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 1. Sun Tzu said:  In the practical art of war, the best thing of all is to
take the enemy's country whole and intact; to shatter and destroy it is
not so good.  So, too, it is better to recapture an army entire than to
destroy it, to capture a regiment, a detachment or a company entire
than to destroy them.

There are many scenarios for which the objective is something other than destruction of the

enemy's forces; many such battles have been fought for the flag of the West Barbican, or for

control of the map buried in Migol's Tomb.  In such scenarios, blood-lust is to be avoided; when

the opportunity to achieve victory without fighting arises, it should be taken.

 
2. Hence to fight and conquer in all your battles is not supreme
excellence; supreme excellence consists in breaking the enemy's
resistance without fighting.

Breaking the enemy's resistance without fighting is only rarely done in the game; often, the need

to battle is inherent in the scenario.  Yet, it is the also true that in many scenarios beyond those

given in the HeroScape 2nd Edition Rules—or, indeed in many Basic Game scenarios and the

notable Under Tempest's Cover—objectives other than elimination of the enemy are popular.

More scenarios of this kind should be designed, to further our understanding that battle is not the

only goal.

 
3. Thus the highest form of generalship is to balk the enemy's plans1; the
next best is to prevent the junction of the enemy's forces; the next in
order is to attack the enemy's army in the field; and the worst policy of
all is to besiege walled cities.

To balk the enemy's plans is to defeat the enemy before the battle has even begun, for the

enemy's plans often depend upon our own: if she drafts Grimnak, let us draft Deathstalkers.  If

she drafts Syvarris, let us draft the Krav Maga or Nakita Agents.  We can see the enemy's plans in

many places: in the units that she brings or drafts, in the placement of her figures upon the

1 Samuel Griffith—in his translation of The Art of War—takes exception to Giles' translation here: he reads this phrase as
“to attack the enemy's strategy” and “to disrupt the enemy's alliances.”  The reading of the classical comments supports
this assertion.



battlefield, and in her conversation before the battle begins.  Knowing her plans, we know how to

defeat them.

Preventing the junction of the enemy's forces—or disrupting the enemy's alliances—is one of the

principal tasks of a HeroScape player: isolated figures may be hunted down and destroyed at our

leisure.  Groups of supporting figures may attack us in strength.  Highly mobile figures such as

Marrden Hounds and Deathstalkers excel at this task.

Sowing distrust among allies is also often a worthwhile effort, as in scenarios where two or more

players are allied at the beginning of the battle, but can dissolve the alliance by attacking their

supposed allies at any time: an apparently incautious word can cause the balance of an alliance

to shift in our favor.

Engaging armies upon the open field of battle is often thought of as the very height of the

soldier's art.  And yet, it is only to be tolerated if other means of victory have been exhausted, for

pitched battle between evenly-matched forces can allow victory to fall to either side: better by far

to avoid pitched battle, and hunt the enemy's force figure-by-figure.

We have heard that Sun Tzu said of attacking fortified and well-defended castles: “don't.”  This

advice is to be heeded.

 4. The rule is, not to besiege walled cities if it can possibly be avoided.
The preparation of mantlets, movable shelters, and various implements
of war, will take up three whole months; and the piling up of mounds over
against the walls will take three months more.

If we know that our enemy can hold fast behind castle walls, we must be prepared.  Many large,

slow figures that can withstand the attacks of the defenders must be moved ponderously into

place, or we must draft units with the power of flight.  If we must assault a castle, let us draft

Charos.

It is said that a certain castle was successfully assaulted by Minions of Utgar, repeatedly using

their Deadly Strike against the castle door, and allowing other units thereby to invade the castle.

This was considered a great loss by the master of minions, since all of them were eventually

expended in this phase of the attack, and despite breaching the castle, he lost the battle.

 5. The general, unable to control his irritation, will launch his men to the
assault like swarming ants, with the result that one-third of his men are
slain, while the town still remains untaken.  Such are the disastrous
effects of a siege.



How often have we seen impatience grow, when fortresses dominate the battlefield?  How often

has the battle ended in fruitless assault upon the gates, the attackers fallen like autumn leaves

scattered before the tree of the walls?   Let the walls be passed, with flyers and grapplers

surmounting the fortifications!

 
6. Therefore the skillful leader subdues the enemy's troops without any
fighting; he captures their cities without laying siege to them; he
overthrows their kingdom without lengthy operations in the field.

In the formal rules of the game, there is no strict equivalent to subduing the enemy without

fighting: the game makes the assumption that other means of defeating the enemy have already

been exhausted, and that a fight is inevitable; the closest concept found in the formal game is the

idea of the default victory: having the greater number of points still on the battlefield when the

time allotted to the game has run out.

The difficulty of achieving victory by this means, i.e., leaving the bulk of both armies intact, but

“sniping” enough points from our opponent to end the game with the greater number of points,

strongly recommends it as perhaps the height of generalship in the game.

Sadly, this level of skill is unlikely to be recognized by our opponent, who, upon seeing us achieve

victory by this means, will likely refer to us as a “tool.”

 
7. With his forces intact he will dispute the mastery of the Empire, and
thus, without losing a man, his triumph will be complete.  This is the
method of attacking by stratagem.

 It is the skillful general who will achieve victory in tournaments and in various campaign-style

settings.

 
8. It is the rule in war, if our forces are ten to the enemy's one, to
surround him; if five to one, to attack him; if twice as numerous, to divide
our army into two.

