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INTRODUCTION

The value and the validity of analysis of a military strategy
employed at a given place and time are in great part de-
termined by the strategic preconceptions of the analyst, by
his criteria for assessing the importance and the correctness
of a given strategic decision. For the Western historian, the
degree of which strategic preconceptions hinder interpretive
analysis of Western military history is, of course, minimal:
the historian is dealing with a portion of his own cultural
and intellectual heritage. A similar observation is true of the
attitudes and actions of a Western soldier or statesman deal-
ing with an essentially Western conflict situation.! The ap-
plicability of Western analytic criteria vanishes, however,
when the Western analyst, lay or governmental, attempts to
confront the strategic techniques of a culture different from
his own.2



THE PROTRACTED GAME

Invalidation of the Western strategic framework—or,
more precisely, Western strategic values—tends to confuse
and distort understanding of non-Western strategic patterns
by Western scholars, soldiers, and diplomats. The conscious
superiority of an American military officer who, describing
the Japanese defense of Guadalcanal, remarked that

. their idea of winning battles was to achieve surprise
if possible, otherwise to overwhelm by sheer weight of
numbers and indifference to losses. These means failing

. . they abandoned tactics for trickery.3

is reflected even more tersely in the words of a former com-
mander of American forces in Vietnam: “. . . we're smarter
[than the Vietnamese Communists] . . . and we've got
more guts.” *

Analysis of the Chinese strategic tradition affords no ex-
ception to these general propositions. One of the most re-
cent manifestations of this tradition is the Maoist system of
revolution applied in China between 1927 and 1949 and in
process of application in Southeast Asia since 1946.° Fused
from both Chinese and Marxist-Leninist elements but
strongly Chinese in underlying dynamics, this strategy
abounds in paradoxes when judged by the standards of con-
ventional Western military doctrine: its use of fluid opera-
tional methods and yet its reliance upon relatively stable
base areas; its emphasis on efficiency and yet its tolerance of
protraction; and its delight in complexity in contrast to the
simplicity of Western warfare. Moreover, Western analysts
frequently have difficulty in determining which of the mass
of (often propaganda-submerged) principles and patterns
found in Chinese Communist-type strategy are most pivotal
in the actual implementation of revolution. In short, critical
Western analysis of Maoist revolution is severely handi-
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INTRODUCTION

capped by lack of a systematic framework, or point of view,
by which to evaluate and structure the theory and practice
of that revolutionary formula.

One tool for resolving the paradoxes and related obstacles
that confound the Westerner, or at least for aiding in better
understanding of them, would be a simplified form of con-
flict which could serve to represent accurately the general
contours of the classic Maoist revolutionary situation and of
the strategy of revolution arising from it, but which did not
have the complexity and uncertainty of historical reality. To
use, in an informal sense, a term current in political science,
we are suggesting the relevance of a simulation model of
the processes of Chinese Communist-type revolution.® The
purpose of evolving a model of this sort, a microcosm which
can be used to reflect the essential patterns of the strategy
under consideration, is to bridge the gap between the cog-
nitive processes of the Western student of Asian politics on
the one hand and those of the Asian revolutionary leader on
the other.

A mechanism for avoiding certain difficulties inherent in
cross-cultural strategic analysis may be found in the ancient
Chinese game of strategy wei-ch’i.” Although commonly
known in the West under its Japanese name go, and exten-
sively studied in Japan, wei-ch’i has been a favorite game of
strategy of Chinese generals, statesmen, and literati from
the former Han dynasty (206 B.C.-8 A.D.) to the times of
Mao Tse-tung.® It is safe to assume that, historically, there
has probably been considerable interaction between the
strategy of wei-ch’i and the strategy used in Chinese war-
fare. If indeed wei-ch’i and Chinese Communist strategy are
products of the same strategic tradition, wei-ch’i may be
more realistically used as an analogic model of that strategy
than any purely theoretical structure generated by a West-
ern social scientist. An additional advantage of the use of

5
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wei-ch’i is that the game, strategically complex, is better
understood as a result of centuries of intensive study by
Chinese and Japanese players than could be an equally
sophisticated artificial model. But although wei-ch’i was not
evolved as a model of Chinese Communist revolutionary
strategy, the game’s basic processes of play and of command
decision may easily be set in correspondence with those of
revolutionary, especially military, conflict. The structure of
the game, and in particular its abstractness, makes possible
a depth of analogy which has no parallel in the relatively
superficial comparisons of Western forms of military strat-
egy to chess or poker.

A more direct and positive factor contributing to the po-
tential value of wei-ch’i as a strategic decision model of
Chinese Communist insurgent strategy is to be found in the
presence of significant comparisons between the strategy of
the game and that of revolution in the writings of Mao Tse-
tung. In May 1938, in his important essay “Problems of
Strategy in Guerrilla War Against Japan,” Mao wrote:

Thus there are two forms of encirclement by the enemy
forces and two forms of encirclement by our own—rather
like a game of weichi. Campaigns and battles fought by
the two sides resemble the capturing of each other’s pieces,
and the establishment of strongholds by the enemy and of
guerrilla base areas by us resembles moves to dominate
spaces on the board. It js in the matter of “dominating the
spaces” that the great strategic role of guerrilla base areas
in the rear of the enemy is revealed.?

In another essay dating from the same period in the devel-
opment of Mao Tse-tung’s strategic thought, “On Protracted
War,” he developed these propositions, saying,

—rather like a game of weichi. Campaigns and battles
fought by the two sides resemble the capturing of each

6



INTRODUCTION

other’s pieces, and the establishment of enemy strongholds
(such as Taiyuan) and our guerrilla base areas (such as
the Wutai Mountains) resembles moves to dominate spaces
on the board. If the game of weichi is extended to include
the world, there is yet a third form of encirclement as be-
tween us and the enemy. . .10

Ten years after the publication of “On Protracted War,”
Mao once again used terminology reminiscent of wei-ch’i. In
his campaign directive regarding final operations against the
Nationalists in the north China theater in late 1948, entitled
in his Selected Military Writings “The Concept of Opera-
tions for the Peiping-Tientsin Campaign,” Mao said, “If
these two points, Tangku (the most important) and
Hsinpao-an, are captured, you will have the initiative on the
whole chessboard.” 1 The Chinese idiom used by Mao at
the end of this sentence is “ch’iian-chii chieh huo-le,” in
literal translation, “the whole situation will be living,” an
expression which sounds bizarre to the Western reader but
which corresponds to a common wei-ch’i idiom.?

These references to wei-ch’i in the writings of Mao Tse-
tung serve to increase the validity of the hypothesis that wei-
ch’i is an important, if little recognized, model of the Maoist
system of strategy. Genuine confirmation of this thesis must,
however, rest not on a few passages of Mao Tse-tung but on
more detailed historical verification. Use of wei-ch’i as ana-
logue and key to Chinese Communist insurgent strategy
must, therefore, begin with analytic consideration of its his-
torical archetype: the Communist insurgency in China from
1927 to 1949. Without such analysis, many valuable parallels
to more recent applications of the Maoist strategy will be
lost; and important “suppressed premises” of currently ap-
plied Communist strategy in the Chinese mold will remain
undiscovered.



THE PROTRACTED GAME

With these observations in mind, the first step of wei-ch’i
analysis should consist of mapping the developing strategic
situation in China during the Communist insurgency upon
an imaginary wei-ch’i board: as a wei-ch’i game lasting
twenty-two years and extending throughout China. In view
of the extensive co-ordination by the Chinese Communists
of political and military operations, such a mapping should
be political as well as military. Second, the strategy of the
Chinese Communists—at least as practiced by Mao Tse-
tung and his associates—must be compared with the general
principles of wei-ch’i strategy. Finally, upon the basis of
congruences so obtained, the reasons for Chinese Commu-
nist insurgent success must be compared with the reasons
for victory in a wei-ch’i game.

