atPLAN Chapter

f&Sun FTzu Hsaid:
:ﬁ;War %thing,

BN atonZ s ._-':b1g %rofession,
FEDeath Hebirth?s ﬂl.’nground,
TELife Todeath=2’s Jthil(j)sophy,
ANo Tcan Frnot Fexamine tHalso.

A\ ake ﬁexperience Zit Jﬁ"!-.by i five Fskills,
B carn it -l"..-"!ﬁb_\‘ E'l'planning,

MAnd yet Fdemand Fthis Wsituation:

1. ESay Jthil()sophy,

—2. Hsay Fheaven,

=3. ESay ﬂl.’nground,

. F‘Say Hq'general,

dis. Hsay {Fmethods.

JHPhilosophy & tthing,

ZCommand Epeople Fifrom Eabove Msimilar
Emeaning,

B]Can .Ej:give 2Zof Fhdeath,

Can E-igive Zof Elife,

MAnd yet Arno Bfear Edanger WBdeceive tHalso.

PLANNING

Sun Tzu said:

T his 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 when you plan war.
You must insist on knowing the nature of:

1. Military philosophy;

2. The weather;

3. The ground;

4. The commander;

5. And military methods.

It starts with your military 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.



PLANNING

FeHeaven & thing,

BENorth, shady hillside BSouth, sunny hillside,
O old Bhot,

fSeason *qutem talso.

MGround & thing,
EDistant, Jﬁnear,
WDangerous Eeasy,
BEide Jfi'l-'-:.narrow,
FEDeath Hebirth talso.

H¥General & thing,
glnteﬂigence, Etrust, 1I—-love, Ebmvery, Jis crice tHalso.

#EMethod & thing,
HHB e system,
B Government official Jthil(j)sophy,

ERuler Fuse tHalso.

Pl Ebhere Fifive F thing,

1% General Bnot Fno Mhear,

iuKnowledge Zof Fhing H%Victory,

FNo iukn()wledge Zof B thing Fno Hﬁvictory.

Y

THE ART oF WAR

Next, you have the weather.

It can be sunny or overcast.

It can be hot or cold.

It includes the timing of the seasons.

Next 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.

Next is the commandet.
He must be smart, trustworthy, caring, brave and strict.

Finally, you have your military methods.

They include the shape of your organization.
This comes from your management philosophy.
You must master their use.

All five of these factors are critical.

As a commander, you must pay attention to them.
Understanding them brings victory.

Ignoring them means defeat.
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PLANNING

M ake Béschool Bhby E'I'plans,
MAnd yet #ademand H his 1Hsituation.

Hsays:

Eruler Phthar Hhas JE{)hﬂosophy,
HEGeneral Blichat Hhas EEability,
FeWeather ﬂﬂground Fhchat ﬁobtain,
iFEMethod Fcommand ichat a1r'?|.-movcs,
:ﬁ'iArrny Werowd Pithat ﬂstrong,
TOfficer #Fsoldier Pthar ﬁtmin,

B Reward ﬂpenalize Picha ﬂ-ﬂbright,
B We J".e"!-uby EGihis #linow H%Victory Bldefeat Fwill be;
H¥General Tlisten Bour E'I'plfm,
FUses it idmust H%\Viﬁ,

BHRemain -tit;

H¥General Mno TBlisten Bour E'I'plfm,
FUses Zit imust Edefeat,

FRemove Zit.
atPlan ﬁ]advantage Jﬁ"!-uby means of thstening,
T Therefore #become Zof gpower,

J".a"!-.By means of PEassist Fthis ?}‘()utside,

FSituation Bhing,
BElcause -ﬁjﬂdvanmge Mand EFUSystem mﬂuthority tHalso.
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THE ART oF WAR

You must learn through planning,
You must question the situation.

You must ask:

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

Which season and place has 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.
Some 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.

Plan an advantage by listening,

This makes you powerful.

Get assistance from the outside.

Know the situation.

Then planning can find opportunities and give you control.
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