His,
degradation of mEnemy #withour 'fﬁpreparation,
aposition to the IIZHEXit ﬁﬁand yet lel‘l Zit,
point where it mEnemy #seems H have 'fﬁpreparation,
becomes unten- HExit Miiand yer Ano Bwin,
able and cannot HEDisaster L‘J\by means of ﬁreturn,
support you or ANo F advantage.
be defended.

154

| Hexic Miand yet Ano Fladvantage,

@ZMutually Hexit Miand yet Pno # advantage,

ElSay B’isupport;

3 Support ¥ form His,

mEnemy aﬁalthough *'Jadvantage ?RI;

B Fwithour Hexit 2150,

51pull Miand yet Fremove Zit,

4 Command menemy Hhalf Hexir fibur strike Zit,
*'JAdvantage.

BENarrow B form His,

BRI Kfirst Breside Zit,

PMust BAll Zie L‘be means of ﬁ‘awaiting menemy,
# Seems menemy Ffirst Freside Zit,

B Full Miand yet Zdo not #follow,

ANot #full Maand yet #follow Zit.
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4You can attack from some positions easily.
Disaster arises when you try to return to them.
These are entangling positions.

These field positions are one-sided.

Wait until your enemy is unprepared.

You can then attack from these positions and win.

Avoid a well-prepared enemy.
You will try to attack and lose.
Since you can't return, you will meet disaster.

These field positions offer no advantage.

REACTION:

The power

of mastering
strategy is that
it gives you the
tools to recog-
nize common
situations and
know instantly
how to react.

24You cannot leave some positions without losing an advantage.

If the enemy leaves this ground, he also loses an advantage.

We call these supporting field positions.
These positions strengthen you.

The enemy may try to entice you away.
Still, hold your position.

You must entice the enemy to leave.

You then strike him as he is leaving.

These field positions offer an advantage.

33Some field positions are constricted.

Get to these positions first.

You must fill these areas and await the enemy.
Sometimes, the enemy will reach them first.
If he fills them, do not follow him.

However, if he fails to fill them, you can go after him.
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B Obstructed form His:

BRI Khirst Preside Zit,

HMust FEreside Ehigh Bisouth, sunny hillside Ly\by
means of Ffawait menemy,

¥ Seems menemy Fofirst Breside Zit,

51pull Miand yet Zremove Zit,

M Do not #follow Walso.

EDistant form His,

o Influence ¥ fair,

EEDisaster [«'Jsby means of Pchoose Bbattle,
B Battle Miand yet Ano Fladvantage.

JUAIL Bbthese 7Ssix %things,
HbGround Z's iﬁphilosophy #2150,
¥ General Z's Rarrival £ assignment,
ANo Flcan Pno Fexamine Walso.

# Make j}"'%rnilitary F have £move %is,z
# Have Merelaxed #H subject,
F Have Bsink ?g'subject,

SUBJECT:

H Have FAcollapse #subject,
Qelmamder FHave Blidisorder ?g'subject,
trarlg [l; SZLL(:{'ZIZ/S # Have tflee H subject.
;;Zii;zliongé JUAIL Bbthese 7Ssix %things,
Instead it is used JEWeak Fheaven H.’agroundZ's HKdisaster,
to indicate the #FGeneral Z's il pass Walso.
subject under
the discussion.
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39Some field positions give you a barricade.

Get to these positions first.

You must occupy their southern, sunny heights in order to
await the enemy.

Sometimes the enemy occupies these areas first.

If so, entice him away.

Never go after him.

45Some field positions are too spread out.
Your force may seem equal to the enemy.
Still you will lose if you provoke a battle.

If you fight, you will not have any advantage.

49These are the six types of field positions.
Each battleground has its own rules.
As a commander, you must know where to go.

You must examine each position closely.

2 Some armies can be outmaneuvered.
Some armies are too lax.
Some armies fall down.

TRAINING:
Some armies fall apart.

Our Warrior Class
on-line train-
ing teaches the
"warrior mind"
50 that you can

recognize com-
They all arise from the army’s commander. mon situations

Some armies are disorganized.

Some armies must retreat.

7Know all six of these weaknesses.

They create weak timing and disastrous positions.

and respond
instinctively.
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R Husband #force Hequal,
uBy means of —one Mstrike +ten,
El Say Emove.

H Officers Bweak ZEsoldiers ‘}iﬁstrong,
ElSay ot relax.

ZESoldiers ;J'Elﬁstrong ¥ officers weak,
HSay Wisink.

thig Hofficers @rage Miand yet Ano HRobey,
EMeet Menemy #hate Miand yet Hself Bbartle,
#FGeneral Ano ﬁknowledge Hihis fi€can,

E1Say Acollapse.

#FGeneral 99weak Fnot @strict,
#each ‘lﬁphilosophy Asnot M clear,
% Officers Zsoldiers Fwithout T rule,
show Fewar #vertical *ﬁfhorizontal,
E Say Mldisorder.

GENERAL:

The concept %Ger‘leral Avno RBcan *4p2dict menemy,
general ¥ . EABy means of Wefew A join *crowd,
means hoth the EABy means of Siweak Bstrike 3istrong,
commander and Bewar Fwithour BEchoice Hsword point,

a commander's EiSay dtflee.
activities, that
Is, making deci-
sions and giving
commands.
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1°One general can command a force equal to the enemy.
Still his enemy outflanks him.

This means that his army can be outmaneuvered.

BAnother can have strong soldiers but weak officers.

This means that his army is too lax.

15Another has strong officers but weak soldiers.

This means that his army will fall down.

17Another has subcommanders that are angry and defiant.
They attack the enemy and fight their own battles.
The commander cannot know the battlefield.

This means that his army will fall apart.

21Another general is weak and easygoing.
He fails to make his orders clear.

His officers and men lack direction.

This shows in his military formations.

This means that his army is disorganized.

EQUATIONS:

26Another general fails to predict the enemy. .
He pits his small forces against larger ones. These deﬁr?z—
. tions are like

His weak forces attack stronger ones. )

, o mathematical
He fails to pick his fights correctly. equations of
This means that his army must retreat. interconnecting

ideas that any-
one can master

if given the
proper training.
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RULER:

The ruler 3

means manag-
ing the produc-
tive resources

of a nation,

general % man-
ages its compet-
itive resources.

JLAI Ebthese 75six %‘things,
MDefearZ’s iﬁphilosophy Halso,
#FGeneralZ's Barrive fEallow,

A No ABcan Pno #examine Walso.

*Husband Hﬂground ¥ form %is,}
FewWarZ's Bhassistance #also.

Ftpredice menemy il overpower ﬂ#victory,
#tPlan B obstructed BBadverse #distant ﬁnear,
EAbove %generalZ's ﬁphilosophy also.

fKnow Bbihere Miand yet Huse Bbartle His,
BMust ﬂ'?‘;win,

ANot Fknow Ebhere Miand yet Fuse Bbartle His,
W Must Hbe defeated.

i Make Bbattle iﬁphilosophy Bornust Bwin;
FERuler Elsay:

#EWithout Bbartle;

BMust Wbartle Wean Walso.

W parle :'E:philosophy Ao %Victory,
FRuler E1Say Zmust Bbartle,
Fwithour Bbartle Wean Halso.

asa
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31You must know all about these six weaknesses.
You must understand the philosophies that lead to defeat.
When a general arrives, you can know what he will do.

You must study each general carefully.

You must control your field position.

It will always strengthen your army.

3You must predict the enemy to overpower him and win.
You must analyze the obstacles, dangers, and distances.

This is the best way to command.

¢Understand your field position before you meet opponents.
Then you will succeed.
You can fail to understand your field position and meet opponents.

Then you will fail.

19You must provoke battle when you will certainly win.
It doesn’t matter what you are ordered.
The government may order you not to fight.

Despite that, you must always fight when you will win.

PRINCIPLES:
4Sometimes provoking a battle will lead to a loss. We de VEI,OPEd
the Science

The government may order you to fight.
of Strategy

Despite that, you must avoid battle when you will lose. Institute as a

resource to help
make learning
these principles
easy, interest-
ing, and fun.
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#tMake advance Ano Kseek # fame,
1BRetreat Ano #evade FRcrime,
MEONly %people R correct ﬁépreserve,
MiAnd yet Madvantage o Fruler,
BNationZs Krreasure #also.

#RConsider as Zsoldiers ﬁﬂcomparable to Binfant 5son,
WMake Mcan Bgive Zof #battend mcleep Etbrook,
R Consider as Zsoldiers ﬁucomparable to #love Fchild,
#Make ®lcan ga'give Zof 1Rall Fdeath.

JEGenerous Miland yet Ano BEcan Euse,
FLove Miand yet Ano BBcan € command,
BlDisorder Miand yet Ano BBcan if govern,
%Compare Fseem '%proud Fchild,

ANo fcan Muse Halso.

HKnow Bour Zsoldiers Zit can w\by gstrike,s
MiAnd yet Ano Fknow menemyZ’s Ano Wlcan ¥strike,
BVicrory Zof #half Walso;

HKnow menemyz’s W can ¥strike,

MAnd yet Ano Hknow Bour Zsoldiers Zit Ano Mcan
uby means of ¥strike,

BVictory Zof #half Walso;

Sknow menemyz’s W can ¥strike,

HKnow Bour Zsoldiers Zit can L‘Jsby gstrike,

fMiAnd yet Pno Fknow Hﬁground FformZ's Bno #lcan
L‘J\by means of Bbattle,

H#Victory Z's #half Halso.
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17You must advance without desiring praise.

You must retreat without fearing shame.

The only correct move is to preserve your troops.
This is how you serve your country.

This is how you reward your nation.

Think of your soldiers as little children.
You can make them follow you into a deep river.
Treat them as your beloved children.

You can lead them all to their deaths.

5Some leaders are generous but cannot use their men.
They love their men but cannot command them.
Their men are unruly and disorganized.

These leaders create spoiled children.

Their soldiers are useless.

5 You may know what your soldiers will do in an attack.

You may not know if the enemy is vulnerable to attack.

You will then win only half the time.

You may know that the enemy is vulnerable to attack.

You may not know if your men have the capability of attacking
him.

You will still win only half the time.

You may know that the enemy is vulnerable to attack.

You may know that your men are ready to attack.

You may not, however, know how to position yourself in the field
for battle.

You will still win only half the time.
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CONFUSION:
The concept of
confusion 3%
indicates both

a lack of clear
direction and a
lack of consis-
tency. By defini-
tion, an action
cannot go in two
opposing direc-
tions at once.

M Make #know FRewar His,
BAct Miand yer Aono Hconfusion,
Bk 1ift Miand yet Ano Blimir.

& Make Hsay:

M Know fEeach other Mknow aself,
%Victory Ty consequently Ao %’x‘dangerous,
M Know Kheaven Fknow Hearth,
%Victory JJconsequently BBcan £complete.