The revelations of the Cultural Revolution of the late
1960’s—in particular, Maoist attacks upon Liu Shao-ch’i and
others—have retroactively projected a considerably less
unified picture of the Chinese Communist movement in its
insurgent era than had previously been inferred by Western
scholars. Despite the likelihood that these revelations have
been exaggerated for tactical ends, this modified image can-
not be entirely disregarded, and for this reason caution must
be exercised in writing the strategic history of the Chinese
Communist movement. As long as we keep in mind that the
wei-ch’i analogy is a model of reality and not the reality it-
self, however, we need not pay undue attention to the exis-
tence of factionalism.

Application of wei-ch’i as an analogic model need not,
moreover, be limited to China and to the pre-1949 Chinese
Communist insurgency. It is also fruitful to apply the wei-
ch’i analogue to post-1950 insurgent actions in Southeast
Asia. While, even as in the case of the Chinese Communist
insurgency, such application is more valuable for compre-
hending important patterns and for determining Commu-

8



INTRODUCTION

nist objectives than for predicting the tactical implementa-
tion of thosc objectives, nevertheless use of wei-ch’i as an
analytic approach does have heuristic value. Attempts on
the part of the People’s Republic of China to influence
Indonesia might have been predicted as early as 1961 by use
of wei-ch’i analysis and in the light of the development of
events in Vietnam, as might have been the policy of the
Chinese Communists toward the Indian subcontinent. On a
smaller strategic scale, Maoist motifs influenced Communist
strategy in South Vietnam in the 1960’s, and thus that strat-
egy is susceptible of the type of wei-ch’i analysis proposed
above for the Chinese revolution.

Application of a wei-ch’i point of view to Maoist strategy
past and present must and should be partial: both in struc-
ture and in strategy, every game has fewer variables than
has war. Nor would a “game” as complex as war be of use in
understanding war; its complexity would eliminate its func-
tion as guide and key to the social phenomenon of violent
conflict. However, despite limitations of the wei-ch’i ap-
proach, application of the insights provided by the strategy
of the game to the theory and practice of Maoist revolution
does provide a methodology, even if only a preliminary one,
by which to view in retrospect and to predict in advance the
dynamics of Chinese Communist strategy.

The story has been told of four mice who lived in a
barn.’* Each was accustomed to view through a different
knothole the farm animals housed in the barn. As a result,
one mouse saw only the side of a cow; one, its front; the
third, its rear; and the fourth, its back. These different per-
spectives gave rise to endless arguments among the four
mice, each claiming that its own point of view provided the
only correct description of what a cow looked like.

The function of the wei-ch’i analogy is to provide one
knothole through which to view the Maoist cow.

9






ONE

THE GAME OF WEI-CH’I

A brief description for the purpose of politico-military anal-
ysis of an ancient highly abstract Asian game creates prob-
lems of presentation and organization comparable to those
encountered by the first mathematical political scientists. On
the one hand, a description of the structure and strategy of
wei-ch’i adequate to satisfy a competent player of the game
would be book-length and boring to the general reader;
conversely, a brief description of wei-ch’i suitable for the
non-initiate would, in all probability, distort the principles of
the game and prove of little help in subsequent military/
wei-ch’i analysis.

For these reasons, this chapter is a compromise combin-
ing a fairly full description of some salient aspects of wei-
ch’i theory with as few detailed examples as possible. The

11
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aim is to stress the spirit of wei-ch’i rather than its technol-

ogy.

THE STRUCTURE OF WEI-CH'I

Wei-ch’i is a two-person game, a board game, and a game of
strategy; that is to say, it is, like chess, a purely intellectual
game in which chance and physical dexterity play no part.

The board takes the form of a simple, square grid, usually
formed from nineteen horizontal and nineteen vertical lines
equidistantly spaced. A board of customary size, therefore,
contains 361 intersections. Nine of the intersections are con-
ventionally indicated as shown in Diagram 1 to serve as ref-
erence points. Other grid sizes are also used, the most com-
mon being 8 X 8, 13X 13, and 17 X 17. It has been
claimed that the strategic combinations posible on a 23 X
23 or larger board would be beyond the range of the human
mind.!

Wei-ch'i is played with black and white pieces variously
called “stones” or “men.” At the start of the game, the board
is empty, unless a handicap has been given. Turns alternate
between Black and White, with Black playing first. On each
turn one stone is placed upon any vacant intersection. The
number of stones allotted to each player (181 to Black, 180
to White) for a 19 X 19 size of board is such that—for
practical purposes—neither side will ever be lacking men.?
Once played, a stone is never moved (unless removed when
captured).

Often, however, when there is marked difference in the
skill of the players, the weaker player may have a handicap.
Contrary to accepted general usage of the term, “handicap”
here indicates an artificial advantage given to the inferior
player. Taking the Black stones, he places several in a pre-
determined pattern on the board before the game begins,

12



THE GAME OF WEI-CH'I

Diacram 1

the number of those so placed being proportional to the es-
timated skill differential of the opponents. The stronger
player then takes the White stones and plays first. In prac-
tice, the size of the handicap ranges from a minimum of two
stones to a customary maximum of nine. A five-stone handi-
cap is illustrated in Diagram 2.3

When two or more stones of one color are placed in posi-
tion to form a connected chain, they are considered a single
unit and are called a “group.” (Stones are considered con-

13



THE PROTRACTED GAME

DiaGraM 2

nected when they adjoin one another on a line, but not if
they adjoin one another diagonally.) Stones of one color
which are not connected but which can be connected at the
will of the corresponding player may be called a “collec-
tion.” * In Diagram 3, A and B are groups, since they form
connected units. C is a collection: if Black plays at p, White
can connect at q, and vice versa.

There are two objectives in wei-ch’i: control of territory
and capture of hostile stones. In practice, as will become

14
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5
a8

DiacraM 3

clear in later discussion, these two objectives are highly con-
nected in the strategy of the game, capture of enemy pieces
normally leading to acquisition of new territory, and con-
struction of territorial bases often—but not invariably—
contributing to future captures.

“Territory” may be defined as intersections impregnably
surrounded by the stones of one or the other side. More
formally, a territory is a connected set of empty intersec-
tions surrounded so tightly by the stones of one side

15
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DiacraMm 4

that attack from without by the stones of the other side
would not reduce the size of the territory; attack from
within would result in the capture of the attacking stones;
and a combined attack from within and from without would
also fail. During the process of forming territory, one side
may encircle vacant intersections in such a way that their
ultimate transformation into territory for that side is proba-
ble but not certain. Such intersections may be designated

16
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“potential territory.” Another wei-ch’i concept related to ter-
ritory is that of “sphere of influence.” This wei-ch’i term is
not radically different from the same term used in politics
and indicates a set of intersections under the definite hege-
mony of one side or the other, though not sufficiently so as
to be labeled its potential territory. In Diagram 4, collection
A encircles a territory in conjunction with the edges of the
board; B, a potential territory; while the separated stones at
C create a sphere of influence (for White) along the lower
side of the board.

In general, one side captures a hostile stone or group by
playing his stones on all directly adjacent intersections. Sin-
gle stones in a group may be taken only by the capture, that
is, the encirclement, of the entire group. If a stone or group
is tangent on one or more sides to the edge of the board,
encirclement on the board side only is necessary for cap-
ture. In the upper left corner of Diagram 5, for example,
Black can capture the White group if he plays at p.
Captured stones are removed from the board.

