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Chapter 1 – Overview  
Alright, listen up, mate! War ain’t just about slinging punches and getting stuck in. It's a full-

on game of smarts and strategy, not just brawn. If you reckon you can just rock up, all guns 

blazing, you’re gonna get schooled. It’s like thinking you can win the footy just by being bigger 

than everyone else — nope, you’ve gotta know what you're doing. 

Now, there are a few key things you gotta keep in mind if you're gonna lead a crew into battle. 

First off, know your enemy. You wouldn’t go fishing without knowing where the fish are 

biting, would ya? Same deal with war. If you don't know where the other bloke’s coming from or 

what he’s up to, you're stuffed before you even start. And know yourself, too. If you’re a bloke 

who gets rattled easily or can't keep your cool when it counts, maybe you’re not cut out for this. 

Five things make up a top-notch general: 

1. The way to win – You gotta be smart about it, mate. No one’s impressed if you charge 

in all guns blazing. Get your plan together, keep your head, and make sure you’re on top 

of the game. 

2. Your timing – Don’t go off half-cocked, alright? Get the timing right. You wouldn’t try 

to catch a wave when it’s flat, so don’t go running into a battle when the odds aren’t in 

your favour. 

3. Your strategy – This is your game plan. You’ve gotta be two steps ahead, like a chess 

master. Make your moves, but also keep in mind what the other side might do. It’s like 

knowing when to throw a sneaky elbow in the scrum. 

4. Your crew – You need the right mob behind you. If your squad’s made up of a bunch of 

bogans who can’t follow orders, you’re toast. You need people who are reliable and know 

their role. 

5. Your ability to adapt – Sh*t happens. You can’t just stick to one plan like it’s set in 

stone. Be ready to change it up. If the weather turns or your opponent pulls a stunt you 

weren’t expecting, you need to switch gears and roll with it. 

If you’ve got all these things, you're in a good spot. But if you’re missing even one of them, it’s 

like trying to run a marathon with a busted ankle — you're stuffed, mate. 

And when you’re on the battlefield, it’s all about not just charging in like a madman. 

Sometimes the best thing you can do is know when to pull back. If you’re outgunned, don't 

stand there like a kangaroo in the headlights. If you gotta hide and regroup, that’s smart. You 

can always come back later and have another crack. 

Remember: war is like surfing. If you can read the waves and know when to ride and when to 

bail, you’ll come out on top. 
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Chapter 2: Waging 

War   
Righto, mate, here’s the deal: war’s not 

some sort of holiday, and it sure as hell ain’t 

a walk in the park. If you reckon you can 

just roll in, throw a few punches, and then 

call it a day, you’re in for a rude shock. 

Waging war is a big job, and you’re gonna 

need everything you’ve got. It’s like running 

a marathon with a backpack full of bricks — 

it’s tough, but if you’ve got the grit, you can 

make it through. 

First things first, before you even think 

about going to war, make sure you can 

actually handle it. You wouldn’t start a 

new job if you didn’t know what you were 

doing, right? Same goes for war. If you're 

low on resources, don’t have the right 

people, or your crew’s out of practice, you’ll 

be buggered before you’ve even thrown the 

first punch. Don’t be a dill, mate — this 

isn’t a game of backyard footy. 

Now, what does it take to win? Simple — 

you've gotta spend what you've got. And 

when I say “spend,” I mean it. You need 

supplies, gear, weapons, and a good crew. If 

you’re gonna be eating beans out of a tin for 

weeks while the other side’s feasting on 

steak and beers, you’re in trouble. You need 

to manage your resources like a bloke 

who knows how to stretch a dollar at 

Bunnings. Every penny counts, and if you 

don’t have the right stuff, it’s game over. 

Here’s the thing: when you’re waging 

war, it’s all about the long game. It’s not 

about rushing in headfirst like a mad bull 

in a china shop. You need to be prepared for 

the grind. Think of it like a footy season. 

Sure, the grand final’s at the end, but there 

are a million little games you’ve gotta win 

first. Don’t rush in all gung-ho and burn 

through your energy, thinking it’ll be over 

quickly. Nah, mate. Pace yourself. 

Also, never underestimate the power of 

sneaky tactics. If you’ve got an advantage, 

don’t just use it once. Use it until the other 

side has no idea what hit them. It’s like 

knowing when to pull a cheeky swerve on 

the highway — it’s all about using the right 

move at the right time. If you’re predictable, 

you’re a sitting duck. If you're a bit of a 

crafty bugger, you’ve got the upper hand. 

War also isn’t just about brute force. If 

you're constantly using the same tactic, 

you're going to get found out. Keep the 

enemy guessing, mate! Think of it like 

fishing — if you’ve been using the same lure 

for ages and it hasn’t worked, try something 

different. Switch it up, make ‘em second-

guess what you’re gonna do next. The more 

they’re bogged down with thinking you’re 

one way, the more you can hit ‘em from 

another angle. 

