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The Art of the Ambush: Planning and
Execution

This article is part of the Antistasi Commander's Handbook.

Battle Quotes

“An ambush is a battle of wits, not of weapons.”

— Erwin Rommel

1. PURPOSE

To establish the doctrine for the planning, preparation, and execution of ambushes. The ambush is
the primary offensive tool of the irregular force. Its successful application is paramount to attriting
enemy forces, acquiring critical materiel, and disrupting the adversary's freedom of movement. This
document provides a framework for prosecuting ambushes with maximum lethality and minimum risk.

2. SITUATION

The enemy's reliance on established road networks and predictable patrol schedules presents a key
vulnerability. The ambush allows our smaller, more agile force to leverage surprise and superior
positioning to attack these vulnerable targets at a time and place of our choosing.

a. Definition

An ambush is a surprise attack from a concealed position on a moving or temporarily halted target.
The intent is to apply sudden, overwhelming, and violent firepower to destroy, capture, or harass the
enemy before they can mount an effective defense.

b. Objectives of the Ambush

(1) To destroy or capture enemy personnel and equipment.
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(2) To acquire weapons, ammunition, intelligence, and other resources.

(3) To disrupt enemy command and control and logistical support.

(4) To create a persistent psychological pressure on the enemy, making them feel unsafe
on any route.

3. CONCEPT OF OPERATIONS

A successful ambush is not a spontaneous firefight; it is a meticulously planned and violently
executed operation founded on four core principles. These principles are not sequential; they are
interwoven and equally critical to mission success.

graph TD subgraph "Successful Ambush" direction LR A[Surprise
Deception & Timing] B[Security
Vigilance & Protection] C[Violence of Action
Overwhelming Firepower] D[Planned Withdrawal
Survival & Escape] end style A fill:#962D2D,stroke:#333,stroke-width:2px,color:#fff style B
fill:#1b4f72,stroke:#333,stroke-width:2px,color:#fff style C fill:#9A6A23,stroke:#333,stroke-
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a. The Four Principles of the Ambush

(1) Surprise

Surprise is the ambush's single most decisive element. It is achieved through discipline and
preparation.

(a) Concealment and Camouflage

Your positions, personnel, and vehicles must be invisible to the enemy until the moment of initiation.

(b) Noise and Light Discipline

All movement and communication prior to the ambush must be silent and covert.

(c) Timing

The ambush must be initiated at the point of maximum enemy vulnerability, when the majority of the
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target element is inside the designated kill zone.

Battle Quotes

“All warfare is based on deception.”

—Sun Tzu

(2) Security

While you are hunting the enemy, another enemy element may be hunting you. Security
prevents your ambush from being ambushed.

(a) Establish observation posts (OPs)

and security teams to cover all likely avenues of approach, especially the enemy's potential
reinforcement routes (Quick Reaction Force / QRF).

(b) Flank and rear security are not optional

they are integral to the survival of the main ambush force.

Battle Quotes

The art of war teaches us to rely not on the likelihood of the enemy's not coming, but on our own
readiness to receive him; not on the chance of his not attacking, but rather on the fact that we
have made our position unassailable.

—Sun Tzu

(3) Violence of Action

The ambush must be a sudden, overwhelming explosion of coordinated fire. The goal is to shatter the
enemy's cohesion and will to fight in the opening seconds.

(a) Controlled Initiation

The ambush is initiated by a single, designated command or with the most casualty-producing
weapon (e.g., anti-tank rocket, command-detonated mine, heavy machine gun).
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(b) Massed Fires

All weapons fire simultaneously into the kill zone. The volume of fire should be shocking and
devastating, aimed at creating maximum chaos and casualties immediately.

Battle Quotes

“A good plan, violently executed now, is better than a perfect plan next week.”

— General George S. Patton

Battle Quotes

“The fact that slaughter is a horrifying spectacle must make us take war more seriously, but not
provide an excuse for gradually blunting our swords in the name of humanity. Sooner or later,
someone will come along with a sharp sword and hack off our arms.”

—Carl von Clausewitz

(4) Planned Withdrawal

The ambush is a temporary action. You strike and you disappear. Lingering on the objective invites
destruction by a superior enemy counter-attack.

(a) Exfiltration Routes

Primary and alternate withdrawal routes must be identified and known by all personnel before the
operation begins.

(b) Rally Points (RPs)

Designate an initial RP for consolidation after breaking contact, and a final RP for regrouping and post-
mission actions.