If a group under attack encircles one or more intersec-
tions, then its capture by the opponent necessitates en-
circlement both from within and from without. In Diagram
5 B, therefore, Black must play at q before he can capture
the White group. In some situations, however, attempts to
encircle a group from within may result only in the capture
of the attacking stones. In Diagram 5 C, if White plays at r,
his stone will not complete the encirclement of the Black
group but will be itself surrounded and simultaneously cap-
tured. A similar result would ensue if White were to play
at s. In such cases, therefore, the structure of the attacked
group makes capture impossible, and equilibrium between
encircler and encircled is necessarily attained. Even masters
occasionally make mistakes in deciding whether or not a
group is uncapturable: to acquire a moderate degree of

17
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skill in this facet of the game demands great positional in-
tuition and long practice. Further complex ramifications of
the principles of capture are irrelevant to subsequent com-
parative analysis and may be found in any competent
wei-ch’i text.?

Often stones or groups which the defender knows to be
hopelessly encircled are abandoned not only by the de-
fender but also by the attacker. The advantage for the
former is that he does not add to his losses by continuing to
prosecute an already hopeless defense; {for the latter, that

18
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DiacraM 6

Source: Adapted from The Game of Go by Lester and Elizabeth Morris (n.p.:
The American Go Association).

he does not fill up a potential territory and lose the initiative
in other parts of the board. Such stones or groups are called
“dead.” In Diagram 5 D, for instance, White’s group cannot
escape from Black’s encirclement and is consequently re-
garded as dead.®

Eventually in the course of a wei-ch’i game all possible
territory is encircled by one side or the other, and both sides
have captured and killed as many stones as possible. Play is

19
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then terminated upon the agreement of both sides, and
scores are determined. An example of a completed game
may be found in Diagram 6. (Groups encircled by lines are

dead.) 7

According to current scoring procedures, each point of
territory (that is, intersection) encircled by a given side and

TasLE I

(1) The rules of wei-ch’i (no-handicap)

10.

Empty board at start of game.
Black plays first.

Turns alternate between Black and White and consist
of play of one stone only on any vacant intersection.

The objectives of both sides are (a) to encircle vacant
intersections (territory); (b) to capture or kill hostile
stones.

A group of one or more stones is captured by occupying
with stones of the opposite color every board intersection
to which the group adjoins.

Captured stones are removed from the board.

Stones which are not actually captured but which can be
captured at the will of the opponent are termed dead and
count at the end of the game as captured.

The game ends when neither side considers itself able to
gain further territory or to kill or capture additional enemy
stones.

The score of a side is the sum of the number of inter-
sections of territory which it has encircled and the num-
ber of stones captured or killed by the end of the game.

The side with the higher score wins.

(2) Handicap modifications of the rules

1.

2’

The weaker player takes the Black stones and places
several in a pre-determined pattern on the board before
the game begins.

White plays first.

20
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each hostile stone captured or killed by that side counts one
point in its total score. The side with the greater number of
points wins.8

A summary of wei-ch’i rules may be found in Table I. A
glossary of the few technical wei-ch’i terms used in this
work is provided at the end of this volume.

THE STRATECY OF WEI-CH'1

In part because of the large size of the conventional board
and the large number of moves in the average game, wei-
ch’i strategy is extraordinarily complex and subtle. The com-
plexity and subtlety are further compounded by the highly
abstract nature of the game. The pieces are not representa-
tional; nor is the board. As a result, the strategic patterns
and potentialities of a specific wei-ch’i position are seldom
apparent to the beginner. An early Western commentator
on the game has summarized the novice’s dilemma:

. the beginning of the game [is] almost incompre-
hensible to one who has not studied it thoroughly. The
two players seem to place their men at haphazard, now in
one corner of the board and now in another; it looks rather
as if they were trying to form pretty figures than trying to
circumvent each other. It is only after a good many men
have been placed that the object of the game begins to
show itself in the play, and then gradually one perceives
that those men which seemed played without any offensive
or defensive purpose are all useful, and that they were
placed originally to act as outposts for the territories which
it was foreseen would be formed around them, or as posts
of observation to annoy the enemy.®

In particular, the beginner frequently does not know which
of his groups are dead, which living—a question basic to
competent play.

21



THE PROTRACTED GAME

The difficulty of wei-ch’i strategy has led, as in the case of
chess, to vigorous development of wei-ch’i theory. The study
of wei-ch’i in East Asia—in China, Japan, and, to a lesser
extent, Korea—has a history of at least two thousand years;
writings on wei-ch’i can be traced back for over a millen-
nium. Because of this long history of wei-ch’i scholarship, it
is only natural that many detailed treatises on the game have
been compiled, some even more exhaustive than Western
chess analyses. Following the example of their Asian coun-
terparts, Western-language works on wei-ch’i have also
tended toward complexity, plunging the beginning student
immediately into the intricacies of board and corner open-
ings, of extensions and connections. In this orientation to-
ward detail, however, to which almost all Western-language
works on wei-ch’i beyond the level of primers have been
subject, many of the general patterns and principles of the
game have remained suppressed premises, tacitly adhered
to but not explicitly mentioned. In particular, among these
premises are three structural characteristics basic to the
motifs of the game’s higher strategy: wei-ch’i is a protracted
game; it is a “war of jigsaw pattern”; and it is a game in
which victory and defeat are relative phenomena. Briefly,
these three aspects may be called the time, space, and con-
flict dimensions of wei-ch’i.

The long duration of the average wei-ch’i game—between
200 and 300 moves—derives from the combined effects of
two factors: a large board and a relatively slow rate of play.
As previously mentioned, the standard wei-ch’i board has a
total of 361 intersections, nearly six times as many as the
squares on a chess board. And, whereas in some board
games all pieces on the board may be moved on a given
turn, in wei-ch’i only one stone may be played.'® The
strategic implications of the slow tempo resulting from these
two factors are dual. Although one player may be defeated
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THE GAME OF WEI-CH'I

tactically in one part of the board, he may recover his posi-
tion by strategic out-maneuvering of his opponent. In the
best-known Western board games of strategy, chess and
checkers, on the other hand, a single mistake in tactics is—
given optimal play on the part of the opponent—fatal to the
blunderer. Conversely, only a wei-ch’i strategy which takes
into consideration the long-term outcomes of all the tactical
combats on the board can ensure wei-ch’i victory, since a
policy oriented toward local success often leads to a strate-
gic debacle. By contrast to the orientation of Western strat-
egy to realization of a single decisive tactical engagement,
the concept of tactical success leading to strategic victory is
alien to the spirit of wei-ch’i. In language familiar to the
student of Maoist military dialectics, although the game
may have its battles of quick decision, wei-chi is essentially
a protracted war; and the deviationist theory which rejects
this truth places in jeopardy not only the outcome of tactical
engagements but also the total conflict.

The second characteristic of wei-ch’i structure with strate-
gic implications is, as Mao Tse-tung has observed, the re-
semblance of a game in progress to a half-completed jigsaw
puzzle or to a half-effaced mosaic, at once complicated and
indefinite.!! Although such comparison may be exagger-
ated, wei-ch’i formations tend, in fact, to be structurally non-
linear or, more precisely, discontinuous: the Black and
White pieces are not grouped into two relatively continuous
lines, each seeking to push the other back or to outflank the
opponent. This structural component of discontinuity de-
rives from at least two of the rule-components of wei-ch’i.
First, the board is blank, or nearly so, at the beginning of
the game, and stones may thereafter be placed on any va-
cant board intersection. Consequently, there is no restriction
on the ability of either player to conduct warfare in the
enemy’s rear, to play his stones deep in hostile spheres of in-
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fluence or behind any emerging “front line.” Second, the
encircling mode of capture creates complex patterns of
encirclement and counterencirclement and induces the de-
velopment of mutually discontinuous groups: wei-ch’i en-
circlement can seldom be realized by eccentric maneuver
from a single group, after the fashion of a military envelop-
ment, but rather must result from co-ordinated use of many
different stones and groups often in widely separated areas
of the board. As a result of these two factors—the rule of
play and the rule of capture—a wei-ch’i player cannot as-
sume the existence of a secure front line or a safe rear area.
Any conscious or unconscious assumption of zones of safety
will result in severe disorientation when the opponent fails
to respect the inviolacy of the presumed “rear.”