And don’t forget — you can’t fight every 

battle. If you’re picking fights with every 

bloke at the pub, eventually you’re going to 

get worn out. Know when to sit one out and 

wait for a better shot. There’s no shame in 

holding back for a bigger win. Like I said, 

pace yourself. If you’re fighting all day, 

every day, you’ll burn out before you reach 

your goal. 

Finally, keep an eye on the big picture. 

If you can’t see the end goal, you're just 

flailing about, wasting time and energy. 

You gotta keep your eyes on the prize and 

know exactly why you’re in this fight in the 

first place. Don’t get sidetracked by the 

small stuff. It’s like having a dream of being 

a champion surfer — you don’t let a few 

wipeouts stop you from hitting that perfect 

wave. 

In the end, war’s all about preparation. 

If you’re prepared, you can survive. If you’re 

not, you’re just another kangaroo caught in 

the headlights. So, gear up, stay sharp, and 

remember: the one who knows how to 

manage their resources, their time, and 

their moves will come out on top. 
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Chapter 3: Attack 

with your wits 
Alright, mate, time to get serious. If you’re 

gonna get ahead in this game, you’ve got to 

be more than just a tough bloke with a big 

mouth. You need to outthink the other 

mob. It’s not about charging in like a bull 

at a gate — it’s about getting smart and 

catching them off guard. Think of it like 

sneaking up behind the bloke who’s been 

talking smack all night and giving him a 

surprise no one saw coming. That’s how you 

win! 

First thing’s first: never let the other side 

see you coming. If they’ve got any idea 

what you're up to, you're basically handing 

them a map to your plans. Be sneaky. When 

you attack, make sure it feels like it came 

out of nowhere. It’s like turning up to a 

party wearing the worst outfit, and then 

pulling out a surprise gift everyone loves. 

Keep them guessing, and keep ‘em on their 

toes. 

Use your strengths to your advantage. If 

you’re better at something, use that to get 

ahead. Let’s say you’re great at the mind 

games, and your opponent’s a bit of a 

hothead — bait ‘em into a trap. Get ‘em 

fired up, and then catch ‘em when they’re 

too busy flapping their gums. Get the jump 

on ‘em while they’re distracted. 

And remember, it’s not always about being 

faster, stronger, or better. Sometimes, it’s 

all about making the other guy think 

they’re winning. You’ve seen it in footy, 

right? When the other side thinks they’ve 

got you cornered and then BOOM — out of 

nowhere, you make that clutch play and 

take ‘em down. You don’t have to win every 

battle, but you sure as hell need to win the 

war. 

Another thing: attack when they’re 

weakest. Don’t try to take on the big bloke 

when he’s full of energy and ready to go. 

Wait for him to make a mistake or run out 

of steam. You know how sometimes you get 

stuck behind that slow traffic and think, 

“I’m not even gonna bother overtaking until 

I know I’ve got the space to do it properly”? 

It’s the same thing in battle. Wait for your 

moment and then pounce when they’re 

looking the other way. 

Now, let’s talk about deception. If you can 

fool your opponent into thinking you’re 

gonna do one thing while you do another, 

you’ve basically won half the battle already. 

You ever seen someone throw a fake punch 

in a fight? The other bloke flinches, and 

then you hit ‘em with the real deal. It’s the 

same idea — fake ‘em out, get ‘em thinking 

one way, and then smash ‘em when they 

least expect it. It's like playing poker; you 

don't show your hand until the moment's 

right. 

And don’t forget the importance of 

timing. You wouldn’t dive into the surf 

when the tide’s out, right? You wait for the 

perfect wave to come in and then ride it all 

the way to the shore. Same goes for war. 

Timing is key. If you attack too early, 

you’ll run out of steam and look like a 

rookie. If you attack too late, they’ve 

already taken the high ground and you’re 

stuffed. Get it right, and the game’s yours. 

Here’s a bit of advice: don’t be 

predictable. If you always do the same 

thing, they’ll catch on. Ever see someone in 

a fight who always throws the same punch? 

After a while, they just wait for it and 

counter. So, mix it up! One minute you’re 

charging in, the next you’re pulling back, 

letting ‘em chase you for a bit. Keep them 

guessing, mate, and you’ll have them 

wrapped around your little finger. 

And remember the power of surprise. 

You reckon you’ve seen everything? Nah, 

mate — there’s always a new trick up your 

sleeve. The moment you pull out a stunt 

they didn’t expect, it’s game over. You ever 

seen a bloke do a surprise swerve on the 

highway and leave the tailgater for dust? 

That’s what you need to do on the 

battlefield — always have something new 

ready to go when the time’s right. 