(N
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1You must know how to make war.
You can then act without confusion.

You can attempt anything.

14We say:

Know the enemy and know yourself.
Your victory will be painless.

Know the weather and the field.

Your victory will be complete.

b

COMPLETION:

Everyone tries
to use strategy,
but only those
skilled in its
methods are
successful. A
single missing
piece prevents
you from com-
pleting a puzzle.
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Related Articles from Sun Tzu's Playbook

In chapter ten, Sun Tzu discusses the use of temporary positions in building relation-
ships with voters. To learn the step-by-step techniques involved, we recommend the Sun
Tzu's Art of War Playbook articles listed below.

2.3 Personal Interactions: making progress through personal
interactions.

2.3.1 Action and Reaction: how we advance based on how others
reaction to our actions.

2.3.2 Reaction Unpredictability: why we can never exactly pre-
dict the react of others.

2.3.3 Likely Reactions: the range of potential reactions in gath-
ering information.

2.3.4 Using Questions: using questions in gathering informa-
tion and predicting reactions.

4.5 Opportunity Surfaces: judging potential opportunities from
a distance.

4.5.1 Surface Area: choosing opportunities on the basis of their
size.

4.5.2 Surface Barriers: how to select opportunities by evaluating
obstacles.

4.5.3 Surface Holding Power: sticky and slippery situations.

4.6 Six Benchmarks: simplifying the comparisons of opportu-

nities.

166 The Art of War Plus The Ancient Chinese Revealed



4.6.1 Spread-Out Conditions: recognizing opportunities that
are too large.

4.6.2 Constricted Conditions: identifying and using con-
stricted positions.

4.6.3 Barricaded Conditions: the issues related to the extremes
of obstacles.

4.6.4 Wide-Open Conditions: the issues related to an absence
of barriers.

4.6.5 Fixed Conditions: positions with extreme holding power.

4.6.6 Sensitive Conditions: positions with no holding power
on pursuing opportunities.

4.7 Competitive Weakness: how certain opportunities can bring
out our weaknesses.

4.71 Command Weaknesses: the character flaws of leaders and
how to exploit them.

4.7.2 Group Weaknesses: organizational weakness and where
groups fail.

4.8 Climate Support: choosing new positions based on future
changes.

4.9 Opportunity Mapping: two-dimensional tool for compar-
ing opportunity probabilities.
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Chapter 11

Types of Terrain: Reacting to Situations

The term translated as “terrain” or “ground” here (di) also means
“situation.” This chapter describes nine dynamic situations that
arise during a competitive campaign. In the circumstances, the
movement, position, and relationship of forces, supporting and
opposing, determines the situation on the ground.

Each of these stages in the development of a campaign has its
own clear tactical focus. As the effort continues toward winning
a profitable position, you have to adjust your tactics to match the
stage of your campaign’s development. This chapter’s first sec-
tion describes the nine campaign stages and the specific tactical
responses that they require.

The longer a given campaign takes, the more difficult the chal-
lenges that it faces. The nine campaign stages fall into three general
groups. Early stages demand focus and concentration. Middle
stages demand good management and organization. Later stages
demand creativity and perseverance.

The evolution of a campaign through these stages depends
largely on human psychology. People respond in a predictable way
as campaigns continue without clear resolution.

Knowledge and unity are the keys to successfully concluding
a campaign. Over time, you must especially develop the ability to
recover from setbacks. Because you never know how long a cam-

paign can take, you need to set the proper tone at the very start.
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GROUND:

The concept of
ground #& also
means terrain,
situation, and
condition, which
is why it is used
to describe so
many aspects of
a position.

beine Grounds

3,

#sun FTzu HsAID:
FUse TewarZ’s ?é:‘methods,]_

FH Have fscattered round,

FH Have @easy Hﬂground,

F Have %rcontentious -Hﬂground,
F Have mmeeting Hﬂground,
HHave Rihighway -Hﬂground,

A Have Hserious Hﬂground,

# Have ®ruined -Hﬂground,

F Have Msurround Hﬂground,
FH Have Fdeath hﬂ-’aground.

# Various B noblemen Hself Blbattle Fthis
Hﬂground %‘is,
FiBecome 1lscattered hﬂ-’aground.

AEnter AmenZ’s Jﬂ’aground Ano a—‘édeep His,
FyBecome @easy Hﬂground.

B Pobrain Mihen F advantage,
# Others #obrain Ralso iF'Jadvantage ig'is,
FiBecome Fcontentious Hﬂground.
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Chapter 11: Types of Terrain

SUN TZU SAID:

]_ Use the art of war.

Know when the terrain will scatter you.
Know when the terrain will be easy.
Know when the terrain will be disputed.
Know when the terrain is open.

Know when the terrain is intersecting.
Know when the terrain is dangerous.
Know when the terrain is bad.

Know when the terrain is confined.

Know when the terrain is deadly.

UWarring parties must sometimes fight inside
their own territory.

This is scattering terrain.

TERRAIN:

This chapter
describes both
conditions on
the ground and
situations that
arise over time
as you advance
your position.

BWhen you enter hostile territory, your penetration is shallow.

This is easy terrain.

5Some terrain gives you an advantageous position.

But it gives others an advantageous position as well.

This will be disputed terrain.
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1 Wean L‘Jsby means of T:Ego forward,
% Others ®lcan L‘bey means of ﬂ{join %is,
FiBecome mmeeting Hﬂground.

# Various B noblemenZ’s w.’cground =three Ebelong,
HFirst Zarrive Miand yet #obtain Rheaven T below
Fcrowd z’is,

FBecome M highway H’-’nground.

AEnter AmenZ’s l{‘lground i'\;'_gcleeply,
FBack wzcity E‘acity state gmany z’is,
FiBecome Hserious H’-’nground.

WMountain M(forest,

pﬁDanger P block,

{H Prevention i§pond,

JLAll ¥ disaster FTmarchZ’s :'Eway z’is,
FRBecome 3Bruined H’lground.

Bt Place Mfrom Aenter &is Fﬁnarrow,

Bt Place #follow Breturn home #is iEclose in,
Other Ffew " can w\by means of ¥strike Bwe Zof
Fcrowd z’is,

FBecome Msurround H’-’nground.

Peswift Mbartle Mlihen Fexist,

ANo Fswift Bbartle Mthen T2die %is,
FiBecome FEdeath hﬂ-"ground.
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18You can use some terrain to advance easily.
Others can advance along with you.

This is open terrain.

21Everyone shares access to a given area.
The first one to arrive there can gather a larger group than anyone
else.

This is intersecting terrain.

24You can penetrate deeply into hostile territory.
Then many hostile cities are behind you.

This is dangerous terrain.

27There are mountain forests.

There are dangerous obstructions.

There are reservoirs.

Everyone confronts these obstacles on a campaign.

They make bad terrain.

32In some areas, the entry passage is narrow.

You are closed in as you try to get out of them.

In this type of area, a few people can effectively attack your much
larger force.

This is confined terrain.
3%You can sometimes survive only if you fight quickly.

You will die if you delay.
This is deadly terrain.
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FeCorrect Bmake scatrered Hﬂground Hllthen #without

Wbattle,

@Easy Hﬂground Hllthen #without l}:stopping,

%+ Contentious bﬂ-"ground Wthen #withour I)/(attacking,
Z‘KMeeting Hﬁground Hllthen #without ?@breaking off,
mHighway Hﬂground Hlihen Zmeet *uharmony,

HSerious H{-’cground Alihen ﬁplunder,
$ERuined Hﬂground Hlihen 4T march,

B surround Hﬂground Alihen #Wscheme,
$EDeath H’-’Aground Wl chen Bibacde.

B Ancient Zof i place #Bcall ﬁ‘good Fuse Fewar %is,z
fBCan fuse menemy Amen Blfront #behind Ano

#Hexamine Breach,

#Crowd Ffew Pno Mexamine ‘ﬁrely on,

B Sufficient Mdeficient Ano Fexamine R rescue,

DEATH:

The concept
translated as
death 3 also
means deadly,
desperate, to
kill, and final. /t
Is the final stage
inall cam-
paigns.

EAbove Fbelow Ano Mexamine W collect,
. 5oldier BEleave Miand yet Ano Hassemble,

FeWar ’g‘join Miand yet Ano ﬁorderly.

AJoin Rrto *'Jadvantage fliand yet Bmove,
ANo Ejoin Bto Fladvantage Mand yet
1Estop.

fﬁ(Daring H#)asls:
“WEnemy #crowd Forderly Miand yet
%general B arrive,

FeWair Zit Fif Mwhar?”
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39To be successful, you must control scattering terrain by avoiding

battle.
Control easy terrain by not stopping.

Control disputed terrain by not attacking.

Control open terrain by staying with the enemy’s forces.

Control intersecting terrain by uniting with your allies.

Control dangerous terrain by plundering.
Control bad terrain by keeping on the move.
Control confined terrain by using surprise.

Control deadly terrain by fighting.

2 Go to an area that is known to be good for waging war.

Use it to cut off the enemy’s contact between his front and back

lines.

Prevent his small parties from relying on his larger force.

Stop his strong divisions from rescuing his weak ones.

Prevent his officers from getting their men together.

Chase his soldiers apart to stop them from amassing.

Harass them to prevent their ranks from forming.

8When joining battle gives you an advantage, you
must do it.

When itisn’t to your benefit, you must avoid it.

19A daring soldier may ask:
“A large, organized enemy army and its general are
coming.

What do I do to prepare for them?”

TEXT BLOCKS:

Each new block
of text (indi-
cated by the
large numbers)
describes each
"terrain" in
more detail. The
text assumes the
context.
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H Say:

“YFirst Bseize Fthis Fﬁplace ilove,
HThen #listen Rwill;

ﬁArmyZ's % condition FEruler ﬁspeed,
%Multiply by AmenZ’s Bno Kereach,
MFrom Mo Jﬁworry Zof ':‘Ephilosophy,

K Attack Fthis Fplace Pno Miguard Halso.”

JLAIl F¥become gguestzfs ﬁphilosophy,}
@Deeply Aenter Wllthen H concentrate,
FERuler Amen Ano %repress.

FiPlunder Bro BBabundant ﬁ’countryside,
Z=Three Earmies M sufficient B food.

#Caution %provide for Mand yet $without %‘weariness,
PESide-by-side Fspirit Maccumulates Hforce,
ETransport Fwar %"’plans BEscheme,

FiBecome Pno "can Wmeasure,

BeThrow Zit Fwithour BT place ﬂfdepart for,

$EDead Hand Ano dtflee,

%EDead Fhow Ano #obrain,

*Officer Amen Fexhaust ijower.