As significant as, and probably related to, the temporal
and spatial dimensions of wei-ch’i is what may be called
the conflict dimension of the game. Because of the ease with
which both players can form safe groups and hence gain
territory, victory in wei-ch’i is incomplete. This conflict di-
mension of wei-ch’i provides an additional criterion for
differentiating it from many other strategic board games,
among them, chess, in which victory is obtained when the
opponent is forced to concede a certain vital point, set of
points, or piece, or when one side loses all its pieces. One
side is then totally defeated, and the other has achieved
complete victory.!? In wei-ch’i, however, victory is relative,
a matter of having a greater score—basically, more territory
—than one’s opponent. It is only by convention—and cour-
tesy—that the side with the higher terminal score is labeled
“victor.” Conversely, defeat is also relative, and the “losing”
side frequently has a significant amount of secure territory
to its credit.

This added relativity is due largely to the encircling mode
of capture, which means that two continuous lines of stones

24



THE GAME OF WEI-CHI

facing each other form a stable pattern productive of peace-
ful coexistence. In wei-ch’i, therefore, success is a continuum
of degrees whose measure is the score in terms of territory
and captives which a given side has realized at a given time
in the course of play. The logic, so to speak, is not Aristote-
lian but multi-valued. The would-be wei-ch’i player must
tully comprehend this fact. Throughout the course of play,
his aim should not be—to paraphrase Stonewall Jackson—to
thrash his opponent but rather to maximize his own advan-
tage or utility, two goals which, because of the factor of
territory, are not synonymous. In its conflict dimension,
wei-ch’i is not so much like a duel as like an economic
competition for a scarce commodity.'?

The various dimensions of wei-ch’i discussed above con-
stitute, in a sense, the conceptual basis of the game’s strat-
egy. Actual implementation of that strategy depends, how-
ever, upon three fundamental strategic operations: gaining
territory; attack of hostile groups; and defense of one’s own
groups. By the definition of territory given earlier, the first
type of operation consists of encirclement of empty intersec-
tions. According to the rules of capture, the two other proc-
esses center, respectively, around encirclement and preven-
tion of encirclement of stones, collections, and groups.
Because of the dynamic structure of wei-ch’i as shown by
these operations, the strategy of the game revolves about
techniques of encirclement and counterencirclement.

Inasmuch as control of territory is the primary objective
of wei-ch’i, the most important principles of wei-ch’i strat-
egy are those regulating encirclement as it relates to the sur-
rounding of territory. In general, encirclement of desired
territory should begin by formation of a rough circle or
semicircle, consisting of a few dispersed stones, around a set
of vacant intersections (as White in Diagram 7). A frequent
error of beginners is to attempt, in the early stages of the
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game, to encircle territory with a chain of tightly connected
stones. The result of such a policy is certain defeat. While
the beginner is concentrating on a few intersections, a com-
petent opponent will heavily influence a large portion of the
board with his stones. Although only tightly encircled inter-
sections are the certain territory of the encircler, it is a
mistake to underestimate the connective power of dispersed
stones and hence the amount of potential territory which
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they loosely encircle. In Diagram 7, White, having dis-
persed his first-played stones in an effective manner, domi-
nates much of the board; whereas Black, although having a
secure hold on one territory, will be able to gain little more
and is in a losing position.!*

At the same time, however, it is a fact that zones of influ-
ence as well as potential territories are vulnerable to enemy
attack until such time as they are transformed into actual
territory. As a result, when such regions are threatened by
enemy attack, the encirclement should be tightened to meet
the threat. This tightening of encirclement, however, should
not be guided by the doctrine of massive retaliation but by
the theory of graduated deterrence: one of the principal
differences between a beginner and a master is that the
master knows exactly how much to tighten the encirclement
of a threatened zone of influence, whereas the beginner fre-
quently wastes plays strengthening his defense out of pro-
portion to the magnitude of the threat.

In view of the jigsaw patterns of wei-ch’i stressed above,
it would, of course, be an error to assume that encirclement
of territory proceeds in a formal, explicit, and symmetric
way: that a player must first map out a complete perimeter
around empty intersections and then subsequently place
more stones at smaller intervals until a continuous chain is
formed. On the contrary, a skillful wei-ch’i player utilizes
every one of his groups, wherever they may be on the
board, as a segment of a wall enclosing a possible territory;
and often plans offensive and defensive operations not so
much with the aim of capture or prevention of capture but
with the objective of completing encirclement of a potential
territory. Moreover, a competent wei-ch’i player knows how
to utilize the edges of the board as an aid in encircling the
maximum amount of territory. These edges form natural
walls, from beyond which no hostile group can penetrate
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into the border area base. An efficient player, therefore,
plays first near the corners, where two edges of the board
do half his work for him; next, along the sides (as White in
Diagram 7), where one side of the potential territory is pro-
tected by the edge of the board; and, last of all, in center
regions where encirclement of territory is most difficult.’®

Encirclement of hostile stones, though a secondary objec-
tive in wei-ch’i because of the relative difficulty of its imple-
mentation compared to acquisition of territory, is neverthe-
less vital to the interests of a player who wishes to capitalize
on his opponent’s weaknesses and mistakes. A good player
will frequently make every move bear an aggressive intent,
even if it is primarily territory-making, or defensive. In gen-
eral, the procedure for encircling hostile stones is approxi-
mately the same as for encircling territory, though, as
pointed out, its realization is more complicated owing to the
virtual certainty of vigorous enemy opposition. First, encir-
clement should be roughly outlined in such a manner that
the enemy group cannot conduct an effective breakout to
safety. Next, the encirclement should be tightened, and at-
tempts made to prevent creation by the opponent of an in-
vincible position.

It cannot be emphasized too strongly, however, that an
attempted encirclement of a strong group may be detrimen-
tal, even disastrous, to the interests of the encircler. If the
bases for encirclement are unconsolidated, then a counter-
attack will often disconnect the encircling forces and may
cause their capture. Moreover, eagerness to kill and capture
has often led a novice to play his attacking stones on ex-
terior lines right up against the stones he is trying to encir-
cle, thus inducing a disintegrating counterattack before the
offensive forces have achieved a decisive blockade.

On the whole, methods of defense in wei-ch’i are the logi-
cal converse of principles of attack. The aim of the defend-
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ing player is to form a continuum of stones beyond which the
opponent cannot pass; then (optimistically) to make a suc-
cessful counterencirclement. In the attainment of these ob-
jectives, two techniques may be used. If the defender’s posi-
tion is relatively strong—that is, connected, flexible, and
with a good chance of becoming ultimately invincible—he
should attempt to stop the attack on the perimeter of his
zone of influence by directly blocking enemy advances.
(Refer to Black defense in Diagram 8 A.) 1

If the defender’s position is less consolidated, however, as
is characteristic during the decisive opening and early mid-
dle game, a good player, at least temporarily, cedes a por-
tion of his stones and influence and directs his play several
intersections distant from the center of gravity of the attack-
ing forces, thus gaining valuable time to consolidate his
position before final confrontation. In Diagram 8 B-C, a
simple (tactical) example of this motif is provided. (Note
that the basic positions are mirror images of one another.)
If Black plays 1 as shown, White should on no account di-
rectly confront this aggression by playing 2 as in 8 B: the
whole flank of his position would crumble instantly, as de-
picted in the 8 B sequence (the block of five White stones is
dead). If, however, White “withdraws” by playing 2 as
shown in 8 C, then—even if Black continues his invasion as
shown—Black cannot make an effective penetration into the
heart of White territory. In other words, an indirect White 2
is critical in maintaining a structurally sound force deploy-
ment.1?