Finally, if the other side’s not looking, 

don’t waste time attacking. If they’re 
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already taking a beating from someone else 

or they’re too busy with their own drama, 

why would you throw your weight into the 

mix? Save your energy for when it counts. If 

you rush in and get bogged down, it’s like 

wasting your best shot on a practice round. 

Wait for the perfect moment, then strike 

hard. 

Chapter 4: Tactical 

Mindset 
Alright, listen up, mate. If you want to win 

this thing, you need to be smart about how 

you set up your crew. It’s not about just 

throwing everyone into the deep end and 

hoping for the best. Nah, you need a plan, a 

strategy — and you gotta position your 

people in a way that gives you the best shot 

at success. It’s like setting up a game of 

backyard cricket: you can’t just have the 

fielders standing anywhere. You’ve got to 

have them in the right spots, ready to make 

a play. 

Don’t scatter your team like a bunch of 

kangaroos on a stampede. You need 

them organized. Make sure everyone 

knows exactly where they’re supposed to be 

and what they’re doing. If one bloke’s off 

doing his own thing while everyone else is 

on the same page, the whole operation’s 

stuffed. You need a crew that’s tight, in 

sync, and ready to move when you say 

jump. 

Now, think of it like a game of chess. You 

can’t just rush out and put your queen in 

the front line, thinking you’re gonna 

steamroll the other side. You’ve gotta think 

ahead. If your rook’s not in the right spot, 

your king’s gonna be left out in the open. 

You need balance — it’s about positioning 

your forces to cover all your bases. Don’t 

leave anything open, because the moment 

you do, the other mob’s gonna take 

advantage of it. 

Here’s the kicker: the best attacks aren’t 

about going hard from the start. You 

don’t run in with guns blazing and hope for 

the best. Nah, you need to carefully set up 

your move. You’ve got to know when to hold 

back and let the other side think they’ve got 

the upper hand. Think of it like letting a 

few overs slide in cricket, waiting for the 

right moment to take a wicket. If you attack 

too early, you’ll burn through your energy, 

and then you’ll have nothing left when it 

really matters. 

And always be ready to shift your plan. 

If you’re holding the high ground, don’t just 

sit there all cocky like you’ve already won. 

Stay flexible. If the other side pulls a 

surprise move, you need to be able to adjust. 

It's like trying to drive home during rush 

hour: you might have planned to go straight 

down the freeway, but if there’s a bloody 

traffic jam, you’ve got to think on your feet, 

change lanes, and find another way home. 

Same goes in war — be ready to adapt, or 

you’ll get caught flat-footed. 

The trick is getting the other side to 

walk into your trap. You want to lure 

them into a situation where they think 

they’re in control, and then hit them when 

they least expect it. Imagine a shark 

circling your boat, thinking there’s an easy 

meal. But then BAM! You pull out the big 

net when they’re right where you want 

them, and they’re stuffed. That’s how you 

get ‘em. 

Position yourself so that every move 

you make can either attack or defend. 

You’ve gotta be ready for anything. If you’re 

always just charging in, hoping to knock ‘em 

out, you’re asking for trouble. You need to 

have fallback positions and ways to 

regroup if things go south. Like a footy team 

that’s got a game plan but also knows how 

to switch it up if the first play doesn’t work. 

If you’ve got the right setup, you’ve already 

won half the battle. You’ve got the positions 

locked down, your crew’s got each other’s 

back, and you’re ready to go. But don’t think 

that once you’ve set up your troops, you can 

just sit back and relax. Keep your eye on 

everything, watch the moves, and make 

adjustments as needed. This isn’t about 

just getting to the battle — it’s about 

winning it once you’re there. 
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Chapter 5: Energy 
Righto, mate, now we're talking about 

energy — and no, I don’t mean your daily 

caffeine fix or how much you’ve got after a 

few beers. I’m talking about how you 

manage your effort in war. You can’t just 

go full throttle from the get-go and expect to 

last. It’s like going for a run with your 

mates: if you’re puffed out before the 

halfway point, you're not gonna make it to 

the finish line, are ya? 

So, here’s the deal: conserve your energy. 

If you're running around like a headless 

chook, wasting it on things that don’t 

matter, you’ll run out of steam faster than a 

lawn mower on a hot day. You’ve got to 

know when to go hard and when to take a 

step back. It’s about pacing yourself, mate 

— use your energy wisely and don’t burn 

through it for no good reason. 

Now, when you’ve got a chance, you 

strike fast. If the other side’s not expecting 

it, you need to hit hard and hit quick, like a 

croc snapping up a stray kangaroo. But 

don’t go out swinging for the fences all the 

time. If you’ve got a shot to take, make it 

count. You don’t waste your energy on small 

stuff that won’t win the game — go for the 

big, game-changing moves that will leave 

the other side wondering what hit ‘em. 