Fewar Lofficers &Very Basink Mlihen Ano ¥ dread,
WeWithour BT place Hroward Mthen [Esturdy,
igEDeep Aenter Hllthen #arrest,

ANo obtain Bfinish Mthen Fﬁstruggle.
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BTell him:

“First seize an area that the enemy must have.

Then he will pay attention to you.

Mastering speed is the essence of war.

Take advantage of a large enemy’s inability to keep up.
Use a philosophy of avoiding difficult situations.

Attack the area where he doesn’t expect you.”

You must use the philosophy of an invader.
Invade deeply and then concentrate your forces.

This controls your men without oppressing them.

4Get your supplies from the riches of the territory.

It is sufficient to supply your whole army.

“Take care of your men and do not overtax them.
Your esprit de corps increases your momentum.
Keep your army moving and plan for surprises.
Make it difficult for the enemy to count your forces.
Position your men where there is no place to run.
They will then face death without fleeing.

They will find a way to survive.

Your officers and men will fight to their utmost.

4Military officers who are committed lose their fear.
When they have nowhere to run, they must stand firm.
Deep in enemy territory, they are captives.

Since they cannot escape, they will fight.
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FECorrect #make,

Hrhis Fewar Bno Bhix Mand yet ﬁguard against,
ANo HKstrive for Miand yer Fobrain,

ANo #Ibind MMand yet Mintimate,

ANo 4 command Miand yet f&trust.

FProhibit ¥ guessing Estop HEdoubt,
-J}‘EStop Fdeath #Ewithout Fﬁ'place Zgo.

E Our Tofficer without %surplus R’]'wealth,
E”5Wrong Bhate ﬁ‘money Halso;

FwWithout %surplus f‘%life,

E”:.Wrong Bhate ¥ longevity #also.

4 Command Elaunch Zof H day,

+Officers Zsoldiers #sit His Wrears Mmoisten k%‘lapel,
TECease Elie down His Hrears Zmeet Blcheeks,
BeThrow Zit Fwithour BT place ﬁfdepart for,

SWThen ##various Mcut Zof Bbrave Walso.

SNAKE: it Make %good Muse Fewar %is,4
gCompare ke Finstant Rreflex,
Finstant Rreflex His " ordinary
WMountainZ'’s ¥snake Halso,

B Srike Hthis Bhead Hllthen Rrail B

The use of the
term snake %E is
an analogy for
an army on the

arrive,
;73{[62”0; fgrligeg B Srike Hethis Brail Mthen Bhead
twisting path of Earrive,
the campaign B sirike Hihis Fmiddle Allthen Bhead 2
itself. tail all Earrive.
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18Commit your men completely.

Without being posted, they will be on guard.
Without being asked, they will get what is needed.
Without being forced, they will be dedicated.

Without being given orders, they can be trusted.

23Stop them from guessing by removing all their doubts.

Stop them from dying by giving them no place to run.

25Your officers may not be rich.
Nevertheless, they still desire plunder.
They may die young.

Nevertheless, they still want to live forever.

29You must order the time of attack.

Officers and men may sit and weep until their lapels are wet.
When they stand up, tears may stream down their cheeks.
Put them in a position where they cannot run.

They will show the greatest courage under fire.

Make good use of war.

DETAIL:
This demands instant reflexes. .

You must develop these instant reflexes. The point of
: : : these three

Act like an ordinary mountain snake. .
_ , long chapters is
If people strike your head then stop them with that when you
your tail. diagnose your
If they strike your tail then stop them with your situation, you
head. know instantly
If they strike your middle then use both yourhead | poy to react ap-
and tail. propriately.
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%IDaring #asks:

“BeWar " can use Mlike Finstant Rreflex?”
ElSay:

“Bfcan.”

FHusband Hboast Amen mgive #exceed Amen
Mexamine Behate Walso.

'ﬁ’Regard as Fthis lﬁ]together Ftboat #ford river Miand
yet Brun into Bwind,

Herhis Mexamine Brescue Walso !‘Ucomparable to ZEleft
Eright Fhand.

FECorrect #make,

jiSquare Bhorse igbury %Wheels,
FRNot yet X sufficient 'I%rely on Walso,
ﬁOrderly Bbrave %compare to —one,
BtGovernmentZ's iﬁphilosophy Halso;
Tough Frender il%'together ?5obtain,
HGround Z's Bladministration Halso.

B Make %good Muse Fewar %is,
ﬁCarry Fhand Bseem Huse —one Aman,
ANo Fobrain Ebfinish Halso.

#iGeneral EarmyZ's $profession,5
%Tranquil L‘Jsby means of Ksecluded,

IEproper kAby means of {fgovern,

BECan Bfool Tofficers Zsoldiers Z’s Heor Eeye,
£ Use Ripeople Mewithout ﬁﬂknowing.
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8A daring soldier asks:
“Can any army imitate these instant reflexes?”
‘We answer:

“Tt can.”

12To command and get the most out of proud people, you must
study adversity.
People work together when they are in the same boat during a

storm.

In this situation, one rescues the other just as the right hand helps

the left.

15Use adversity correctly.

Tether your horses and bury your wagon’s wheels.
Still, you can’t depend on this alone.

An organized force is braver than lone individuals.
This is the art of organization.

Put the tough and weak together.

You must also use the terrain.

22Make good use of war.
Unite your men as one.

Never let them give up.

5 The commander must be a military professional.
This requires confidence and detachment.

You must maintain dignity and order.

You must control what your men see and hear.

They must follow you without knowing your plans.
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EChange Hihis $profession,
¥ Transform Fthis Bscheme,
#Use Amen #Ewithout mknowledge.

EChange Hihis JEresidence,
EDetour Hthis Broad,
#Use Amen Ano Mobrain Bstrategy.

Bl Commander $give Zof #period,

ﬁuCompare to _?éfclimbing %high Mand yet FEremove
Hihis Bhladder,

fiCommander ﬁgive Zof iﬁdeep Aenter Zof #various
B noblemenZ’s -Hbaground,

MAnd yet Flaunch Hechis ﬁopportunity.

# Seem %expel Bherd $sheep,

%Expel filand yet #depart,

%Expel Miand yet mmeeting,

B Not Hknow Bt place Zgo,

W Collect =three Earmies Zof *crowd,
BeThrow Zit Rto BRobstruction,

IFEHere %general EarmyZ’s $profession Halso.

FUNine Hﬂgrounds Zof ﬁchange,
JABend fMstretch Zof Fl advantage,
AMen Hlove Zof Bl dministrate,

ASNo #lcan Pno FEexamine Walso.
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%You can reinvent your men’s roles.
You can change your plans.

You can use your men without their understanding.

9You must shift your campgrounds.
You must take detours from the ordinary routes.

You must use your men without giving them your strategy.

12A commander provides what is needed now.

This is like climbing high and being willing to kick away your
ladder.

You must be able to lead your men deeply into different
surrounding territory.

And yet, you can discover the opportunity to win.

16You must drive men like a flock of sheep.

You must drive them to march.

You must drive them to attack.

You must never let them know where you are headed.
You must unite them into a great army.

You must then drive them against all opposition.

This is the job of a true commander.

23You must adapt to the different terrain.
You must adapt to find an advantage.
You must manage your people’s affections.

You must study all these skills.
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JLAIl Rrbecome gguestZ'S :'E:philosophy, 6
g‘éDeep Hllthen ¥ concentrate,

B shallow Rlthen scatter;

ERemove Bnation Btransverse Fboundary Miand yet
Bl commander #His,

#Break off lﬂ’aground . also;

PFour M unobstructed %‘is,

MHighway lﬂ’aground Halso;

AEnter @deeply %‘is,

HSerious Hi’aground Halso;

AEnter ¥ shallow %is,

@Easy lﬂ’aground Halso;

BBack Bwalls Bl front BEnarrow %‘is,

M surround lﬂ’aground Halso;

MwWithour T place ‘ﬁidepart for %‘is,
$EDeath Hﬁground Walso.

FCorrect Mmake scatter -Hﬁground Trour ;ﬁgeneral
—one Hthis A ambition;

B Easy Hﬂground Four Mgeneral Muse Zit Bbelong;
%Contend Hﬂground Eour ;H‘general Mrend Hohis %tarry,
mMeeting hmground Eour ;ﬁgenera] # caution Hethis SFdefend,
ﬁHighway Hﬂground Eour %general Bsolid Hechis 4 knot;
HSerious Hi’aground Eour ;‘%general e follow Fechis ﬁ'food;
$ERuined w-’cground Eour %general #advance Fthis ﬁroad;
B surround H*-’aground Tour %general gclog Hehis
MOpen door;

FeDeath Hground Four Mgeneral teach Zit EAby
means of Ano fllife.
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6Always use the philosophy of invasion.
Deep invasions concentrate your forces.
Shallow invasions scatter your forces.

When you leave your country and cross the border, you must take
control.

This is always critical ground.

You can sometimes move in any direction.
This is always intersecting ground.

You can penetrate deeply into a territory.

This is always dangerous ground.

You penetrate only a little way.

This is always easy ground.

Your retreat is closed and the path ahead tight.
This is always confined ground.

There is sometimes no place to run.

This is always deadly ground.

19To use scattering terrain correctly, you must inspire your men'’s
devotion.

On easy terrain, you must keep in close communication.

On disputed terrain, you try to hamper the enemy’s progress.
On open terrain, you must carefully defend your chosen position.
On intersecting terrain, you must solidify your alliances.

On dangerous terrain, you must ensure your food supplies.

On bad terrain, you must keep advancing along the road.

On confined terrain, you must stop information leaks from your
headquarters.

On deadly terrain, you must show what you can do by killing the

enemy.
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M Make FewarZ’s 'Iﬁfeelings,

B surround Mlihen @protect,

ANo Bobtain Bfinish Bllthen F’jstruggle,
Brorce Mihen #follow.

FCorrect #cause Ano ﬁﬂknowledge # various
B noblemenZ’s Bscheme %is,

No BBcan Bin advance Zmeet.

ANo ﬁknowledge WWmountain H‘forest, pﬁdanger PEblock,
{Hprevention pondZs Hform His,

ANo fBcan fTmarch ﬁarmy,

ANo Huse Mhometown gguide %is,

ASNo REcan fobtain Hﬂground # advantage.

iHere =three Hare,
ANo iﬂknowledge —one,
E“3Wror1g Fidominate ErulerZ's Fewar Walso.

FeHusband Fidominate ErulerZ's Fewar,

NATION: R Cutdown j(big Bnacion Mlihen Hhis
#crowd Pno Fobrain %assembly,

B Fear of authority HMadd #to #lenemy,
Rilthen $Hhis mmeeting Ano Fobtain

’%join.

The term nation
refers to
the productive
resources of

a country, as
distinct from
the army & a5
its competitive
resources.
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25Make your men feel like an army.
Surround them and they will defend themselves.
If they cannot avoid it, they will fight.