Related to the attack and defense of stones and groups,
and often preliminary to them, are the strategic principles
surrounding connection and disconnection. In view of the
jigsaw pattern of wei-ch’i, a good player, at least in the early
and middle games, will refrain from tight, uneconomical
connections between two separated groups. On the other
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hand, he must know the art of maintaining communications
in such a manner that he will be able to tighten connections
if the occasion arises. In practice, the methods of developing
and maintaining collections are manifold, and their mastery
is an intricate study. In theory, however, the principle is
simple to grasp. The defensive advantage of collections is
that, if one element is attacked, other elements can come to
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its aid by tightening latent avenues of communication; if,
however, there is some strategic reason for abandoning one
element of the collection, the safety of the others need not
be jeopardized. Conversely, in offensive operations, the first
operational goal of the attacker should be to isolate the at-
tacked group from possible outside support, because an
otherwise successful attack on one group can often be nul-
lified by the collective defense of several groups.

The offensive, the defensive, and—in wei-ch’i—the ter-
ritory-making techniques employed in a strategic conflict
form the basis of that conflict’s resolution. Underlying these
operational methods, however, another equally important
set of principles may be delineated: briefly described, this
latter set controls and regulates methods of command deci-
sion. Collectively, these principles may be termed control
processes. In wei-ch’i, at least three are essential: initiative,
co-ordination, and economy. Despite the seeming universal-
ity of these concepts—slightly paraphrased they may be
found, for instance, in any military Field Service Manual—
many of the characteristics of their wei-ch’i interpretations
are relatively unique. It is to the control processes of wei-
ch’i that we must turn, therefore, in order to complete a sur-
vey of the theoretical strategy of the game.

Perhaps the most important of the three control processes
just mentioned is the wei-ch’i concept of initiative, hsien-
shou in Chinese wei-ch’i jargon. Literally, the expression
hsien-shou means “first hand,” and it is roughly similar in
connotation to the English word “initiative.” One funda-
mental difference must, however, be grasped. In English-
language military/strategic usage, the term “initiative” re-
fers, in general, to some type of overt offensive action; and
“strategic initiative” is, therefore, closely connected with the
idea of strategic offensive. This intimate relation between
initiative and offensive is lacking in the Chinese phrase.
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Broadly defined, hsien-shou is “the situation in which a
player is taking the lead in a certain part of the board, com-
pelling his adversary to answer his moves or else sustain
greater damage.” 1® In other words, a hsien-shou move is
any move which makes the succeeding move on the part of
the opponent a dependent event contingent on the hsien-
shou move and a direct reply to it.

The method of taking the lead implicit in the above defi-
nition would, therefore, include such occurrences as the
threatened escape of a dead group; the possibility of a large
new territory (for example, as a result of successful contain-
ment); and, as in the illustration given below, the consolida-
tion of a base for future aggression.’® If the concept of
hsien-shou is at all to be coupled with that of the offensive,
it must be seen as embracing a spectrum of often very
subtle offensive activities extending far beyond mere threats
to kill and capture enemy groups. At the same time, hsien-
shou is not the monopoly of a player on the strategic offen-
sive: it may be possessed by a player on the strategic defen-
sive and even maintained by what is essentially non-offen-
sive action.

A concrete example of the nature and value of hsien-shou
may be found in Diagram 9 A. In the position illustrated, if
it is White’s move, he should play at a, capturing the Black
stone, outflanking his adversary’s position, and reducing his
influence.?® Suppose, however, that it is Black’s turn. Then
Black’s play at intersection a might well force White to con-
nect at b (otherwise, Black would play at b or ¢ and cut
White’s forces in two ). Hence, Black 1 at a, although defen-
sive in form, retains hsien-shou because (at least within the
context of the local position) White must respond or take a
greater loss. Following White 2 at b, Black may play at d,
thus striking at another weak point of White’s position. The
precise outcome of the conflict from this point cannot be as-
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certained without knowing the position of other forces on
the board. In general, however, it is safe to assert that
Black’s maintenance of hsien-shou with move 1 at a, even in
what might be considered a defensive situation, has laid the
foundation for a large sphere of influence in the lower-left
quadrant of the board.

A second control process in wei-ch’i is co-ordination;
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specifically, co-ordination of groups. The importance of this
concept derives from the relatively large size of the theater
of operations and of the forces contained in it; and from the
complex, discontinuous patterns in which those forces are
customarily deployed. As a result, it is essential to view the
board as an integrated whole, not merely as a series of inde-
pendent situations with only vague or coincidental influence
on one another. The difficulty of developing such vision, es-
pecially in middle game situations when the pattern of
forces on the board is complex, will be attested to by any
novice. Often he will find that he has pursued a “beaten”
enemy group into contact with a second, secure one; and
that, together, the joined groups may counterattack and en-
circle the erstwhile pursuing forces. Because of the possibil-
ity of such a catastrophe, it is a basic tenet of wei-ch’i theory
that the play of a stone anywhere on the board affects, di-
rectly or indirectly, the entire strategic as well as tactical
situation. A wei-ch’i player, therefore, should co-ordinate his
groups and remember that force per se in wei-ch’i is not
nearly as important as is the position of force on the board
in relation to hostile and friendly groups. In Diagram 9 B,
for example, Black outnumbers White by a margin of about
two to one. By co-ordination of his two groups with his sin-
gle stone in the upper right corner, however, White can
manage to capture [kill] the two-stone Black group and thus
hold more than half the corner. No two of the three White
units alone would be sufficient for the task.2!

One of the best modern wei-ch’i players has observed,
“[Wei-ch’i] is the art of harmony.” 22 The basis of harmoni-
ous play is economy. Economy in wei-ch’i involves an effi-
cient, almost aesthetic, balance of forces, both in their inter-
nal structure and in their interrelation. By contrast to many
forms of conflict in which strategic concentration is the key
to success, wei-ch’i economy is based, especially in the open-

34



. THE GAME OF WEI-CHI .

e YO
e 2\ C
\ J N J
) )
A B
N
(
()
3
N C
1 @

DiacraMm 10

Source: A. Developed by the author. B. Developed by the author. C. Adapted
from The Vital Points of Go by Kaku Takagawa (Tokyo: Japanese Go Asso-
ciation). Reprinted by permission.

ing, on minimization of congestion of influence produced by
overconcentration of stones.23 Both in terms of intersections
influenced and of hostile stones threatened, the most eco-
nomical, therefore the most efficient, patterns are those
which make use of calculated dispersion of forces to maxi-
mize influence dissemination. As concrete examples, con-
sider the two formations at the top of the board in Diagram
10. They appear to be almost identical. In fact, however, the
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position at A would be considered by a wei-ch’i authority to
be considerably more efficient and hence valuable than the
position at B, because of the redundancy of the influence
disseminated by the added stone in the B position. By con-
trast to much Western strategy, which would hold the
added stone a reinforcement or increment in the strength of
the position, wei-ch’i theory explicitly rejects this axiom,
holding rather with T. E. Lawrence that, in wei-chi as in
irregular warfare, “if two men are together one is being
wasted.” 2¢

Practical implementation of efficient dispersion, that is,
wei-ch’i economy of force, involves determination of and
play upon the vital points of any given strategic situation,
whose occupation threatens and disconnects hostile groups
while developing advantageous spheres of influence. In this
regard, the fundamental principle is that, by contrast to the
emphasis of much Western military/strategic doctrine on
the protection or attack of population centers, capitals, key
economic points, etc., the vital points of wei-ch’i are deter-
mined only by the interrelation of the forces on the board at
any given time. As a result of the often rapidly developing
character of the situation and the deployments of each
side, the vital points of the position change frequently,
and a group of stones or sphere of influence formerly
considered important may be sacrificed with impunity.?
This flexibility of play tends to convey the impression,
especially when the game is between good players, that
wei-ch’i is formless, even aimless in strategy. No inter-
pretation could be farther from the truth. Constant re-
evaluation of the situation and of the vital points of the
position is necessary for good play, and sacrifice of stones or
of influence in one region in expectation of more advanta-
geous operations elsewhere is a common motif of higher wei-
ch’i strategy. In Diagram 10 C, for instance, White 1 is what
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may be called a “reconnaissance” play. If we then have the
indicated sequence 2-4, White’s corner stone will be dead,
but the gambit is excellent higher strategy because, with 3,
White has succeeded in reducing the shoulder of the Black
sphere of influence while retaining hsien-shou.26 This exam-
ple is typical of a sophisticated wei-ch’i maneuver.

It may be desirable to conclude with a word of caution.
To introduce a term recently fashionable in some circles of
strategic analysis, wei-ch’i strategy is a branch of the art of
the dialectic: the dialectic of discontinuous connections,
concentrated dispersion, encircled counterencirclement, flex-
ible inflexibility. The paradoxes of the wei-ch’i dialectic are
possibly not as insoluble as those of its Hegelian counter-
part. It is, however, impossible to lay down absolute canons
for wei-chi command decisions. Human perception of op-
timal or—to use a term from the mathematical theory of
games—minimax wei-ch’i strategy is continually changing
and evolving: an example is afforded by the emergence in
the 1920s of a new school of play, originated by Wu Ch’ing-
yuan, which broke away from the traditional opening pat-
terns and stressed relatively more influence toward the
center of the board.?” No summary of the principles of wei-
ch’i can be exhaustive,
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WEI-CH’T AND INSURGENCY:
A FORMAL ANALOGY

Detailed analogic comparison of Chinese Communist strat-
egy with the strategy of wei-ch’i must start, as indicated in
the Introduction, by explicitly setting in correspondence the
basic structural elements of the two forms of conflict.! Such
a system of correspondences cannot be proved correct. It is
only intuitively justifiable, and its validity depends upon the
reasonableness of the ensuing deductions. For the most
part, therefore, the present treatment will develop only sim-
ple and obvious analogies. The conceptual apparatus which
this chapter creates is applicable to any insurgency in a de-
veloping nation which follows the Maoist model (and, by
extension, to broader spheres such as foreign policy and
world revolution ). However, concrete reference in the ensu-
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ing discussion will be largely limited to analysis of the 1927-
1949 Chinese case.

From the point of view of relative complexity, wei-ch’i
and the Chinese Communist style of revolution are widely
disparate conflict systems. A total system of correspon-
dences between each component or process of wei-ch’i and
each element of insurgency is impossible. Taking advantage
of the structural simplicity and flexibility of the game, how-
ever, we may to a certain extent generalize the structure of
wei-ch’i. For instance, wei-ch’i in its pure form is a two-
person game. However, many sides (in the sense of inde-
pendent, interested actors) participated in politico-military
operations in China during the 192749 Communist insur-
gency: the Communists, the Nationalists (by no means
unified ), the Japanese, and sundry warlords.? No integral or
distinct element of elementary wei-ch’i strategy is based
upon wei-ch’i’s being a two-person game.® Therefore, in
order to facilitate comparative analysis, we can conceive of
extending the rules of the game to those of multi-person
conflict. Such a form of generalized wei-ch’i may be termed
“analogic wei-ch’i.” ¢

TuE CoNFLICT SYSTEMS

The basic correspondence between wei-ch’i and insurgency
is, of course, between their totalities as conflict systems, that
is, between the course of a wei-ch’i game and the history of
a politico-military insurgency. In the case of insurgencies
after the Chinese Communist pattern to which our attention
is specifically directed, revolution is the logical union of two
interrelated but nevertheless structurally distinct levels of
conflict activity: the geographic level—the level of military
operations; and the human level—the level of the socio-
political warfare so closely co-ordinated by the Chinese
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Communists with military campaigns. For analytic pur-
poses, therefore, the general correspondence between wei-
ch’i and Chinese Communist insurgency should be divided
into that between wei-ch’i and military operations and that
between wei-ch’i and political, economic, and psychological
conflict techniques.®

These correspondences between wei-ch’i and the military
and political aspects of nationwide insurgency do not, how-
ever, preclude similar correspondences between a wei-ch’i
game and sub-conflicts properly contained within the total-
ity of the revolution. For example, it is relevant to consider
Chinese Communist operations against the Nationalist
armies in Manchuria between 1946 and 1948 as an inde-
pendent sub-game of the over-all Chinese Communist in-
surgency. In general, a certain military and/or political
campaign or operation may be considered an independent
game insofar—and only insofar—as it is both strategically
independent from operations simultaneously taking place in
adjoining theaters and strategically important to the na-
tional situation. The key is strategy: many congruences ana-
lyzed below tend to lose their validity when applied in the
sphere of tactics (where, for example, the contrast between
the mobility of military units and the immobility of wei-ch’i
stones stands out most clearly).

THE SiDES

All games and sub-games of a given insurgency are gener-
ated and conducted by a number of frequently competing,
sometimes co-operating, political interests. In general, any
strategically significant group of individuals bound together
by common political and personal goals and organizational
affiliations may be placed in correspondence with a wei-ch’i
side and treated as such in the development of strategic
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analogies. In contrast to the monadic character of the wei-
ch’i side, however, the military and political sides involved
in the 1927-49 Chinese insurgency in particular and in
many other revolutions have often lacked internal cohe-
sion. In the Chinese case, this observation applies espe-
cially to the warlords and their subordinates, whose disunity
and opportunism have attracted the attention of even West-
ern military historians.” Identification of a given socially,
politically, or organizationally connected group of individ-
uals with a side in the wei-ch’i sense can, therefore, be only
approximate and must be based on a posteriori political
evaluation. The entire history of the 194649 Chinese civil
war, for example, is colored by the constant non-co-oper-
ation of Nationalist commanders nominally acting in a com-
mon cause. Allowances for this type of situation must there-
fore be made in subsequent military/wei-ch’i comparative
analysis.

THE THEATER OF OPERATIONS

To each game and sub-game of insurgent action, whether
military or political in character, there corresponds a unique
board which determines the extent of the operations of the
game. The theater of operations, or board, of a military
game may be considered to be a physical area: province,
river valley, nation-state, and so on; that of a political
game, a definite human population.

On the largest scale in the 1927-49 Chinese revolution,
the military board of the Communists was the geographic
extent of China, especially the traditional eighteen provinces;
the human board was the population of the country. All
boards of military and political sub-games were contained
within these maximal boards. Such a complex system of
interrelated boards and sub-boards might be projected in
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analogic wei-ch’i by placing in conjunction a group of wei-
ch’i boards with special rules for play and interboard cap-
ture.

The boundaries of sub-boards of insurgency can be deter-
mined by two types of criteria, or a combination of them:
natural criteria, that is, natural obstacles, ethno-linguistic
differences (for population boards), etc., all of which serve
objectively to differentiate one board from another; and ar-
tificial criteria, such as military zones or administrative
boundaries, which may or may not correspond to objective
realities.® Thus, for example, China as a whole forms a nat-
ural board, both political and military, bounded as it is on
the east by the Pacific; on the west and south by the Hima-
layan mountains and their offshoots; and to the north by
deserts and other natural barriers.® Historical tradition and
the written language have also served to define China as a
natural board on the human level. In contrast, South Viet-
nam constitutes an artificial board. On the military level, as
Communist infiltration in the 1960’s from nearby Laos and
Cambodia amply indicated, its edges are open and fluid;
while its population—Vietnamese and Montagnard, Bud-
dhist and Catholic, Cao Dai and Hoa Hao—forms a com-
plex of overlapping natural human sub-boards with little or
no psychological or cultural integration.