But, don’t forget: it’s not just about how 

hard you hit, it’s about how smart you 

hit. If you’re the one using your energy 

properly and keeping your powder dry, 

while the other side’s burning through 

everything they’ve got, guess who’s gonna 

be left standing at the end? That’s right — 

the bloke who knows how to manage his 

efforts. 

When you're in the thick of it, you’ve 

got to be like a surfer riding a big 

wave. You don’t just paddle out and hope 

for the best. You position yourself right, 

wait for the right wave, and then you go all 

in when the time is perfect. If you paddle 

too hard or too early, you’ll miss it. If you 

wait too long, the wave’s gone and you’re 

stuck treading water. Same with your 

energy: don’t go wasting it on every single 

skirmish. Wait for the right moment, then 

throw everything into it when it counts. 

And let’s not forget: sometimes you need 

to let the other mob tire themselves 

out. It’s like watching a couple of drunks at 

the pub trying to outdo each other — 

eventually, they’re gonna wear themselves 

thin, and then you can step in and finish it 

off. Don’t rush into a fight when the other 

side’s at full strength. Let ‘em use up their 

energy, wear themselves down, and then 

swoop in when they’re on the back foot. 

Timing is key here, mate. 

If you’re saving your energy and 

managing it properly, you’ve got the upper 

hand. You don’t need to go chasing every 

little fight. Let them waste their resources, 

let them burn through their energy, and 

then, when they’re looking weak, that’s 

when you strike. It’s like waiting for the 

perfect tackle in footy — you don’t do it on 

the first pass, but when the player’s off-

balance and you’ve got him lined up, you 

take him down. 

Finally, know when it’s time to regroup. 

You don’t go full force if you're outnumbered 

or outgunned. Instead, take a step back, 

take stock of the situation, and wait for the 

right moment to go in. If you’re constantly 

charging in without considering your energy 

or the other side’s, you're just running in 

circles. Plan your moves carefully, pace 

yourself, and wait until you’re in the 

position to finish the job.
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Chapter 6: Weak 

Points and Strong 
Alright, mate, let’s get to it. Weak points 

and strong points — it’s like knowing 

when to dig in and when to make a sneaky 

move. If you’re not smart about this, you’ll 

end up getting caught with your pants 

down. So, you need to figure out where 

you’re strong and where you’re a bit 

wobbly, and then make sure the other 

side doesn’t know. It’s like playing poker 

— don’t show your hand too soon, and 

definitely don’t let them see your 

weaknesses. 

First off, know your own strengths. If 

you’ve got a strong crew and good resources, 

don’t hide it. Let ‘em know you’re ready to 

rumble, but don’t go flaunting it like you're 

the king of the world. Make them come to 

you, thinking they’ve got the upper hand, 

while you’re already planning their 

downfall. But, and here’s the kicker, don’t 

be cocky about it. You might be strong in 

one area, but if the other side’s got 

something you don’t, you’re in trouble. It’s 

like being the fastest bloke at the footy — 

that’s great, but if the other side’s got a 

sniper on the sidelines, you’re done for. 

Now, find their weaknesses. You’ve got to 

look for that one spot where they’re soft. It’s 

like trying to pick the weak link in a group 

of mates — there’s always one. Maybe 

they’ve got a dodgy flank or a leader who’s a 

bit of a hothead. Once you spot it, that's 

when you hit hard. You wouldn’t try to 

punch someone in the chest if they’ve got a 

weak knee, would you? Same idea. If you 

know their weakness, you make sure you 

take advantage of it. 

Don’t just assume that the enemy is tough 

everywhere. Everyone’s got a weak spot. 

The key is knowing how to find it. Maybe 

their communication’s off, maybe their 

strategy’s predictable, or maybe they’ve got 

a bloke who’s just too eager to charge in. 

Whatever it is, you exploit it. If you spot it, 

don’t hesitate. Go in, hit ‘em where it hurts, 

and make sure they don’t see it coming. It’s 

like knowing when the goalie’s got his eye 

off the ball — that’s when you score. 

But don’t ignore your own weaknesses, 

either. If you’re feeling a bit ragged, don’t 

act tough and pretend you can take on the 

world. Know when to cover your weak 

points. If your crew’s not firing on all 

cylinders, don’t send them into the lion’s 

den. It’s like trying to cook a big barbecue 

when the coals aren’t hot enough — it’ll all 

go up in smoke. If your weak points are 

exposed, the other mob will get a whiff of it, 

and they’ll be on you like a fly to a dog’s 

breakfast. Cover your holes and make sure 

your strength is front and centre. 

Here’s another thing: if you’ve got a strong 

position, don’t just sit there thinking 

you’re invincible. Use that strength to make 

the other side doubt themselves. Let ‘em 

come at you. When they do, that’s when you 

show ‘em the real power you’ve got. Think of 

it like a fighter waiting for the other bloke 

to throw the first punch, then counter and 

hit ‘em where it counts. It’s not about being 

a bull in a china shop; it’s about strategy 

and timing. 

And always, always, always keep the 

pressure on. Once you’ve found their weak 

spot, don’t give them a chance to recover. 

It’s like watching a footy match where one 

team is clearly on top, but the other team’s 

holding back, waiting for the right moment. 

Nah, don’t do that — keep at ‘em, wear 

them down, and make sure they never get 

the chance to regroup. 

In the end, mate, it’s about balance. If 

you’re strong, you use it wisely. If you’re 

weak, you cover up your weak spots and let 

the other side make the mistake of thinking 

they’ve got you. And when you do find their 

weakness, you hit ‘em hard and fast before 

they know what hit ‘em. 
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Chapter 7: Hangin' 

Tough,  
Alright, cobber, listen up! When it comes to 

dukin' it out on the battlefield, it's all about 

playing it smart, not just throwing punches 

like a roo on a bender. The real art of war is 

about using the lay of the land, keeping 

your mob sharp, and outfoxing the other 

bloke. Let’s break it down, mate. 

The Battlefield’s Your Backyard 

When you’re in a scrap, the ground you’re 

standing on is everything. Whether it’s a 

dusty outback plain, a sneaky bush track, or 

a craggy hilltop, use it to your advantage. If 

it looks like tough going, don’t just leg it 

through blindly—work out how to turn the 

terrain into your mate, not your enemy. 

Sneaky’s the Name of the Game 

If you’re up against a bloke who’s got the 

high ground, don’t go charging in like a 

galah. Instead, be as crafty as a dingo in the 

night. Make 'em think you’re heading one 

way, then bam! You’re behind 'em before 

they’ve finished their meat pie. 

Energy’s Like Your Esky—Don’t Let It 

Run Dry 

War’s not a sprint, it’s a bloody marathon, 

mate. Don’t waste your energy on silly stuff. 

Keep your strength for when it really 

counts, like holding your ground or going in 

for the kill. And if the enemy looks tired, 

that’s your cue to pounce. 

Big Moves in Little Ways 

Sometimes, a little nudge can send the 

whole house of cards crashing down. Maybe 

you scare off the other fella’s mob, or you 

nab their tucker supply. A smart move at 

the right time can make you the king of the 

hill without even throwing a punch. 

Keep 'Em Guessing 

Never let your enemy know what you’re up 

to. If they think you’re heading east, go 

west. If they think you’re weak, show ’em a 

bit of mongrel. Confusion is your best mate 

out here. 

Know When to Hold ’Em, Know When 

to Fold ’Em 

A smart general knows when to dig in like a 

koala in a gum tree and when to scarper 

faster than a snake on a hot tin roof. If 

you’re outnumbered, don’t be a hero—find a 

way to fight another day. But when you’ve 

got the upper hand, go hard and don’t stop 

till the dust settles. 

Watch the Signs 

Keep your eyes peeled, mate. If the enemy’s 

fires are smokin’ more than usual, they’re 

probably planning something dodgy. If their 

mob looks scattered, they’re likely all over 

the place upstairs too. Pay attention to the 

little things—they’ll tell you what’s really 

going on. 

 

In a nutshell, war’s not just about 

swinging punches—it’s about thinking, 

planning, and keeping your cool. Play 

your cards right, and you’ll come out 

on top, grinning like a croc in a 

billabong.
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Chapter 8: Cracking 

the Whip 
Righto, mate, so now we’re getting to the 

nitty-gritty—leading your mob and giving 

the enemy a proper drubbing. It’s not just 

about running around like a blue-arsed fly; 

you’ve gotta know when to press on and 

when to play it cool. Here’s how to be the 

boss cocky on the battlefield. 

Move Like You Mean It 

When you’re moving your crew, you’ve gotta 

be as swift and deadly as a brown snake in 

a mood. Keep ‘em marching hard, but don’t 

flog ‘em to death, or they’ll be as useless as 

a sunburnt tourist. Timing is key—show up 

where you’re least expected, and the other 

bloke won’t know what hit ‘im. 

Pressure’s Your Best Mate 

If the enemy’s under the pump, don’t let up. 

Push ‘em harder than a bogged ute in the 

wet season. They’ll crack quicker than a 

dodgy esky lid. But, if you’re the one feeling 

the squeeze, don’t panic—use it as a chance 

to regroup and counter-punch. 

Keep Your Troops Sweet 

Look after your crew, or they’ll start 

grumbling like mozzies at sunset. Give ‘em 

clear orders, plenty of grub, and make sure 

they know the game plan. A happy mob 

fights harder, plain and simple. 

Know Your Limits 

Don’t bite off more than you can chew, 

mate. If the enemy’s too strong, pull back 

and let ‘em stew in their own juices. Wait 

for the right moment, then strike when 

they’re knackered or caught off guard. 

Fight Smart, Not Hard 

Charging in headfirst is for drongos. Set 

traps, use decoys, and mess with their 

heads. Make ‘em think they’ve got the upper 

hand, then flip the script. It’s like fishing—

reel ‘em in nice and slow before you land the 

big one. 

Signals and Shenanigans 

If you’re running the show, make sure your 

mob knows what’s what. Use signals, 

messengers, or whatever it takes to keep 

everyone on the same page. And remember, 

the enemy’s always watching—throw in a 

bit of misdirection to keep ‘em guessing. 

The Sweet Spot 

The trick is knowing when to strike. Hit too 

early, and you might blow your shot; hit too 

late, and you’re toast. Find that sweet spot, 

and when it’s go time, don’t muck around. 

Go in hard and finish the job. 

 

In the end, leading a crew is like herding 

kangaroos—it’s tricky, but if you keep your 

wits about you and your plans tight, you’ll 

be the one standing tall while the other 

mob’s left scratching their heads. 

Chapter 9: The Highs 

and Lows of a Dust-

Up 
Alright, legend, this chapter’s all about 

figuring out when to jump into a scrap and 

when to stay on the sidelines sipping a cold 

one. A smart general knows how to read the 

room—or the bush—and keeps their mob 

out of sticky situations. Here’s the lowdown, 

Aussie-style. 

Picking Your Spot 

Not all battlegrounds are created equal, 

mate. If you’re out in the open with no 

cover, you’re a sitting duck. But if you’ve got 

a ridge, some thick scrub, or even a good ol’ 

billabong nearby, you’ve got options. The 

smart play? Fight where it suits you, not 

the other bloke. 
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Playing the Long Game 

Don’t let your ego do the talking. If the 

enemy looks fresh and fired up, maybe let 

‘em run themselves ragged. But if they’re as 

tired as a roo after a long chase, that’s when 

you pounce. Timing is everything—like 

knowing when to throw a snag on the 

barbie. 

The Do’s and Don’ts 

Here’s a bit of wisdom for ya: 

• If the ground’s tricky and your mob’s 

knackered, don’t even think about it. 

• If you’ve got the high ground, fresh 

legs, and the enemy looks shakier 

than a cheap ladder, give it a crack. 

• If there’s a river between you and 

the other bloke, be careful—you don’t 

want to get caught with your pants 

down mid-crossing. 

The Ripple Effect 

A good leader’s decisions affect everyone, 

from the top brass to the poor bugger on 

watch duty. Don’t go making dumb calls, or 

you’ll send your whole crew into chaos. Stay 

sharp, stay steady, and don’t make 

promises you can’t keep. 

Sussing Out the Enemy 

Keep your eyes peeled, mate. If the enemy’s 

hanging back, they’re probably setting up 

something sneaky. If they’re rushing in like 

emus at feeding time, they might be 

desperate. Either way, don’t let your guard 

down—assume every move they make has a 

reason. 

Five Types of Ground You Should 

Dodge 

1. Boggy as Hell: If the terrain’s 

gonna slow you down, don’t bother. 

2. Too Close for Comfort: If you’re 

boxed in, it’s a trap, mate. 

3. No Escape Route: Always leave 

yourself a way out—don’t go full 

dingo in a dead-end. 

4. Shared Ground: If it’s a spot both 

you and the enemy want, get there 

first or don’t go at all. 

5. No-Man’s Land: If no one’s keen to 

claim it, there’s probably a good 

reason. 

 

In a nutshell, knowing when and where to 

fight is half the battle. Use your noggin, 

trust your gut, and never walk into a scrap 

you’re not ready to win. Fight smart, and 

you’ll come out on top, grinning like a croc 

in the sun. 
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Chapter 10: Takin’ 

the Scenic Route  
Alright, mate, this one’s all about getting 

from A to B without ending up in a world of 

strife. Whether you’re legging it through the 

bush, setting up camp, or sniffing out what 

the other mob’s up to, you’ve gotta stay 

sharp. Let’s break it down. 

Know the Lay of the Land 

Marching’s not just about putting one foot 

in front of the other—it’s about knowing 

what you’re walking into. If the track’s 

smooth as a cold beer, press on. But if you’re 

looking at rocky ridges, swampy bogs, or 

thick scrub, tread carefully. Nature’s got a 

way of making fools out of the unprepared. 

Settin’ Up Camp 

When it’s time to bunk down, pick a spot 

that’s got your back. High ground? Tick. 

Fresh water? Double tick. A nice bit of 

cover? You’re laughing. Don’t plonk your 

mob somewhere dodgy, or you’ll wake up to 

an ambush faster than you can say “crikey!” 

Reading the Signs 

The land talks, mate—you just need to 

listen. If there’s dust kicking up on the 

horizon, someone’s on the move. If birds are 

legging it out of a bush, something’s lurking 

there. Keep your eyes peeled and your ears 

pricked, and you’ll stay one step ahead. 

What the Enemy’s Up To 

Now, if the other mob’s hanging out on a 

hill, leave ‘em be—climbing up to pick a 

fight is a mug’s game. If they’re camped 

near water, they’re in it for the long haul. 

And if they’re all spread out like a busted 

swag, they’ve got no idea what they’re 

doing. That’s your chance to swoop in like a 

magpie in spring. 

On the Move 

When you’re on the march, keep your mob 

tight and your pace steady. No dawdling, no 

stragglers, and definitely no mucking about. 

If you’re charging through enemy turf, stay 

low and quiet—don’t go kicking up a racket 

like a pack of drunks at a footy game. 

Sneaky Business 

If you’re feeling a bit cheeky, send out 

scouts to suss out what’s ahead. They’ll sniff 

out the traps and report back, so you’re not 

walking into a mess. And if the enemy’s got 

spies of their own, feed ‘em a bit of dodgy 

intel to keep ‘em chasing their tails. 

 

In the end, mate, it’s all about using your 

noggin. Whether you’re on the move or 

setting up shop, make sure you’re in control 

of the situation. Stay sharp, play it smart, 

and you’ll always have the upper hand. 

Chapter 11: The 

Rules of Engagement 
Righto, champ, this chapter’s all about 

knowing when to punch on and when to 

hang back. Whether you’re facing a mob of 

battlers or some bloke who thinks he’s king 

of the hill, the trick is playing it cool and 

keeping your crew in tip-top shape. Here’s 

the lowdown. 

Strengths and Weaknesses 

Every mob’s got its ups and downs, mate. If 

your lot’s raring to go and the enemy looks 

crook as a chook, you’re good to charge. But 

if they’re fit as a mallee bull and your crew’s 

dragging their feet, it’s time to rethink. 

Fight on your terms, not theirs. 

Playing the Long Game 

Sometimes it’s best to hold your horses. If 

you’re going up against a tough nut, don’t 

bash your head against the wall—wear ‘em 

down instead. A few feints, a bit of baiting, 
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and they’ll start second-guessing faster 

than a possum caught in headlights. 

Don’t Let the Enemy Dictate the Fight 

If the other mob’s yelling for you to meet 

‘em in the open, tell ‘em to bugger off. 

Fighting on their terms is like jumping into 

a croc-infested billabong—it’s not gonna end 

well. Make ‘em come to you, and when they 

do, make sure they’re walking into your 

trap. 

Know Your Crew 

Your lot’s not just numbers on a page—

they’re blokes with strengths, weaknesses, 

and personalities. If you’ve got a mob of 

sprinters, don’t make ‘em slog it out. If 

they’re built for endurance, don’t send ‘em 

into a quick scrap. Play to their strengths, 

and they’ll do you proud. 

Energy’s the Name of the Game 

You can’t win a scrap if your lot’s running 

on empty. Keep their energy up, their 

morale high, and their guts full. And if 

you’re facing an enemy who looks stuffed, 

that’s your chance to pounce. Hit ‘em hard 

and fast while they’re trying to catch their 

breath. 

The Five Factors 

When you’re lining up a fight, here’s what 

you’ve gotta check: 

1. The Terrain: Are you fighting in 

your backyard or theirs? 

2. The Weather: A sudden downpour 

or blistering heat can change 

everything. 

3. Morale: Is your mob feeling pumped 

or pooped? 

4. Numbers: Are you outnumbered, or 

do you have the upper hand? 

5. Timing: Is it the right moment, or 

are you jumping the gun? 

The Power of Perception 

A clever general can make their crew look 

stronger than they are. If you’re running 

low on numbers, spread ‘em out to look big. 

If you’re flush with fighters, keep ‘em close 

to look like a tight unit. And if the enemy’s 

in the dark about your true strength, you’re 

already halfway to winning. 

In the end, it’s all about playing the game 

smarter, not harder. Know your mob, know 

the enemy, and always have a plan up your 

sleeve. That’s how you win the day, mate. 

 

Chapter 12: 

Navigating the Scrub  
Alright, mate, this chapter’s a ripper. It’s all 

about figuring out where you’re standing 

and how to play it smart depending on the 

ground under your boots. The battlefield’s a 

bit like the outback—every patch of dirt has 

its own rules. Let’s break it down. 

The Nine Grounds 

1. Home Turf: If you’re chillin’ in your 

own backyard, no need to stress. 

Keep your crew sharp and don’t 

wander off chasing shadows. 

2. Next-Door Neighbour’s Patch: 

You’re not far from home, so keep it 

casual—but don’t get too comfy. If 

the other mob starts sniffing around, 

you’ll want to be ready to defend 

your patch. 

3. The Open Plains: No man’s land, 

mate—no one owns it, and no one 

wants to. Don’t hang around here too 

long, or you’ll be exposed like a roo in 

a spotlight. 

4. The Bush: When you’re heading 

into enemy turf, it’s time to tighten 

up your mob. Stick together like ants 

on a meat pie, or you’ll get picked off. 
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5. The Tug-O-War: If you’re both 

eyeing the same patch, get there 

first, or don’t bother. A scrap here’s 

gonna be bloody, so only jump in if 

you’re sure you’ll win. 

6. Deep in the Scrub: If you’re deep 

into the other bloke’s backyard, you’d 

better dig in and hold tight. You’re 

not leaving without a fight, so make 

every move count. 

7. The Rugged Tracks: If the 

ground’s rougher than a corrugated 

road, use it to your advantage. The 

other mob will struggle just as much 

as you, so plan your moves carefully. 

8. Desperate Times: You’re cornered, 

and there’s no way out. This is where 

legends are made, mate. Rally your 

crew, go full tilt, and don’t stop till 

you’ve turned the tables. 

9. Final Showdown: The big one, the 

ultimate dust-up. Leave nothing in 

the tank, cobber. Fight like your life 

depends on it—because it probably 

does. 

What to Do on Each Ground 

• Easy Street: Keep your crew 

disciplined and ready to respond to 

any surprises. 

• Foreign Soil: Move quickly, but 

don’t go picking fights unless you’re 

set up for a win. 

• Shared Land: Take the high ground 

or don’t even bother showing up. 

• Deep Bush: Keep your mob tight 

and your strategy tighter. You’re in 

enemy territory now. 

• No Way Out: Go all in. When you’ve 

got nothing to lose, you’ll fight 

harder than ever. 

How to Handle Your Mob 

Keep your crew motivated, but don’t push 

‘em too hard too early. A good general 

knows when to let ‘em rest and when to give 

‘em a kick up the backside. And don’t forget 

to look after the little things—good grub, 

clear orders, and a bit of banter go a long 

way. 

Tricks of the Trade 

When you’re deep in enemy country, stir up 

a bit of chaos. Smash their supplies, block 

their escape routes, and make life miserable 

for ‘em. A rattled enemy is an easy target, 

so keep the pressure on and the surprises 

coming. 

 

In the end, mate, it’s all about knowing your 

ground, knowing your crew, and staying one 

step ahead of the other mob. Play it smart, 

and you’ll walk away the winner every time. 

Chapter 13: Spies and 

Sneaky Business – 

The Bush Telegraph  
Alright, mate, this is the last chapter, and 

it’s a cracker. If you want to win the big 

dust-up, you’ve gotta know what the other 

mob’s up to before they even think about 

doing it. That’s where spies come in—your 

eyes and ears in enemy country. Let’s dive 

in. 

The Importance of Spies 

Spies are worth their weight in gold, cobber. 

Forget charging in blind; a good bit of intel 

will save you a heap of trouble. With the 

right info, you’ll be steering the ship while 

the other mob’s floundering like a fish out of 

water. 

Five Types of Spies 

1. The Local Lad: These are the 

blokes and sheilas who know the lay 

of the land. They’ve lived there, 
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they’ve seen it all, and they’ll tell you 

who’s where and what’s what. 

2. The Turncoat: This is someone 

from the other mob who’s had 

enough of their nonsense and is 

happy to spill the beans. Treat ‘em 

well, and they’ll keep feeding you the 

good stuff. 

3. The Double-Crosser: These crafty 

devils are pretending to be on the 

enemy’s side but are really working 

for you. It’s risky, but when it works, 

it’s genius. 

4. The Inside Man: Get one of your 

own into the enemy’s camp. They’ll 

keep their ears open and pass on 

anything juicy. 

5. The Dead Dropper: These spies 

don’t stick around—they go in, grab 

what they need, and bolt. Perfect for 

one-off missions. 

Running the Spy Game 

Being a spymaster isn’t just about sending 

people out willy-nilly. You’ve gotta pick the 

right person for the job, give ‘em clear 

instructions, and make sure they’ve got a 

way to get back safely. And when they do, 

listen up! What they bring back could be the 

difference between victory and disaster. 

Misinformation: The Sneaky Side 

Hustle 

If you’re feeling particularly cheeky, feed 

the enemy some dodgy intel. Make ‘em 

think you’re camped one place when you’re 

really somewhere else. Lead ‘em on a wild 

goose chase, and they’ll be tripping over 

their own boots while you stroll to victory. 

Trust is Key 

Spies need to know you’ve got their back. If 

they think you’ll sell ‘em out at the first sign 

of trouble, they’ll leg it faster than a roo on 

the run. Build trust, pay ‘em well, and treat 

‘em like royalty—because a good spy is 

bloody hard to find. 

 

In the end, mate, knowledge is power. With 

a solid network of spies and a bit of 

cunning, you’ll always be two steps ahead of 

the other mob. Play it smart, and you’ll go 

down as a legend in the annals of war. 

 

 