(c) The Signal

A clear signal or condition (e.g., “Withdraw on commander's call,” “Withdraw 2 minutes after
initiation”) must be established to trigger the withdrawal.
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4. TACTICAL APPLICATION: AMBUSH TYPES

The terrain and target will dictate the formation of the ambush. The two most fundamental types are
the Linear and the L-Shaped ambush.

a. The Linear Ambush

(1) Description

The Assault and Support elements are positioned parallel to the enemy's route of advance, on one
side of the kill zone.

(2) Use Case

Most effective against convoys or patrols on a straight section of road or trail where flank
engagement is optimal. It is simple to control and execute.

(3) Execution

The force engages the enemy's flank. It is critical to initiate the ambush by disabling the lead and/or
trail vehicles to trap the remaining targets in the kill zone.

graph TD subgraph "Kill Zone" direction LR E1(Enemy 1) --> E2(Enemy 2) --> E3(Enemy 3) end
subgraph "Ambush Force" direction LR S1(Support) --- A1(Assault) --- S2(Support) end S1 --> E1 A1 -
-> E2 S2 --> E3 linkStyle 0,1,2 stroke-width:0px classDef ambush fill:#962D2D,color:#fff,stroke:#333
classDef enemy fill:#aaa,color:#000,stroke:#333 class S1,A1,S2 ambush class E1,E2,E3 enemy

b. The L-Shaped Ambush

(1) Description

The Assault element is positioned parallel to the kill zone (as in a linear ambush), while a Support
element is positioned at one end, oriented to fire down the long axis of the kill zone. This creates
interlocking fields of fire from two directions.

(2) Use Case

Highly effective for pinning an enemy force down and preventing them from maneuvering or
withdrawing under fire. Ideal for use at a sharp bend or turn in a road.
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(3) Execution

The Support element often initiates the ambush, firing down the length of the convoy to fix the
enemy. The Assault element then opens fire on the trapped enemy's flank.

graph TD subgraph "Kill Zone (Road/Trail)" direction TB E1(Enemy 1) --> E2(Enemy 2) --> E3(Enemy
3) end subgraph "Assault Element" A1(Assault) end subgraph "Support Element" S1(Support) end S1 -
-> E1 A1 --> E1 A1 --> E2 A1 --> E3 linkStyle 2,3,4 stroke-width:1.5px,stroke:red linkStyle 0,1 stroke-
width:0px classDef ambush fill:#962D2D,color:#fff,stroke:#333 classDef enemy
fill:#aaa,color:#000,stroke:#333 class S1,A1 ambush class E1,E2,E3 enemy

5. PLANNING SEQUENCE (COMMANDER'S CHECKLIST)

A disciplined planning process is mandatory for all ambush operations.

Battle Quotes

“Give me six hours to chop down a tree and I will spend the first four sharpening the axe.”

— Abraham Lincoln

(1) Identify the Objective & Target

What is the target (e.g., supply truck, command vehicle, armored patrol)?1.
Why are we hitting it (e.g., capture, destruction, harassment)?2.

(2) Gather Intelligence

Scout the route and ambush site.1.
Observe enemy patrol times, composition, and tactics.2.
Identify likely QRF locations and estimate response times.3.

(3) Select the Ambush Site

Choose terrain that offers maximum cover and concealment.1.
Ensure the site has a well-defined kill zone.2.
Confirm there are covered and concealed withdrawal routes.3.
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(4) Assign Elements & Positions

Designate Assault, Support, and Security teams.1.
Assign specific positions and sectors of fire for each element.2.
Clearly define the kill zone for everyone.3.

(5) Plan Initiation & Termination

Initiation: Who fires first? At what target? On what signal?1.
Lift/Shift Fire: What is the signal to shift fire for a search team?2.
Withdrawal: What is the signal to disengage? What are the routes? Where are the rally points3.
(primary and alternate)?

(6) Conduct a Brief

Ensure every fighter understands the entire plan, their role, all signals, and all contingencies.1.
Use sand tables or sketches.

Insurgent Commander's Note

The perfect ambush is a problem solved before the enemy even knows they are a
variable. Planning, not firepower, is your sharpest weapon. Do not engage if the
conditions are not overwhelmingly in your favor. Live to fight another day. Patience in
planning, ferocity in execution.

6. SUMMARY

The ambush is a defining act of irregular warfare. It is a tool of precision and violence that allows a
smaller force to inflict disproportionate damage on a larger adversary. Adherence to the principles of
Surprise, Security, Violence of Action, and Planned Withdrawal is not optional. It is the line between a
successful operation and a catastrophic failure. Master this art, and you will own the roads. Neglect it,
and the enemy will hunt you to extinction.

Battle Quotes

“Opportunity is a haughty goddess who wastes no time with those who are unprepared.”

— George S. Clason
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