On the human level, a board is composed of intersections
which may without artificiality be identified with individ-
uals or, as may occasionally be useful, with groups of indi-
viduals. In wei-ch’i strategy, however, the importance of
intersections lies not in their separate nature—they are only
abstract points—but in their structural interrelation as con-
stituents of a wei-ch’i board. It would be precious to draw
lengthy parallels between the way in which intersections
make up the wei-ch’i board and the manner in which men
form human groups. Nevertheless, it should be clear that
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(qualitative) propositions about encirclements on the wei-
ch’i board, for example, may be translated into comparable
statements concerning human social interactions and com-
munication nets.’® One particular concept related to wei-
ch’i board structure deserves closer consideration in devel-
opment of our analogy: the notion of distance from the
edge of the board on the part of a given intersection or set
of intersections. The key is inaccessibility.

The strategic importance of this wei-ch’i concept was set
forth briefly in the preceding chapter: near the edge of the
board, groups can more easily form territory than in the
center and, in particular, can more easily become invincible.
(The complete significance of the edge, however, is more
complex and will be dealt with in the following chapter.)
Because of the strategically pivotal character of the edge of
the wei-ch’i board, it is important to find a meaningful ana-
logue in the theater of insurgent political action. Clearly the
physical distance of a given individual from the periphery
of a given natural board, as here defined, has no direct
strategic significance. Even less reasonable would be a mea-
sure based upon distance from the boundary of an artificial
board.

As a more natural alternative, we propose to identify the
edge of the human board with the lower socio-economic
strata of a society. The analogic measure of a given individ-
ual’s (intersection’s) distance from the edge is proportional
to that individual’s social position and economic privilege.
In this way, the wei-ch’i concept can be effectively mapped
onto the class structure around the analysis and exploitation
of which much of Maoist theory revolves.!! The assumption
of a linear socio-economic ordering is, of course, an approxi-
mation but, statistically, a defensible one in the context of
the type of societies in which leaders of Maoist-type rev-
olution contemplate operating. Subsequently in the devel-
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opment of the wei-ch’i thesis we shall operationally justify
this particular analogy by demonstrating that the respective
roles of the edge and center intersections in wei-chi are
comparable to those of mass and elite in the Maoist revolu-
tionary model.*?

On the human level, individuals constitute a natural and
efficient biological analogue to intersections in wei-ch’i.
However, on a level of primary importance in this analysis,
the military level, no such precise image of the wei-ch’i con-
cept is forthcoming. It might, of course, be possible to
project intersections on a given map region by superimpos-
ing on it an arbitrary system of rectangular coordinates,
much as is done by artillery control specialists; but the sub-
jectivity of scale of such a projection would render its em-
ployment difficult. In this analysis, therefore, we seek to
make the weight of the comparison between wei-ch’i and
Maoist warfare rest upon propositions whose validity does
not depend upon specification of “intersections.” **

Absence of an objective counterpart for wei-ch’i intersec-
tions on the military level does not, however, mean that we
should not define an analogic measure of distance from the
edge of the board. In fact, possession of such a measure is
basic to our study of the Chinese Communist territorial con-
cept in ensuing chapters. One possibility, of course, is mea-
surement of the distance as a simple geometric quantity.
This alternative is, however, rendered artificial by the inde-
terminateness of the board from whose edge distance is to
be measured: no geographic theater of operations, however
natural, is other than a relative construct. To a battalion of
mechanized infantry in trucks, a rice paddy is the edge of
the board; a tank unit may be able to traverse the paddy
but cannot climb the mountain which adjoins it; and foot
soldiers who can climb the mountain could not necessarily
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cross the Himalayas in mid-winter, a feat, in turn, simple
for a squadron of heavy bombers.

We solve the dilemma by presenting an index of nearness
to the edge of the board which takes into account ambigu-
ities in board determination. Although several alternatives
suggest themselves, the most straightforward procedure is to
base military nearness-to-the-edge upon topographic cri-
teria: the distance-from-the-edge of a region is identified
with the military mobility which the terrain of the area per-
mits. This definition harmonizes with our characterization of
the boundaries of a natural geographic-level board as geo-
graphical obstacles and provides a workable formula for
measuring the analogical characteristic in question. Cities
and lines of communication form the centermost region of
the board; plains or fields, a region intervening between
edge and center; and mountainous hinterlands, the intersec-
tions nearest the edge, since it is in these regions that mili-
tary forces have minimum mobility. There is strong positive
correlation between our military and political characteriza-
tions of nearness-to-edge: for, in a developing nation, the
peasants, who form the bulk of the lower register of the
socio-economic scale, tend to live away from heavily ur-
banized areas and hence, by our definition, toward the
edges of the geographic natural board.

THE FORCEs

On the human level, a given individual may be termed a
stone of a given side at a given time if he is engaged in sys-
tematic political activity on its behalf and is working to
advance its interests. On the geographical level, a stone is
an individual or group of individuals operating for a side in
a military or paramilitary capacity, that is, both willing and
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able to attempt physical coercion of stones hostile to that
side. In practice, the only military stones which we will con-
sider are organized military units. Because, as previously
stressed, no objective coordinate system for a military
board can be realistically constructed, stones may be mili-
tary units of an arbitrary size. In concrete analysis, however,
it is necessary to set a mean size for stones in such a way
that the number of stones on the revolutionary board at any
one time is roughly commensurate with the population of its
wei-ch’i counterpart: too large a number would render wei-
ch’i strategic analysis impractical, while too few would
cause oversimplification.

Since there are many different degrees of quality on the
part of military and political stones, we must distinguish in
concrete cases among different values of stones, depending
on such variables as dedication, organization, and technol-
ogy. Such distinctions might be projected in an analogic
form of wei-ch’i by introducing several types of pieces, with
special rules which make easier the encirclement and cap-
ture of the qualitatively less valuable stones.

In insurgency, military and political stones may be
played in two quite different ways. On the one hand, new
stones may come into being by recruitment of new adher-
ents to a cause, or by the assignment of elements in existing
forces to form new operational amalgams (“force tailoring”
in modern military jargon). This is the play of stones in its
most literal sense. On the other hand, overland movement
(horizontal mobility) of military or political forces can also
be interpreted in many instances as a sequence of wei-ch’i
plays. Advances are wei-ch’i extensions toward the enemy;
retreats, extensions away from the opponent. It is frequently
possible to minimize the effects of mobility because one is
considering, for the most part, revolutionary situations with
a gradual tempo of progressive but semi-static strategic de-
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velopment rather than blitzkrieg with swiftly shifting and
recombining patterns of force.!*

A complementary way of looking at the mobility which
military units possess is to identify this factor with certain
subtle elements of wei-ch’i’s unadapted structure. In this
connection, we may note the following comment from a
Western textbook on the game:

The influence or value of a stone after the first few open-
ing moves is a function of what we might term its mobility.
Near a corner a stone can usually be developed only in one
or two directions, and near the side of the board in two or
three directions, while near the middle of the board a stone
will frequently have the choice between extending in four
directions. The stone has more mobility in the centre be-
cause its freedom of extension is not yet hampered by other
stones scattered in the corners and along the edges of the
board.1®

This type of strategic argument sets up a counterpoise to the
dominantly edge-oriented strategy of wei-ch’i, even as Mao-
ist theory argues for the co-ordination of mobile with guer-
rilla warfare.

OBJECTIVES AND THE STRUCTURE OF THEIR ATTAINMENT

The objective of territory in wei-ch’i might be compared on
the human level to that of influencing individuals (intersec-
tions ) to support a given side and on the geographic level to
the aim of controlling land (territory). It is true, of course,
that no military-level territory can be as logically and abso-
lutely irreducible as its wei-ch’i counterpart; but in practice
this reservation has little significance, because in the active
course of a wei-ch’i game few positions are completely se-
cure.
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Similarly, the negative objective of capture of stones can
be projected on the human level as the influencing (by any
means other than direct violence) of enemy stones so as to
cause those stones to refrain from further opposing action;
such means may be bribery, psychological pressure, or polit-
ical propaganda. Capture on the military level may corre-
spondingly be defined as destruction of hostile stones: phys-
ical annihilation. Using the weakened definition of military
stones as organized units, however, disintegration of hostile
military forces as organized units may also be termed mili-
tary capture. In a similar spirit, we identify surrender (of a
military force) with the removal of a dead group at the end
of a wei-ch’i game. For obvious reasons, however, incau-
tious attempts to label as “dead” encircled or otherwise in-
capacitated military units would be ill-advised.

This matrix of theoretical concepts, in conjunction with
that developed in the preceding section, corresponds in
large part to well-known distinctions in unconventional war-
fare terminology.1® Thus, for example, what we have called
acquiring territory (on the political level) corresponds in
essence to laction psychologique, defined by French the-
orists of la guerre révolutionnaire as political action directed
against friendly or neutral forces; and this action must be
differentiated from the (political) capture of enemy stones,
which is nothing other than la guerre psychologique, politi-
cal action directed against the supporters of the enemy. Of
course, the semantics cannot be carried too far: the differ-
ence between the stones and the territory of a given side is
occasionally blurred, though presumably the stones are ac-
tive elements with definite organizational affiliations as, for
example, with the Communist party.

Finally, it should be noted that, according to the defini-
tions given in the first paragraph of this section, military
units may also be political spheres of influence—and not
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necessarily of their own side alone—and hence may be at-
tacked by political means; and, conversely, political stones
and territory can be captured and encircled by military
methods. Both corollaries are important in understanding
the foundations of the Chinese Communist system of revolu-
tion.

STRATEGIC INFORMATION

In developing a systematic analogy between wei-ch’i and in-
surgency, we have so far confined discussion to the “classic”
elements of strategic structure: sides, forces, objectives, and
so forth. Given the sophisticating influence of game theory
on social science, however, it is necessary to go beyond tra-
dition and to raise, at least briefly, issues related to the state
of information (the information set) of a given conflict
actor at a given time.!”

Wei-ch'i belongs to that class of conflicts labeled by game
theorists “perfect information” games: namely, games in
which, on any given turn, each player knows all moves ante-
rior to that turn and hence comprehends fully all elements
in the existing situation. In any form of military or political
conflict, on the other hand, no side can have optimal infor-
mation regarding the capabilities and activities of the par-
ticipants, even of its own forces. The fog of battle is prover-
bial.

Generalizations like these cannot, however, be employed
to shape our interpretations of reality. Certain features of
Maoist revolutionary warfare effectively minimize the in-
formation gap between the Maoist form of conflict and
wei-ch’i. In the development of the wei-ch'i hypothesis,
the principal concern is with the Chinese Communist de-
cision-maker. According to the model of revolution which
Mao Tse-tung presents, a determining characteristic of the
insurgent side is to be the all-embracing range of the in-
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formation set possessed at all times by insurgent political
leaders and military commanders. In more picturesque

language,

The enemy stands as on a lighted stage; from the darkness
around him, thousands of unseen eyes intently study his
every move, his every gesture.18

Granted that this model is only normative, both in China
and in Vietnam, model and reality have frequently coin-
cided. The strategic intelligence which the Chinese Com-
munist commanders possessed, except in the early phases of
the revolution, was sufficiently extensive as to exclude seri-
ous incomparabilities with wei-ch’i situations.
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THREE

THE KIANGSI PERIOD

In underlying structure, wei-ch’i is pre-eminently a contest
of position. Because of this fundamental feature of the
game, application of its strategic concepts to the board of
revolution appropriately begins with study of a positional
principle: “that there is,” as it has been phrased, “a logical
progression of occupation: first the corners, then the sides,
and finally the center.” ! Analysis of this wei-ch’i axiom—it
might be more tersely labeled the “principle of the-edge-of-
the-board”—in its applications both to Communist and to
anti-Communist strategic behavior is the central theme of
the present chapter.

Our treatment starts in 1927, a date to which the Chinese
Communists retrospectively ascribe the birth of the Red
Army and of the “hot”—that is, the military—phase of the
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history of their insurgency. Prior to that year, though the
Communist party of China had been in existence since 1921,
the operations of the movement were relatively ineffective
in realizing grass-roots organization of the masses and in de-
veloping independent bases for revolutionary struggle.?

The first strategic phase of the Chinese Communist revo-
lution relevant to this study began in 1927 and lasted until
1935. Because during most of this period the capital of the
central Communist revolutionary base area was located at
the city of Juichin in Kiangsi province (Map 1), this stra-
tegic stage of the insurgency is conventionally labeled the
Kiangsi period.

The aim of the present study being strategic analysis
rather than intellectual, political, or even military history,
we sketch only the general contours of this epoch of recent
Chinese history. The story of the period is largely one of re-
gionalism, factionalism, and political disaffection: superficial
integration in the late Ch’ing period was followed by a pe-
riod of interdynastic chaos.

The political and military situation in China in 1927, at
the beginning of the period under consideration, was a
patchwork of interlocking and overlapping zones of control
and influence of a large number of competing parties and
interests, many of which may be grouped under the term
“warlord.” Thus, for instance, one individual controlled
Manchuria, another Shansi province in north China (refer
to Map 2); and so on. The most ultimately durable of all
non-Communist political factions in China during this pe-
riod was, of course, that of the Nationalists under Chiang
Kai-shek. In 1926-27, this side was expanding its sphere of
influence northward from Canton in south China in what is
known as the Northern Expedition. At first, the Nationalists
numbered the Communists among their allies in this en-
deavor, but, in the spring of 1927, Chiang decided to break
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with the Communists and instituted a series of purges last-
ing throughout the latter half of that year.

Following the Nationalist-Communist split, the weakened
Communists also divided. The Party’s Central Committee
remained underground in Shanghai and, on the whole, fol-
lowed official Comintern directives which stressed proletar-
ian revolution. Another group of Communists, however, led
by Mao Tse-tung and Chu Teh, meanwhile created a rev-
olutionary base in a power vacuum which existed in moun-
tainous areas of southeast China and applied with consider-
able success the unorthodox formula of politico-military
action later embodied in the so-called “thought of Mao Tse-
tung.” This initial division of Communist strategic policy
proved a constant source of intraparty discord throughout
the remainder of the Kiangsi period, even after the Central
Committee moved to Kiangsi about 1932. More detailed
commentary on strategic aspects of this dissension is given
below.3

For the eight years which followed 1927, the over-all po-
litical and military pattern in China evolved from that pre-
vailing in 1927 but without noteworthy change. The Nation-
alists gradually extended their hegemony over most parts of
China, here allying with one warlord, there fighting another.
Eventually, by 1935, the forces of Chiang Kai-shek had
gained some semblance of authority over the provinces of
China proper. Meanwhile, various soviet bases like that in
Kiangsi developed, often quite independently, in scattered
regions of the country (see Map 3).* These bases under-
went almost continuous attacks by both warlord and Na-
tionalist forces, which evidently shared the feeling that their
security was threatened more by social revolutionaries than
by one another. By 1935, the Nationalists—in part, because
of anti-wei-ch’i tendencies in Communist strategy (analyzed
below )—had succeeded in “clearing and holding” the major

54























































































































































































































































































































































































































































































































































