If they are under pressure, they will obey.

7 Do the right thing when you don’t know your different

enemies’ plans.

Don’t attempt to meet them.

3You don’t know the position of mountain forests, dangerous

obstructions, and reservoirs?
Then you cannot march the army.
You don'’t have local guides?

You won't get any of the benefits of the terrain.

7There are many factors in war.
You may lack knowledge of any one of them.

If so, it is wrong to take a nation into war.

19You must be able to control your government’s war.
If you divide a big nation, it will be unable to put
together a large force.

Increase your enemy’s fear of your ability.

Prevent his forces from getting together and

organizing.

ADAPTABILITY:

When Sun Tzu
says we must
know all factors
to be successful,
he is telling us
that we have to
study them, not
just be exposed
to them once.
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JECorrect #cause Pno Fstruggle Kheaven ThelowZ’s
mmeeting;

ANo FEprovide for Kheaven TbelowZ’s R auchority,
{BTrust CselfZ’s Fhselfish,

B Fear of authority HMadd #to #lenemy,

#Make Hthis hﬁcity Al can &pull out,

HThis Bnation "can ¥Efall.

i Bestow Mwithour Himethod Zof ﬁreward,
M?Suspend #without I&governmentZ's A\'\command,
3L Commit =three ﬁarmyZ’s *crowd,

#Seem Huse —one Aman.

BB Commit Zit U\by means of $profession,

PDo not %report L‘J\by means of _gspeak;

3B Commit Zit w\by means of ¥l advantage,

PIDo not Hreport EAby means of Fharm;

#tLaunch Zit Todeath Hﬂground #Rhowever #fall behind
Fexist,

%Submerge Zit T=death Hﬂground Rhowever £ fall
behind Hborn;

FHusband Fcrowd Plsink Rro Egmisfortune,

However #1all behind FBcan Fybecome ﬂ#victory W defeat,
#Make Fobecome FewarL’s Fprofession;

fE Exist at "[Earrange #detailed menemyz's Eintention,
Pkside by side Mlenemy —one Mdirection,

T Thousand B.miles kil ;H“general,

JECorrect mean 5 skillful BBcan Fbbecome $profession.
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14Do the right thing and do not arrange outside alliances before

their time.

You will not have to assert your authority prematurely.
Trust only yourself and your self-interest.

This increases the enemy’s fear of you.

You can make one of his allies withdraw.

His whole nation can fall.

20Distribute rewards without worrying about having a system.

Halt without the government’s command.
Attack with the whole strength of your army.

Use your army as if it were a single man.

24Artack with skill.

Do not discuss it.

Attack when you have an advantage.

Do not talk about the dangers.

When you can launch your army into deadly ground, even if it
stumbles, it can still survive.

You can be weakened in a deadly battle and yet be stronger

afterward.

3°Even a large force can fall into misfortune.

If you fall behind, however, you can still turn defeat into victory.

You must use the skills of war.

To survive, you must adapt yourself to your enemy’s purpose.
You must stay with him no matter where he goes.

It may take a thousand miles to kill the general.

If you correctly understand him, you can find the skill to do it.
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FCorrect M cause Eﬁgovernment Hife Zof H day, 8
% Barbarians Mclose off Prbreak fFaccord,

#ewithour Eroad Fehis Benvoy,

}EEncourage Rio Bicorridor Wi templeZ's Eabove,
Lj\By means of #Rexecute Fthis $profession,

B Enemy Amen Flopen Mclose,

#Must Burgently Aenter Zit.

SeFirst Fthis Frplace Elove,

%'(Slight ﬁgive Zof yﬁperiod,

E&Trample Hink Ffollow Wenemy,

L‘J\By means of Bedecision Bbattle $profession.

FCorrect #cause RHstart #ncomparably to
ﬁposition ﬁ‘woman,

mEnemy Amen Flopen FPdoor,

# Afterward ﬁucomparable W skin Hrabbir,
mEnemy Ano Breach threfuse.

The concept of
love % is con-
sistently repre-
sented by Sun
Tzu as a weak-
ness, a danger-
ous excess of

a necessary
characteristic of
a leader, caring
for people.
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8 Manage your government correctly at the start of a war.
Close your borders and tear up passports.

Block the passage of envoys.

Encourage the halls of power to rise to the occasion.

You must use any means to put an end to politics.

Your enemy’s people will leave you an opening.

You must instantly invade through it.

$Immediately seize a place that they love.
Do it quickly.
Trample any border to pursue the enemy.

Use your judgment about when to fight.

12Doing the right thing at the start of war is like
approaching a woman.

Your enemy’s men must open the door.

After that, you should act like a streaking rabbit.

The enemy will be unable to catch you. SEDUCTION:

What situation
better describes
strategic com-
petition based
on position-

ing yourself in
people's minds
better than
romantic seduc-
tion?

RN
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Related Articles from Sun Tzu's Playbook

In chapter eleven, Sun Tzu explains instant situation response. To learn the step-by-step
techniques involved, we recommend the Sun Tzu's Art of War Playbook articles
listed below.

6.0 Situation Response: selecting the actions most appropriate
to a situation.

6.1 Situation Recognition: situation recognition in making
advances.

6.11 Conditioned Reflexes: how we develop automatic, instan-
taneous responses.

6.1.2 Prioritizing Conditions: parsing complex competitive
conditions into simple responses.

6.2 Campaign Evaluation: how we justify continued invest-
ment in an ongoing campaign.

6.2.1 Campaign Flow: seeing campaigns as a series of situa-
tions that flow logically from one to another.

6.2.2 Campaign Goals: assessing the value of a campaign by a
larger mission.

6.3 Campaign Patterns: how knowing campaign stages gives us
insight into our situation.

6.3.1 Early-Stage Situations: the common situations that arise
the earliest in campaigns.

6.3.2 Middle-Stage Situations: how progress creates transi-
tional situations in campaigns.

6.3.3 Late-Stage Situations: understanding the final and most
dangerous stages of campaigns.

6.4 Nine Situations: the nine common competitive situations.

6.4.1 Dissipating Situations: situations where defensive unity is
destroyed.

6.4.2 Easy Situations: recognizing situations of easy initial
progress.

6.4.3 Contentious Situations: identifying situations that invite

conflict.
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6.4.4 Open Situations: recognizing situations that are races
without a course.

6.4.5 Intersecting Situations: recognizing situations that bring
people together.

6.4.6 Serious Situations: identifying situations where resources
can be cut off.

6.4.7 Difficult Situations: recognizing situations where serious
barriers must be overcome.

6.4.8 Limited Situations: identifying situations defined by a
bottleneck.

6.4.9 Desperate Situations: identifying situations where
destruction is possible.

6.5 Nine Responses: using the best responses to the nine
common competitive situations.

6.5.1 Dissipating Response: responding to dissipation by the
use of offense as defense.

6.5.2 Easy Response: responding to easy situations by over-
coming complacency.

6.5.3 Contentious Response: responding to contentious situa-
tions by knowing how to avoid conflict.

6.5.4 Open Response: responding to open situations by keep-
ing up with the opposition.

6.5.5 Intersecting Response: the formation of situational alli-
ances.

6.5.6 Serious Response: responding to serious situations by
finding immediate income.

6.5.7 Difficult Response: the role of persistence in responding
to difficult situations.

6.5.8 Limited Response: the need for secret speed in limited
situations.

6.5.9 Desperate Response: using all our resources in respond-
ing to desperate situations.

6.6 Campaign Pause: knowing when to stop advancing a posi-
tion.
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Chapter 12

K IX

Fire Strike — Attacking with Fire

Although Sun Tzu uses this chapter to cover a specific weapon, fire,
its broader subject is using any weapon, with an emphasis on lever-
aging forces in the environment as weapons. Fire (huo) is a useful
analogy for broad, indiscriminate attacks. Like many such weap-
ons, fire is a danger both to the target and to the attacker. Sun Tzu
uses the Chinese term gong, translated as “attack,” in many ways.
Sometimes, he means moving into new areas, other, hampering
opponents. Here, he means attacking opponents with a weapon.

Fire is an environmental weapon. We can only start a fire if
the conditions in the environment—that is, on the ground and in
heaven—support it. So we must choose the proper ground for fire
attacks. More importantly, we don't control fire once it is started.
Its direction, speed, and duration depend on factors of climate,
which are beyond our control, but which we can observe.

In describing environmental attacks, Sun Tzu identifies five
different targets for these attacks. Though enumerated as targets
for fire, they illustrate the five categories of targets for attack by any
type of weapon. These five targets are listed in priority from the
least important to the most important.

The most important aspects of environmental attacks are
how we follow up if we are attacking, or how we respond if we are
attacked. Sun Tzu offers five approaches that depend on how the
fire attack is waged and the situations that develop from the attack.
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FIRE:

The element of
fire X is one of
the five classi-
cal elements of
Chinese science,
but Sun Tzu
explains it using
his element of
climate.

M+ Fire Strike

IX

Hsun FTzu HsAID:

JLAI K fire Fattacks F have ﬂﬁve:]_
—1. ElSay Kfire Amen,

—>. HSay Kfire *Eprovisions,

=3. HSay Kfire *?gisupply wagons,
P4, HSay K fire Bhouses,

Fi.5. Flsay Kfire BRgroup.

FTDo Kfire %must Hhave Hcause,
Bl Cause “must Fraw material ﬂ-prepare.

BLaunch Kfire Bhave Bfseason,
#2Begin Kfire FHhave Hday.

B¥Season %‘situation,

KHeavenZ’s ﬁdry also.

H Day %situation,
AMonth szuring ﬁgrasses BEwall gwing i
cart Walso.

JLAIl BEhere Mfour T8 constellation #situation,
wind #begin Zof H day #also.
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Chapter 12: Attacking With Fire

SUN TZU SAID:

]_ There are five ways of attacking with fire.
The first is burning troops.

The second is burning supplies.

The third is burning supply transport.

The fourth is burning storehouses.

The fifth is burning camps.

7To make fire, you must have the resources.

To build a fire, you must prepare the raw materials.

9To attack with fire, you must be in the right season.

To start a fire, you must have the time.

1Choose the right season.

The weather must be dry.

BChoose the right day.
Pick a season when the grass is as high as the side

of a cart.

15Choose the right time of day.

You want days when the wind rises in the morning.

ENVIRONMENT:

The rules in this
chapter apply

to all weapons,
but they are
tailored for
"environmental”
weapons that
leverage time.
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JLAIl Kfire Battacks, 2

&Must Bcause Fifive KfiresZ' Hrransform Miand yer

mcomply Zit.

K Fire #launch Hto Winternal,

RlThen —l?'early Micomply Zit ¥to Hbexternal.

