
“Always change off with the three cuts, 

such that sometimes the first, sometimes the 

second, sometimes the third will be a 

Provoker, Taker, or Hitter … nor should it be 

just a single kind of cut, but always vary 

and change.” 

Note s:  
• Change angle, quarter and level 

with blows to make them more 

effective. 

   Reitzer, Nemer, Treffer: 
(Provoker, Taker, Hitter) 

• Provoke the opponent with an 

action and chase to the opening. 

• Entice the attack with your Pro-

voker, and set up a parry with 

your Taker.  

• Fail/Deceive your opponent, and 

attack to another quarter. 

“C h a s in g i s  extremely g oo d, w ith 

s li cin g an d w in din g p rote ct   

y ours elf. “  

  N a chreiss en:  
• Chase, intercept or cut them off 

them with a counter in the Vor. (eg 

Shooting, Vier Versetzen) 

• Yield/Void their attack and counter  

in the Nach. 

• “Use only techniques from which 

you can achieve a parry.”  

• Protect yourself from afterblows 

with winding and slicing off. 

Op p ortunitie s for C h a s in g:  
• Any movements of the hands or 

feet in measure; blows or guard 

transitions. 



“Zw erch auw t ak e s all  th at com e s 
from ab ov e. “  

“The Zw er y ou s h all  al s o con s i der 
v alu ab l e, w ith it  y our s kill  in t he 

s w ord b e com e s g re at. ”  

    Zw erch auw te chni que s:  
• Zwerchauw vs Tag: counter cut in 

opposition; and chasing with 

crossed hands/slice. 

• double Zwerchauw to over-run. 

• Zwerchauw to Ochs & Pflug. 

• Add Fehlen/Abluaffen with Zwer-

chau; turn a small circle. 

• Zwerchau into Duplieren, reverse 

and wrench for safety. 

Note s:  
• Zwer with the Strong.  
• Spring offline/utilize contra posto 

& hip movement to power the cut. 
• Drive the hands from side to side 

to shorten rotation. 

“But s o  much dep en d s on thi s, th at  

as exp eri ence s how s, all  comb at 

h ap p ens v ainly, no m atter how artful 

it  i s,  if the s tep s for it  are not 

exe cute d corre ctly. ”  

    Cross & Counter s tep s:  
• Steps into the engagement, and in 

opposition to the blow (eg strike 

left step right) and body/hip turns.  

 Brok en Step s:  
• Gathering and Deceptive footwork—

lead changes, slipping and chasing 

—changing direction and weight. 

Dire cti on an d Timin g:  
• Vor: step into/towards the quarter 

• Nach: step back/away to find space 

• Indes: step with/mirror the oppo-

nent’s step. 



“You s h all  n ow g o in all  dev i ce s 

from the s w ord t o the b o dy,  an d 

from the b o dy t o the s w ord. ”  

  Workin g t o the Op enin g s:  
 

• Ablauffen (Running off): reverse 

the sword and pull hilt up to run off 

from the bind. 

• Fehlen (Failing): run off before 

contact to draw them off line. 

• Wechseln (Changing): changing 

sides in the bind over or under 

their sword. 

• Duplieren (Doubling):  strike twice 

to the same opening, long -> short. 

• Verfliegen (Flitting): flick to one 

opening and fall into another. 

“ Cons i der thre e  thin g s w henev er 

y ou w i s h t o w in d i n:  n am ely firs t t he 
cut,  s e con dly the w in di n g it s elf w ith 
w hi ch y ou s h all  hit;  t hird the  s li ce . ”   

    Out s i de Win den  
• Outside Winding uses the strong and 

creates an angle, pushing the oppo-
nent’s blade out from centre. 

• Extend arms & turn the body well.  
• Apply against yielding pressure, with 

dominance of centre. 

In s i d e Win d en  
• Inside Winding rotates around the 

bind in the same motion as a Krump. 
• Windthauw: Catch with a Low cut, turn 

into Longpoint and recover.  
• Slice down the sword with the wind to 

control or expel their blade.  
• Apply against pushing pressure and 

threat in centre. 



“With thi s p ullin g y ou s h all  al s o 
ch an g e off w ith the firs t  l ay in g 
on,  s o th at now in thi s qu arter,  
n ow in an other y ou l et  it  fail. ”   

    Zuck en (P ullin g)  
• Shorten the arms and turn the 

body to bring the sword back from 

the bind and chamber a new blow.  

• Deceive by pulling to a new open-

ing as they parry. 

• Repeat as a double feint. 

• Pull to change through and deliver 

the point. 

Note s  
• Pulling can be used both to deceive 

and chamber a new blow.  

• Keep the point in centre for safety. 

• Lay on with pulled blows in suc-

cession. 

• Set aside or slice if they counter. 

“Step w ell  w ith the Kr ump if y ou 
w i s h t o p arry;  t he c ross in g ov er w ill  

do him  h arm. ”  

“You w ill  s tren g the n y ours elf b y g o-
in g Krump  t o Hi s fl at;  y ou s h all  dili -

g ently s e e th at y ou w e aken him. ”  

    Krump h auw (Crook e d cut)  
 

• Parry Krump by crossing the 

hands and pushing the pommel to 

the side. