Introdução à Gestão Vectorial

Um vector é um movimento dirigido. Uma análise correcta da disposição dos vectores do seu oponente é crucial se quiser utilizar esses movimentos como uma vantagem contra ele.

Todo o movimento tem, atrás dele, energia e intenção e, por vezes, muita força. A oposição a estes vectores é idiota quando estes podem ser utilizados. A oposição aos vectores resulta numa grande utilização de energia e meios sem grandes ganhos e não deve nunca ser usada como uma actividade principal. A oposição a um movimento só deve ser usada com o objectivo de engodo quando se pode desperdiçar a energia que é necessária para o iniciar e manter.

A meta que se deve sempre almejar em relação ao vector de um oponente é: reforçar o vector do seu oponente de modo a dirigi-lo na direcção da nossa própria meta. Use o movimento dele, não o impeça. 

Existem quarto movimentos vectoriais principais que são utilizados: Vector Reforçado, Vector Paralelo, Vector Redireccionado e Vector Circular.

Vector Reforçado 

Se o seu oponente quer ocupar a posição A e quiser que ele ocupe a B, não o empurre para B. Em vez disso, ocupe a posição A e controle-a e, depois, “ajude-o” a alcançar a sua meta de ocupar a posição A (que você alterou de modo a que esta agora duplica a posição B). 

Isto não requer praticamente nenhum dispêndio de energia e, se feito correctamente, o vosso adversário acreditará que alcançou a sua meta e não a vossa. Naturalmente, este tipo de acções tem de ser coordenado com um Controlo de Percepção e Relações Públicas para ser totalmente bem sucedido.

Parallel Vector

Similar to the Reinforced Vector is the Parallel Vector. This is where one sets up a vector paralleling your opponent's which also mimics your opponent's vector, but it is heading towards your goal and not his. In order to be successful, the two goals must look identical to the untrained eye. Thus, one's vector and goal take on the color and appearance of your opponent's, and capitalize on it's strengths. This is most useful when your opponent's vector and position are very strong and well-known. Use this strength and popularity to bolster and reinforce your own vector. The two vectors and goals must be continually promoted as being the same, until the required flow has been diverted over onto your vector, away from your opponent's goal.

Redirected Vector

If neither of the above is possible, the third action one should strive for is a subtle redirection of your opponent's vector. On a vector analysis board, this would be a minimal change in vector accomplished by a slight adjustment at one point. The smaller the degree of change, the more effective it is. This requires minimal energy outlay, but often requires additional time.

There is a formula for determining the expected energy outlay versus the degree of change and expected time to completion, which will be covered later in the section on Redirection of Vectors. By knowing one element of the formula, one can solve for the unknowns, and so arrive at a base model scenario. For example, given the same time to completion, a change in vector of 30 degrees requires much more energy expenditure than a change in vector of 10 degrees. Likewise, a change in vector of 20 degrees accomplished in 1 year, requires much more energy outlay than a 5 degree change accomplished over 10 years, which both arrive at roughly the same point.

Circular Vector

Similar to the Redirected Vector above, this is also accomplished by the application of a steering vector, but the steering vector must be applied continuously while the arc is being formed. This type of vector management is most applicable to political operations requiring delicate and subtle maneuvers. By the intricate use of multiple steering vectors at different points, a complex sinous path around various obstacles can be obtained. While the outlay in raw energy can often be small, the requirement for continuous intelligence reassessment and multiple vector sources is crucial. While the most flexible and malleable of the three, this one requires the most work and attention to detail to complete successfully.

Opposing Vector

The last maneuver one would resort to would be the Opposing Vector, and if one has arrived at the use of this move, one has already failed at the game. This could possibly be used as a temporary holding action, but this is the only valid use in extreme situations only. One should immediately employ one of the above vector management techniques in order to move your opponent into a more desired direction.

By thoroughly understanding proper vector management and it's application in real-world scenarios, the Intelligence Manager will be able to properly utilize all of his opponent's movements and actions.
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