KFire #launch Miand yet Hihis Fewar ﬁ*tranquil His,

TRANSFORM:

The character
transform 2
also means
change, and it is
the key aspect
of climate, just
as form &£ s
the key aspect of
ground.

fFWair Miand yet Mdo not Farrack.

BB Extreme Fthis Kfire y&power,
W Can #follow Miand yet e follow Zit,
ANo Wean #follow Miand yet _ll:stop.

KFire Alcan Blaunch 5to Fhexternal,
Hewithour Fwait 5o Plinternal,
w\By means of Mftime Blaunch Zit.

K Fire #launch _liupper mwind,
#Without Battack Flower Bwind,
iDaytime Bwind Along time,
&Night JBewind 1Estop.

JLAII Earmy Wmust Mknow H have FHfive
KhiresZ ﬁtransform,
L'J\By means of #several ';Fguard Zit.
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2 Everyone attacks with fire.
You must create five different situations with fire and be able to
adjust to them.

3You start a fire inside the enemy’s camp.

Then attack the enemy’s periphery.

5You launch a fire attack, but the enemy remains calm.

Wait and do not attack.

7The fire reaches its height.
Follow its path if you can.

If you can’t follow it, stay where you are.
1°Spreading fires on the outside of camp can kill.
You can’t always get fire inside the enemy’s camp.

Take your time in spreading it.

BSet the fire when the wind is at your back.

Don't attack into the wind. WEAPONS:
Daytime winds last a long time. Sun Tou does
Night winds fade quickly. not teach about
using specific

17Every army must know how to adjust to weapons be-
the five possible attacks by fire. cause he knew
Use many men to guard against them. that all physical
weapons would

become out-

dated.
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B Make L‘lby Kfire #Eassist Battack His Hﬂbright,}
uBy means of KRwater #assist Barrack FHis 3§ipowerful,
KXWater Wcan L‘Jsby means of #break-off,

ANo Plcan EAby means of #Eseize.

FHusband Bbattle Bvictory Blartack Elobtain,4
MiAnd yet ANo & fix Hthis Pachievement His
Wunlucky,

# Order Hsay B aste Bremain.

W Make Hlsay:

Bﬂbright FEruler mstrategize Zit,
RGood %general & hx Zit,
JEWeak ir"Jadvamt:«lge Ano Bace,
JEWeak M obtain A no Huse,
1EWeak ﬁdanger Ano Wbartle.

FRuler Bno Mcan EAby means of B fury Miand yet
Hprosper Mfitroops,

EMOTION: #¥General Aino "can EAby means of
The personal tRanger Miand yetr Bmake Bbartle;
characteristic %Join o Fl advantage Miand yet Bace,
associated with ANo join Bto Fladvantage Miand yer Lk
climate is emo- stop.
tion, and fire
Is specifically
associated with
anger it and
fury 7.
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When you use fire to assist your attacks, you are clever.

Water can add force to an attack.
You can also use water to disrupt an enemy.

It does not, however, take his resources.

4You win in battle by getting the opportunity to attack.

It is dangerous if you fail to study how to accomplish this

achievement.

As commander, you cannot waste your opportunities.

4We say:

Awise leader plans success.

A good general studies it.

If there is little to be gained, don’t act.

If there is little to win, do not use your men.

If there is no danger, don't fight.

19As leader, you cannot let your anger interfere with the success of

your forces.

As commander, you cannot let yourself become
enraged before you go to battle.

Join the battle when it is in your advantage to act.
If there is no advantage in joining a battle, stay
put.

RESPONSE:

If people are

not taught how
to respond to
situations, they
respond emo-
tionally. The
goal of strateqy
Is to respond ap-
propriately.
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?‘u%Fury W can uby means of & recover éhappiness,
TELAnger W can L‘Jsby means of ﬁrecover 'Bﬁjoy,

=Dead Bnation Ano "can EAby means of Brecover #live,
HEDead His Ano Plcan L‘J\by means of B recover Abirth.

& Make Eyqbright FEruler A caution Zone,
RGood %general B varn Zone.

EEHere Fpeaceful Bnation fwhole BarmyZ's
iﬁphilosophy Walso.

RN

L o

RECOVER:

The character
recover & indi-
cates the ability
to returnto a
previous state,
which is easy
with emotional
(climate) states,
but impossible
in matters of life
and death.
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4Anger can change back into happiness.
Rage can change back into joy.
A nation once destroyed cannot be brought back to life.

Dead men do not return to the living.

18This fact must make a wise leader cautious.

A good general is on guard.

20Your philosophy must be to keep the nation peaceful and the

army intact.

(N

DECISIONS:

Mastering

the science of
strategy leads to
better decisions
because you will
know a whole
range of
responses and
will have to rely
less on your
emotions.

Chapter 12: Attacking With Fire 203



Related Articles from Sun Tzu's Playbook

In chapter twelve, Sun Tzu discusses the use of environmental weapons. To learn the
step-by-step techniques involved, we recommend the Sun Tzu's Art of War Playbook
articles listed below.

9.0 Understanding Vulnerability: the use of common environ-
mental attacks.

9.1 Climate Vulnerability: our vulnerability to environmental
crises arising from change.

9.1.1 Climate Rivals: how changing conditions create oppo-
nents.

9.1.2 Threat Development: how changing conditions create
environmental threats.

9.2 Points of Vulnerability: our points of vulnerability during
an environmental crisis.

9.2.1 Personnel Risk: the vulnerability of key individuals.

9.2.2 Immediate Resource Risk: the vulnerability of the
resources required for immediate use.

9.2.3 Transportation/Communication Risk: how firestorms
choke normal channels of movement and communication.

0.2.4 Asset Risk: the threats to our fixed assets.

9.2.5 Organizational Risk: targeting the roles and responsibili-
ties within an organization.

9.3 Crisis Leadership: maintaining the support of our support-
ers during attacks.
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9.3.1 Mutual Danger: how we use mutual danger to create
mutual strength.

9.3.2 Message Control: communication methods to use during
a crisis.

9.4 Crisis Defense: how vulnerabilities are exploited and
defended during a crisis.

9.4.1 Division Defense: preventing organizational division
during a crisis.

9.4.2 Panic Defense: preventing the mistakes arising from panic
during a crisis.

9.4.3 Defending Openings: how to defend openings created by
a crisis.

9.4.4 Defending Alliances: dealing with guilt by association.

9.4.5 Defensive Balance: using short-term conditions to tip the
balance in a crisis.

9.5 Crisis Exploitation: how to successfully use an opponent’s
crisis.

9.5.1 Adversarial Opportunities: how our opponents’ crises can
create opportunities.

9.5.2 Avoiding Emotion: the danger of exploiting environmen-
tal vulnerabilities for purely emotion reasons.

9.6 Constant Vigilance: where to focus our attention to pre-

serve our positions.
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Chapter 13

4]

Using Spies: Using Information

This final chapter addresses the most important and delicate ele-
ment of strategy: developing good sources for sensitive informa-
tion. The term translated as “” is gaan, which means a “go-between”
or “a space between.” Think of it as an information channel. The
intelligence addressed in this chapter specifically means acquiring
information that is not available to everyone, information from
individual people.

The value of information can only be understood in the larger
context of the costs of competition. Information replaces other
costs. Sun Tzu offers five types of information that tie directly to
the five key elements: philosophy, climate, ground, leader, and
methods. Each addresses a certain type of costs.

The critical information that you need can only come from
developing a network of people who act as your intelligence sources.
Each of the five types of information requires a different type of
information flow. In his system, there are four information flows
that bring information into our organization and only one that
broadcasts information.

The main purpose of broadcasting information is to use gus, that
is, which is translated as “deception” or “illusion”. More generally,
it means “perception” as in shaping people’s perceptions. Sharing
our philosophy to potential allies via missionaries is a powerful way
to shape perceptions.
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}ﬂ Use Spies
&)

Hsun FTzu HsAID:

JLAI Rprosper mﬁtroops +ten Eten thousand,]_

WASTE:
The concept of
waste 2 is the
economic result
of substitut-
ing material
resources for
knowledge or
information
resources.

HExit fEjourney Fthousand Hmiles,

B Hundred #clansZ’s gwaste,

23Public FfamilyZ's Foffer,

HDay B waste Fhousand &unit of currency.

Minside FPourside Bstimulare Bhace,
B1dle Beo Bway Broad,

ANo Fobrain Bhold $profession His,
4 Seven Ften Biten thousand ﬁcfamily.

#H Examine *Fdefend #number —f‘F‘year,
L‘JsBy means of Frconflict —one BdayZ's
ﬂ#victory,

MiAnd yet Zlove B¥lord #kofficial salary
Bhundred unit of currency,

ANo FAknow menemyZ's 1% condition His,
ANo 1=benevolence Z's Estop Walso.

JEWeak Amen Zof ;ﬁgeneral ’Hlalso,
JEWeak ErulerZ's #assistance ‘H?aalso,
AEWeak BvictoryZ's FEruler Halso.
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Chapter 13: Using Spies

SUN TZU SAID:

]_All successful armies require thousands of men.
They invade and march thousands of miles.
Whole families are destroyed.

Other families must be heavily taxed.

Every day, a large amount of money must be spent.

“Internal and external events force people to move.
They are unable to work while on the road.

They are unable to find and hold a useful job.

This affects seventy percent of thousands of families.

19You can watch and guard for years.

Then a single battle can determine victory in a
day.

Despite this, bureaucrats worship the value of
their salary money too dearly.

They remain ignorant of the enemy’s condition.

The result is cruel.

15They are not leaders of men.
They are not servants of the state.

They are not masters of victory.

CIRCLE:

This chapter
completes a
circle. The book
begins with
analysis, but
analysis begins
with your infor-
mation sources.
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B Make %bright B monarch Eworthy ;H‘general,
Fft Place ley means of BImovement Miand yet Bwin Amen,
EEAccomplish Hachievement Hexit Rro Fcrowd His,

SPIES:

Though translat-
ed here as spies,
the character Al
specifically
means a he-
tween space, as
we might say

a go-between

or a channel of
information.

HFirst Fknow )d?aalso;
HFirst Fknow %topic,

A’No ®lcan Blobtain Bto Bdemon Msoul,

ANo Wcan %image o $profession,
ANo Wean Bcheck Mo fEdegree,
WMust Blobtain Rfrom Amen,

HKnow MenemyZ’s 1 condition Fis also.

#Make Fuse Fﬂﬁspies Fhave ﬁﬁve:z
F Have ﬂﬁcountryside F'fﬂspies,

A Have Minside Faﬁspies,

ﬁHave R reverse F'fﬂspies,

A Have Fdead Faﬁspies,

# Have Hbirth F';]spies.

H.Five FEﬁspies Ball Erise,
B Not Hknow FHthis iﬁphilosophy,
#=Correct %'Emeaning **spirit '%Eaarrange,

AMen BEmonarchZ’s Htreasure Halso.

?ﬁ[‘Countryside Faﬁspies %‘topic,

Hsource Hthis éﬁ[;countryside Amen Miand yet Fuse Zit.

Minside A spies His,

B source Hthis B official Amen fiiand yet Ruse Zi.
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18People need an intelligent leader and a worthy commander.

You must move your troops to the right places to beat others.

You must accomplish your attack and escape unharmed.

This requires foreknowledge.

You can obtain foreknowledge.

You can’t get it from demons or spirits.

You can’t see it from professional experience.
You can’t check it with analysis.

You can only get it from other people.

You must always know the enemy’s situation.

2 You must use five types of spies.
You need local spies.

You need inside spies.

You need double agents.

You need doomed spies.

You need surviving spies.

7You need all five types of spies.

No one must discover your methods.

You will then be able to put together a true picture.

This is the commander’s most valuable resource.

"You need local spies.

Get them by hiring people from the countryside.

BYou need inside spies.

Win them by subverting government officials.

POWER:

Knowledge is
power. Strategy
depends on se-
cret knowledge.
For example, the
code WEL96543
discounts your
first order at our
Strategy Store.
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R Reverse Fﬁﬁspies %‘topic,
Blsource $chis Benemy Mlspies iand yer Fuse Zit.

FEDead Mspies Fropic,

FBecome #Edeluded Hprofession Wto Hhoutside,
4*Command & our Fﬁsjspies Hknow Zit,

MiAnd yet fgpass Rro menemy Walso.

H:Birth Fﬁﬁspies %‘topic,
R Return #treport Walso.

M Make =three EarmyZ's $job,3
BIntimate Rnot Bintimate Pwith Fﬂﬁspies,
EMoney Hnot Egenerous Ko F'fﬁspies,
Hprofession Fenot Bsecret Mo ﬁﬂspies.

JEWeak %sage B wisdom Avno Abcan Muse Fﬂﬁspies,
JEWeak =love %justice Ano fican Muse F'fﬁspies,
JEWeak ﬁ'&tiny Wsubtle Bno BBcan fobtain F';]spies Zof

& fullness.

wTiny #alas! fryﬁ(Tiny #alas!
HEWithout ﬁﬁplace Ano fibcan Fuse Féispies 4150,

FEﬁSpies $profession HAnot yet ¥t distribute Miand yet

Sefirst Mhear # ropic,
i Spies ﬁgive Fft place Hrell #things currently
l!’é"together FEdead.
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15You need double agents.

Discover enemy agents and convert them.

17You need doomed spies.
Deceive professionals into being captured.
Let them know your orders.

They then take those orders to your enemy.

2IYou need surviving spies.

Someone must return with a report.

3 Your job is to build a complete army.
No relations are as intimate as the ones with spies.
No rewards are too generous for spies.

No work is as secret as that of spies.

5If you aren’t clever and wise, you can’t use spies.
If you aren't fair and just, you can’t use spies.
If you can’t see the small subtleties, you won't get the truth from

spies.

8Pay attention to small, trifling details!

Spies are helpful in every area.

19Spies are the first to hear information, so they must not spread
information.

Spies who give your location or talk to others must be killed along
with those to whom they have talked.
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JLAI ﬁarmyZ's Fﬁplace B desire gstrike,4—

B.CityZ's Fiplace BKdesire Barrack,

AMenZ’s ﬁﬁplace WM desire ﬂkill,

WoMust Ffirst Fknow Fethis Fdefend ;ﬁgeneral,

ZELeft ﬁright,

#8 Meet with superior #is,

FiDoor %is,

2 Huts AmenZ’s #clan #name,

4*Command EFour Eﬂspies #must Fdemand Fknow Zit.

#Must #Fdemand menemy Fﬂﬂspies Zof Knext Fﬂspies
Fmine %‘is,

Hsource Miand yet Flbenehi Zit,

¥ Lead Miand yet Fshelter Zit,

#Make Rreverse Fﬁﬁjspies W[ can fobtain Miand yet Huse
{E envoy also.

Blsource R correct Miand yet Hlknow Zit,

B Make ?Elgcountryside Fﬁﬁ]spies, PMinside Fﬁﬁjspies Wean

R obrtain Miand yet M cause Walso;

B source Zcorrect Miand yet Mknow Zit,

#Make FEdead Bspies Fibecome #Edeluded Hprofession,
Al Can Ecause Htell menemy;

Blsource R correct Miand yet Hlknow Zit,

#Make #Ebirth Fﬂﬁspies Wcan #cause #ncomparable to
%phase.
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4You may want to attack an army’s position.

You may want to attack a certain fortification.

You may want to kill people in a certain place.

You must first know the guarding general.

You must know his left and right flanks.

You must know his hierarchy.

You must know the way in.

You must know where different people are stationed.

You must demand this information from your spies.

19You want to know the enemy spies in order to convert them into
your men.

You find a source of information and bribe them.

You must bring them in with you.

You must obtain them as double agents and use them as your

emissaries.

14Do this correctly and carefully.

You can contact both local and inside spies and obtain their
support.

Do this correctly and carefully.

You create doomed spies by deceiving professionals.

You can use them to give false information.

Do this correctly and carefully.

You must have surviving spies capable of bringing you information

at the right time.
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F.Five ﬁﬂspiesZ’ $profession,
FERruler Bmust Fknow Zit,

HKnow Zit Bmust Frexist Nfrom Rreverse Fﬁﬁspies,
M Make R reverse Fﬁﬂspies Ano Wcan Mot Egenerous

9

REVERSE:

The concept of
reversal JX is
central to Sun
Tzu's strateqy
since every situ-
ation depends
on generating its
opposite, in this
case, undermin-
ing an enemy's
knowledge.

216  The Art of

2150,

H Ancient E&ShangZ’s ﬁprosperity ‘Hlalso,S
P He #hold Ffexist Edynasty.

J& Cautious Zof gprosperity ‘H?aalso,
BLu FYa Fexist %Shang.

B Make Bﬂbright Fmonarch gworthy %general,
RBCan EAby _Eabove % wisdom Fobecome

Al %‘is,

BMust ﬁiaccomplish ijig Fhachievement,
BEHere fewarZ's Bneed,

=Three BarmiesZ’ Fﬁplace 'I#rely on

fMiand yet Bmove Walso.

NN
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2IThese are the five different types of intelligence work.

You must be certain to master them all.

You must be certain to create double agents.

You cannot afford to be too cost conscious in creating these double

agents.

This technique created the success of ancient Shang.

This is how the Shang held its dynasty.

3You must always be careful of your success.

Learn from Lu Ya of Shang.

5Be a smart commander and a good general.

You do this by using your best and brightest people
for ing.

This is how you achieve the greatest success.

This is how you meet the necessities of war.

The whole army’s position and ability to move
depends on these spies.

b

Chapter 13:

EXCESS:

Lu Ya was an
officer under a
Shang-dynasty
tyrant who got
inside a tyrant's
information
network to
overthrow him.
See our Amazing
Secrets book for
more.
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Related Articles from Sun Tzu's Playbook

In his final chapter, Sun Tzu explains how to use information channels. To learn the
step-by-step techniques involved, we recommend the Sun Tzu's Art of War Playbook
articles listed below.

2.0.0 Developing Perspective: adding depth to competitive
analysis.

2.1 Information Value: knowledge and communication as the
basis of strategy.

2.1.1 Information Limits: making good decisions with limited
information.

2.1.3 Strategic Deception: misinformation and disinformation
in competition.

2.1.4 Surprise: how the creation of surprise depends on the
nature of information.

2.2 Information Gathering: gathering competitive information.

2.2.1 Personal Relationships: why information depends on
personal relationships.

2.2.3 Standard Terminology: how mental models must be
shared to enable communication.

2.3 Personal Interactions: making progress through personal
interactions.

2.3.4 Using Questions: using questions in gathering informa-

tion and predicting reactions.
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2.3.5 Infinite Loops: predicting reactions on the basis of the
“you-know-that-I-know-that-you-know” problem.

2.3.6 Promises and Threats: the use of promises and threats as
strategic moves.

2.4 Contact Networks: the range of contacts needed to create
perspective.

2.4.1 Ground Perspective: getting information on a new com-
petitive arena.

2.4.2 Climate Perspective: getting perspective on temporary
external conditions.

2.4.3 Command Perspective: developing sources for under-
standing decision-makers.

2.4.4 Methods Perspective: developing contacts who under-
stand best practices.

2.4.5 Mission Perspective: how we develop and use a perspec-
tive on motivation.

2.5 The Big Picture: building big-picture strategic awareness.

2.6 Knowledge Leverage: getting competitive value out of
knowledge.

2.7 Information Secrecy: defining the role of secrecy in relation-
ships.
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Glossary of Key Chinese Concepts

Though we use one-word translations for the Chinese characters in our transliteration, the con-
cepts expressed by Sun Tzu are very sophisticated. The purpose of this glossary is to explain
alittle more about the key concepts and their relationships to each other. Our book The Art of
War Plus Its Amazing Secrets explains these concepts in more detail. Other possible translations
for the concept are shown in italics. The Chinese names shown after the English are primarily
Pinyin, but we occasionally use Cantonese terms to make each term unique.

above SHANG B : (up, better than) superiority
in time or position; opposite of XIa, below.

advance JEUN :@ :to move forward in a
campaign; opposite of BEI, retreat.

army JUN i (military, to use and army) per-
taining to a military force; the most danger-
ous type of ZHENG, conflict.

arrive DIE £ :(reach, stop) end of movement
to a destination; opposite of HEUI, to go.

attack GONG B5'e :(attack) action against an
opponent; a movement into new territory; the
opposite of SHOU, to defend.

battle Z1AN K . meeting an opponent

or challenge; literally “big weapon”; not
necessarily fighting, as in the idea of conflict,
ZHENG.

belowXia I : (under, following) a lower posi-
tion or status; opposite of SHANG, above.

benefit L1 %IJ : (advantage) an opportunity
arising from having a better position relative
to opponents; a key characteristic of position.

bigDA X : forces that are much larger than
opponents’ forces; opposite of S1U, small.

birth SHAANG B_‘: :(born) creation; one of
five types of spies; opposite of S1, dead.

blunt DUN :dull, a slow mental attitude;
opposite of R1u, sharp.

boast WU B : to brag, also the name of an
ancient Chinese kingdom for which Sun Tzu
was hired as a general.

brave(ry) YONG B : courage of conviction;
willingness to act on vision; one of the six
characteristics of a leader.

broken PO T : (divide) an attack on QUAN,

whole, and the opposite of Y1, oneness.

change BIAN 2% : (transform) transition from
one condition to another; the ability to adapt
to different situations.

chaos JUAN ﬁl‘ :(disorder) conditions that

cannot be predicted exactly; the natural state
of confusion arising from competition; one of
six weaknesses of an organization; opposite
of CHI, control.

city CHENG Wk :fortified town; any strong
position that is costly to attack.

command LING @ :orders or the act of
ordering subordinates.

complete QUAN é :(whole) lacking nothing
needed or being finished; creates YI, oneness
or unity; arises from Tao, philosophy; the
opposite of PO, broken.

concentrate ZHUAN H :(focus) the process
of bringing resources together for a single
purpose; the opposite of FEN, divide.

conflict ZHENG g“ : contentious, disputed,
direct confrontation of arms; the nature of
highly desirable ground; one of nine types of
DI, terrain or situations.

count SHU ﬁ (calculate, number) mathemati-
cal evaluation of a situation.

count?/side xiang 5 . (local) having local

knowledge; knowing a specific ground; one of

five types of spies.

crowd ZONG @: large group of people; a
strong concentration of forces at a certain
position; the opposite of SHOA, few.

death S1 }E :(dead, deadly, extreme) end of life
or efforts; an extreme situation in which the
only option is to fight; one of nine situations
or types of terrain; one of five types of spies;
opposite of SAANG, birth.

s
decg)tion GUI i : (bluffing, illusion) mis-
leading the competition; an attack on an
opponent’s JAING, vision; the essence of war.

defend SHOU “Fo guard or keep a posses-
sion; to remain in a position; the opposite of
GONG, attack.

detour YU ik the indirect or unsuspected
path to a goal; the more difficult path to
opportunity; opposite of Jix, direct.

direct JIK H. (straight) a straight or obvious
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path to a goal; opposite of YU, detour.

distant YUAN : remote from current loca-
tion; occupying positions that are not close
to one another; one of six field positions;
one of the three dimensions for evaluatin.
opportunities; the most extreme case of this
dimension.

divide FEN 57 :(separate) to break apart a
larger force; opposite of HAP, to join, and
ZHUAN, to concentrate.

drive KEU1 SR :(exﬁe[) to motivate people to
move and to keep them moving.

easy QING L4 :(light) requirin little effort;
a situation that requires little effort; one of
nine situations or types of terrain; opposite
of CHONG, dangerous or serious.

A Y
emotion XIN 2L : (feeling) a visceral reaction
to JIAN, vision, necessary to inspire DONG,
action; an important component of esprit
de corps; never a sufficient cause for GONG,
attack.

emptiness XU ﬁ : (insubstantial, weakness)
devoid of force; identifying a point of attack
or a path of movemeng; fuﬁ OF need; needy,
poor; the opposite of SAT, fullness.

enemy DIK X : someone who desires the
same position; a competitor.

entice YOU 'élﬁ : to lure an opponent away
from a position; a method of Gu1, deception.

eo]ual YUN i’9: evenly balanced; lack of any
significant advantage or disadvantage.

evade BI 5&% :(avord) the tactic used by small

competitors when facing large opponents.

expensive GWAI B : costly in terms of money
or resources. Closely related conceptually to
the idea of FEI, to consume or waste.

iy
fall apart BENG . collapse over time; one
of six weaknesses of an organization.

feelings CHING ‘fﬁ :(ugection, love, situation)
the bonds of relationship that must be man-
aged like other situations.

few SHAO B 2 small force or group; a weak
point exhibiting the characteristic of Xu,
emptiness; opposite of ZHONG, crowd.

fire HUO K . the only weapon whose use
Sun Tzu details; used as an analogy for
attacks in general and environmental attacks
in particular.

flee BET Je. (northward) run away without
fighting; one of six weaknesses of an organi-
zation; opposite of JEUN, advance.

4
follow CONG 'ha : to obey, to submit to, and
to trail; opposite of GWO, pass.

force LEI 7. power in the simplest sense;
with dominant energy.

.4
form XING |7 :(position) a shape or condi-
tion of D1, the ground; using the benefits of
the ground; formations of troops; bringing
together resources at a specific time and
place; one of the four key skills in making
progress.

b - A
fullness SAT 52 Gsubstantial, wealthy, strong)
the state of being crowded; the opposite of
XU, empty.

|
general JIANG it :(commander) the leader of
an army; the decision-maker in a competitive
unit; the superior of officers and men; one of
the five key factors in analysis. The concep-
tual opposite of Fa, the laws, which do not
require decisions.

ghost(ly) SHEN il :(spirit, supernatural being)
the essence of a person or group of people.

go away HEUI: * : to depart; to leave an area;
opposite of DIE, arrive.

good SHAN % :acting correctly; making the
correct decisions.

govern CHI Yﬁ‘ (rule, control) literally, to har-
ness a river; to manage orfgovem people or
situations; the opposite of JUAN, disorder.

government JING B (political affairs) the force
of authority, the ability to organize.

ground DI H{_’; : (earth, situation, condition) a
specific place, condition, or situation; where
one competes and simultaneously the prize
of competition; one of five key factors in
competitive analysis; the opposite of TIAN,
heaven.

group DUI BX. (troop) a %roupin%(of people;

one of the five targets of hire attacks

guest KE :(invader) inside an opponent’s
territory; one who consumes resources.

hang(ing) Gua &, (suspended, entangling)

a position that cannot be returned to; any
condition that leaves no place to go; one of
six field positions.

heaven TIAN X : divine providence; climate;
weather; trends that change over time; one of
five key facteze in analysis.

highway QU : (intersecting) a situation or
type of ground which facilitates travel; one of
nine types of terrain.

house Ku JAE ; (storehouse) place where sup-
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;f)lies can be stockpiled; one of the five targets
or fire attacks.

hurry CU e : to rush into or to be attracted
to; a dangerous method to move; opposite of
DAI, wait.

influence SHI %: (force) used specifically by
Sun Tzu as the result of QI JANG, innovation;
in some ways the opposite of JIE, restraint.

innovation QI JANG W :a combination of
Q1, the unusual, and JANG, the standard; the
change that creates SHI, momentum.

inside NET PN (internal) within a territory or
organization; an insider; one of five types of
spies; opposite of WAI, outside.

join HAP "R : to unite with allies to create a
larger force; opposite of FEN, divide.

know(ing) ZH1 50 : (knowledge) to understand
or comprehend; the basis ogall other skills;
the foundation of success.

learn XIAO ﬁ : (compare) to compare quali-
ties between two competing opponents; to

double-check.

Iisten TING gﬁ : (obey) to gather knowledge
(zu); part of planning (GAI).

Iittle STU /J’\ :(small) forces that are small in
relative size; the opposite of DA, big.

long time J1U A avoiding action for a period
of time; lacking immediacy.

o
march HANG 17 : (act, o, walk) action toward
a position or goal; used as a near synonym for
DONG, act.

marsh ZE 7% :one of the four types of land;

analogy for uncertain situations.

misstep SOU E :(go astray) used to describe
being outmaneuvered; one of six weaknesses
of an‘army.

meet(ing) JIAO . (joining, crossing) to come
together; to intersect; an open situation that
encourages a race; one of nine situations or
types of terrain.

men REN A : (person, people) members of an
army or organization; individuals; one of the
five targets of fire attacks.

method FA {’E procedures, techniques;

steps to accomplish a goal; one of the five
key factors in analysis. The realm of groups
who must follow procedures. The conceptual
opposite of JIANG, the general, who is free
from law because he makes the law.

mountain SHAN L. (hill, peak) one of four

types of land; analogy for uneven places with
peaks and valleys.

m)/rdeAN ;% :alarge, complex group; a
big organization.

narrow Al 391 : constricted, a confined space
or narrow niche; one of six field positions;
the limited extreme of the dimension YUAN,
distance; opposite of GUANG, wide.

nation GUO : state; the productive part of
an organization; the seat of political power;
the entity that controls an army or competi-
tive part of the organization.

nine JTU jL: (many) used to indicate many
different types as well as the specific number.

no BU “I¥:(not) negates the meaning of

the following ideogram; the character that

Erovides the opposing idea for concepts that
ave no natural opposite.

north, shady hillside YIN R (female principle)
used to mean a weak position; opposite of
YANG, south, sunny hillside.

not to know BU ZHI A 5 :(ignorance) a
failure to understand or to gather informa-
tion; the cardinal sin in BING-FA; opposite of
ZH1, know.

obstacle XIAN FJ,& : containing obstacles;
one of six field positions; opposite of TONG,
unobstructed.

one Y1 " :the first number, used by Sun Tzu
to indicate unity; opposite of ZHONG, crowd,
in one sense, and PO, divided, in another.

%
open TONG i} : (unobstructed, expert) without
obstacles or barriers; available for easy move-
ment; accepting of new ideas; one of six field
positions; opposite of XIAN, obstructed.

outside WAT ﬁl\ : (external) not within a ter-
ritory or organization; an outsider; a remote
perspective that gives an objective view;
opposite of NEI, internal.

pass Gwo piio} :(pass through, go across) to

exceed or surpass; opposite of CONG, follow.

philosophy TAO $iE} :(way) a system of
thoughg; literally road or path, as in the “path
to victory”; one of the five key factors in
analysis.

place SUO i : (location) a specific position
on the ground; common term to indicate a
position.

plan GAI %+: analysis of a situation; used
as a combination of ZH1 (knowledge) and
J1AN (vision); used in combination with Gul
(deception) to create GUI GAL, deceptive
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plans, tricks, or traps.

plateau L1U B - one of the five types of land;

analogy for level, solid, and certain ground.

plunder LUE . (rob, take by force) gathering

provisions from enemy territory.

profession YAO $ : (business, affair) skill; abil-
ity; responsibility.

provisions LIANG i :(resources,ffood) neces-
sary supplies, most commonly food; one of
the five targets of fire attacks.

relax St 9 - (loosen) too lax; too easy-
going; one of six weaknesses of an army.

restraint J1E gﬁ : to withhold action until the
proper time; a companion concept to SHI,
momentum.

reverse FAN [ :(double agent) to turn around
in direction; to change a situation; to switch a
person’s allegiance; one of five types of spies.

reward BAO 3R : (treasure) the necessary com-
pensation for success; winning is not beating
the competition, but producing a reward;
victory must pay.

ruin(ed) P1 w2 :(bad) destroyed; terrain that
is broken and difficult to traverse; one of the
nine situations or types of terrain.

savings J1 i o : (stores, accumulate) resources
that have been stored up; one of the five
targets of fire attacks.

szti)/ YUE H : to talk, to discuss; used to
identify key concepts that require discussion
in the original Chinese.

. ‘"‘i . . .
scatter(mg) SAN X : to disperse; a situation
that causes a force to scatter; one of nine
conditions or types of terrain.

see(ing) JIAN ) : (vision, foreseen)) the skill of
the general in observing TIAN, heaven, and
finding L1, a benefit or advantage.

seize LU E : to catch; to capture; to imprison;
taking control of desired ground to discour-
age an opponent’s attack.

serious CHONG L : (heavy) requiring effort
and skill; the situation off;ein deeply
committed to a campaign, with opposition
behind; one of nine situations or types of
terrain.

sharp RTU ﬁ : (keen) acuity of mind; the fine
point of a weapon; opposite of DUN, dull.

siege GONG CHENG %' R :(strike city)
action against entrenched positions; one of
the five attacks; the least desirable form of

attack.

sink Haam B . (plunge, trap) fall down or into;
one of six weaknesses of organizations.

south, sunny hillside YANG i : (male principle)
used to mean a stronig position; opposite of
YIN, north, shady hillside.

spirit HEI % :Cair, steam, gas) something
insubstantial; a characteristic of DONG,
movement, o opponents cannot know a
position.

spy GAAN Ll :(conduit) literally, an opening
between; go-between, channel of informa-
tion.

straight JANG -—LE : (right, proper, correct) the
expected normal behavior; the standard
approach; the opposite of QI, unusual.

strange QI % :(unusual, odd) the unexpected;
the surprising; result of the creative impulse;
the opposite of JANG, straight.

supply wagons Z1 B he transportation of
supplies; one of the five targets of fire attacks.

sufport ZH1 X -0 prop up; to enhance; one
of six field positions; the opposite extreme of
GUA, entangling.

surround WEI I : (confined) to encircle; the
normal tactic for a much larger force encap-
sulating a smaller one; the characteristic of a
special transitional situation in which a larger
force can be attacked by a smaller one; one of
nine situations or types of terrain.

victory SING B# :(win) success in an
endeavor; winning a battle; the only goal of
BING-FA; it produces more than it consumes.

4
wait Da1 8 . staying in place patiently;
nonaction when there is no opportunity; the
opposite of Cu, hurry.

war BING : (weapons, soldiers) competi-
tion; the use of force.

waste FEI % : (consume) to expend limited
resources; the result of unnecessary conflict.

water SHUT ZK: one of four types of land;
analogy for fluid conditions that change
rapidl%/.

wide GUANG %‘ :lacking constraint; ground
form opposite of A, narrow.

wind FENG : (custom, fashion) the pressure
of environmental forces; a necessary ingredi-
ent for fire or environment attacks.
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Index of Topics in The Art of War

This index identifies significant topics, keyed to the chapters, block numbers (big numbers in text),
and line numbers (tiny numbers). The format is chapter:block.lines.

Advantage adapting for 8:1.14
calculating 1:5
fighting for 7:2.1-17
four types of terrain 9:1.25
guided by 7.1.9-13
winning 11:2.8
Adversity, using 11:4.15
Analysis see Planning
Army misuse of 2:116-22
moving w/o supplies 7:2.18
nation’s support of 3:4.1-4
overturn by killing general 8:5.11
politicians’ control of 3:4.12-17
preserving 10:3.17-21
six weaknesses 10:2
disorganized 10:2:21-25
fall apart 10:2.17-20
fall down 10:2.15-16
outmaneuvered 10:2.10-12
retreat 10:2:26-30
too lax 10:2:13-14
size 2:1.12-15
Artack defense, and 6:2.1-8
fire artacks 12:1;12:3
five situations 12:2
on cities 3:2.5-16
types and priority 3:2.1
when to attack 4:2;12:4
Battle chaos of 5:4.1-6
effortless battles 4:3.17
good battles 4:3.12-16
picking 1:5;4:1.6-8; 6:3.10-17
provoking 10:3.10-16
secrecy of time and place 6:5.1-12
small 3:3.17
timing and momentum 5:2.7-8
winning and losing 3:6
Chaos 5:4
Climate  definition of 1:1.19-22
seasonal changes 9:3.1-15
Commander
characteristics of 1:1.28
five faults 8:5
foolish and wise 3:1.12-15
good and bad 1:2.12-19
killing 8:5.11
obtaining foreknowledge 13:1.18-27
ordering men 11:3.29
problems adapting 8:1.16-21
profession of 11:5
spoiling men 10:4.5-9
using opportunities to attack 12:4
using spies 13:3.5-7; 13:5.5-9
Commitment 3:3.8-9
Communication 7:4

Conflict  advantage in 7:1.14
avoiding disasters in 7:1.5
rules for 7:6.4-13

Costs distance, effect of 2:3.1-2

minimizing 2:2.3-8; 2:4
war 13:1.1-9
Deception  as essence of war 1:4
in movement 7:3.1
attack, and 6:2.1-8
when to defend 4:2
Dividing  enemies 6:4
plunder 7:3.10
Emptiness and Fullness
battlefield 6:1.1-2
four forms of 6:71-8
movement, using in 6:2.1-8
Enemy adjusting 10 6:5.7-12; 6:8.8-11; 7:6.1
changing the condition of 6.1.9-11
controlling 6.1.5-11; 8:3.13
creates Opportunity 4:1.1-5
dividing 11:2.17
feeding off of 2:4
judging behavior 9:4.1-6; 9:5
knowledge of 3:6
large 5:1; 6:6.17-18
not trusting 8:4.1-5
predicting 10:3.3
preparing for 11:2.10-19
strength and weakness 6:5.13-16
Field Position
six types 10:1
barricaded 10:1.39-44
constricted 10:1.3338
entangling 10:1.14-23
spread out 10:1.45-48
supporting 10:1.24-32
unobstructed 10:1.7-13
Five Elements
definition of 11.6-33
importance of 1:1.34-37
questions regarding 1:2.3-10
Foreseeing obtaining foreknowledge 13:1.18-27
success and defear 1:5
soldiers’ behavior 10:5.1
General see Commander
Ground  calculating victory: 4:4.10-14
definition 1:1.23-27
four types 91
marshes 9:1.15-20
mountains 9:1.1-5
plateaus 9:1.21-24
water 9:1.6-14, 9:3
high ground 9:2
nine terrains (situations) 11:1
bad 11:1.27-31
confined 11:1.32-35
controlling them 11:1.39-47,
11:6.16-24
dangerous 11:1.24-26
deadly 1113638
disputed 11:1.15-17
easy 11:L13-14
intersecting 11.1.21-23

Defense
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open 11:118-20
scattering 11:1.11-12
Knowledge
enemy and self 3:6;10:5.14-16
environmental sources 9:4.7-23
factors in war 11:77
keys to success 3:5
movement 7:2.21
needed for attack 13:4.1-9
time and place of battle 6:6.1-3
trifling details 13:3.8
when ignorance 11:71-6
Leader, Leadership see Commander
Methods  calculating victory 4:4:4-16
creativity 5:2.11-12
definition 1:1.30-33
getting information 13:2.7-8
spies, using 13:4
surprise and direct action §:2.24-26
Momentum
comparison to water §:3.1-2
crossbow analogy 5:3.10
deception, use of 7:3.1
good battles, creating 5:5
people, using 5:5.5-12
surprise, using 5:2.20-26
Movement
based on knowledge 11:7.3-6
inability to move 4:3.1-3
knowledge, need for 7:2.21-28
not into people 6:1.3-4
using openings 6:3.6-9
Nation supporting 3:4.1-4
Opportunity
awaiting 4:1
seeing not controlling 4:1.9
battle, using in 4:5
children analogy 10:4.1-4
commitment 11:3.14-18
communication, uniting for 7:4.6-11
controlling 11:6.25-28
esprit de corps 11:3.67
morale 7:5.1-2; 7:5.10-12
ordering men 11:3.29
spoiling men 10:4.5-9
Philosophy
defense 4:1.3
definition 1:1.14-18
invader 11:3.1; 11:6.1
momentum, source of 5:5.5-12
chaos, control of 5:4.10-11
creativity in 8:2.1
outside opinion 1:3.3
questions, use of 1:2.1-17
bureaucrats 13:1.12-17
government, controlling 11:710;11:8.1-5
problems with 3:4
battles, winning with 4:3.17-20
enemies, controlling with 5:4.16-23
people, using to win 4:5
strength and weakness 5:4.14-15
taking 6:4; 6:7.5-15
water analogy 6:8.1-11
7:5.13-16

People

Planning

Politics

Position

Power

Problems  as opportunities 7:1.6-8

recovering from 11:7.30-31

Secrecy  battle’s ime and place 6:5.1-12; 6:6.4-11
hidden dangers 9:3.16-22
movement 6:3.1-5
planning 1:4.17-18
spies 13:3.10-11
Size (of force)
army 2:1.12

controlling balance of 6:6.12
different sizes, tactics for 3:3.12-18
relative advantages of 3:3.19-20
same methods 521
Soldiers see People
Speed haste and long wars 2:1.23-24
hurrying, dangers of 7:2.4-12
long delays 2:1.13
five types 13:2;13:4.10-21
doomed 13:2.1720
double agents 13:2.15-16, 13:4.10-13
inside 13:2.13-14
local 13:2.11-12
surviving 13:2.21-22
work of 13:3.1
infinite nature of 5:2.4-6
sources of 5:2.1120
surprise and direct action 5:2.24
winning with 5:2
Terrain see Ground
Time

Spies

Surprise

changes over 6:8.12-15, 13:1.10-11
energy levels 7:5.3-9
fire attacks 12:1.9-16
recover over §:2.7
seasonal changes 9:3.1-15
timing 5:3.4.11
focus on openings 6:4
value of 3:11-12
assuring 4:3.24
field position, use of 10:3.1
five keys to 3:5
letting it happen 6:6.15-16
making it easy 4:3.4-20
making it pay 2:5
opportunity for 4:1.1-5
War balance in winning 4:4:15-16
commitment to 3:3.8-9
dangers and benefits 2:2.1-2
destruction by 2:3.8-15
effective 3:3.12
expensive 2:1.1-11; 2:5.1-2; 13:11-5
long 2:1.23-26
messiness of 5:4.4
nature of 1:1.1-5; 1:4.1-2
rules for 3:3.12-18
start of 11:8.12-15
Weakness and Strength
adapting 10 8:2.2
position from 5:4.14-15
too weak to fight 9:6
Weather see Climate
Winning see Victory

Unity

Victory
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THE ART OF WAR PLUS STRATEGY FOR SALES MANAGERS

ART OF WAR FOR WARRIOR MARKETING:
STRATEGY FOR CONQUERING MARKETS

THE ANCIENT BING-FA:
MARTIAL ARTS STRATEGY

STRATEGY AGAINST TERROR:
ANCIENT WISDOM FOR TODAY'S WAR
THE ART OF WAR PLUS THE ART OF CAREER BUILDING

THE ART OF PARENTING:
SUN TzU’S ART OF WAR FOR PARENTING TEENS

Gary Gagliardi's Books are Available at:

SunTzus.com
Amazon.com

BarnesAndNoble.com
Itunes.apple.com
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