We have seen that dividing the enemy's forces is a part of the attack by stratagem.  When we

assess the strength of the enemy's forces against our own, we examine that part of his army that

we have separated from its support, and that part of our army that we can bring to bear against it.

It is rare, in HeroScape, that we can outnumber the enemy ten to his one in individual units, but it

is not so rare when we examine the relative strength—to wit, the point value—of the units

involved. Thus, we can see that we bring squads to bear upon individual figures, and greater



heroes upon lesser. 

 
9. If equally matched, we can offer battle; if slightly inferior in numbers,
we can avoid the enemy; if quite unequal in every way, we can flee
from him.

 It is the case that over the course of play, our forces will become unequal.  We must keep in

mind the height of generalship: to subdue the enemy without fighting.  If we flee from the enemy,

we do not fight him, and there are other ways to subdue our opponent than simple defeat.

It is said that in a certain battle between the armies of Laur and Nostralund, it happened that Laur

was on the verge of winning a great victory, and that nearly all of the army of Nostralund lay on

the field.  Rather than allow his opponent the satisfaction of complete victory, the general of

Nostralund ordered his remaining forces to dance about the field, avoiding the forces of Laur

wherever possible.

When he saw this, the general of Laur exclaimed “That is so lame!  What a loser!” and became so

incensed by this behavior that he could not concentrate for the remainder of the campaign,

whereupon he was defeated.

10. Hence, though an obstinate fight may be made by a small force, in
the end it must be captured by the larger force.

Thus, it is important to avoid capture, until the larger force is itself compelled to cease hostilities

by the end of the battle.  It is the wise general who sees that her forces are in jeopardy, and takes

steps to disengage from the enemy before she cannot. 

11. Now the general is the bulwark of the State; if the bulwark is
complete at all points; the State will be strong; if the bulwark is
defective, the State will be weak.

The good general maintains the qualities of concentration, perseverance, and amity at all times:

she does not allow herself to be flustered, nor to be distracted from the battle.  If she maintains

good relations with other players, and promotes their involvement in the game, then all will be

well. 

12. There are three ways in which a ruler can bring misfortune upon his
army:—



 

13. (1) By commanding the army to advance or to retreat, being ignorant
of the fact that it cannot obey.  This is called hobbling the army.

One does not command the Minions of Utgar to flee an approaching squad of Deathstalkers on

open ground, nor command Grimnak to climb the hills above the Forsaken Waters, for this, they

cannot do.

14. (2) By attempting to govern an army in the same way as he
administers a kingdom, being ignorant of the conditions which obtain in
an army.  This causes restlessness in the soldier's minds.

Again, a player can cause trouble for their army by trying to use it in inconsistent ways, such as

changing overall tactics in the midst of a battle.

One general of whom we have heard attempted to use Theracus to transport Warriors of Ashra,

one at a time, across the low hills between the Dark Lakes.  The enemy general watched this

process for two rounds with some amusement, then engaged and destroyed Theracus before a

third Warrior of Ashra could be brought forward. 

15. (3) By employing the officers of his army without discrimination,
through ignorance of the military principle of adaptation to
circumstances.  This shakes the confidence of the soldiers.

This situation is most simply represented in HeroScape through—among other things—poor

selection of bonding units.  If one drafts a squad that bonds with only human champions, it does

no benefit to draft only orc warlords.

The game represents an odd circumstance in that the player is in the role of sovereign, general,

officers, and soldiers alike, yet, due to their stats and special abilities, it is as if the soldiers and

heroes of the game have their own personalities and interests that must be taken into account by

the player as general.  It is the case that Arrow Gruts work better in concert with beasts, whether

common Swog Riders or Mimring himself; to ignore this, to draft Arrow Gruts and not also draft

beasts, is to “shake the confidence of the soldiers” by failing to employ them to their best

advantage.

16. But when the army is restless and distrustful, trouble is sure to come
from the other feudal princes.  This is simply bringing anarchy into the



army, and flinging victory away.

The other feudal princes here refer to other players, whether allies or enemies.  Failing to use

one's units well, or failing to draft units whose special abilities harmonize with one another, sows

restlessness and distrust among the army, even though in reality they are wholly lacking in will:

their restlessness and distrust is manifest in their failure to achieve the objectives set for them,

and thus the player flings away the victory that could be theirs.

17. Thus we may know that there are five essentials for victory:
    (1) He will win who knows when to fight and when not to fight.
    (2) He will win who knows how to handle both superior and inferior
forces.
    (3) He will win whose army is animated by the same spirit throughout
all its ranks.
    (4) He will win who, prepared himself, waits to take the enemy
unprepared.
    (5) He will win who has military capacity and is not interfered with by
the sovereign.

It is difficult to improve upon the venerable Sun Tzu in this.

Being prepared, and waiting to take the enemy unprepared is not a common tactic in

HeroScape, and is not to be confused with simple hesitation, nor with inaction.  Rather, Sun Tzu

advises us that we should avoid battle on the enemy's terms.  He does not say “remain in your

starting zone, while your enemy seizes glyph after glyph!”  Rather, we are admonished to establish

ourselves where the enemy cannot be prepared for us, and allow her to defeat herself.

 

18. Hence the saying:  If you know the enemy and know yourself, you
need not fear the result of a hundred battles.  If you know yourself but
not the enemy, for every victory gained you will also suffer a defeat.  If
you know neither the enemy nor yourself, you will succumb in every
battle.

 As in battle, so in life.


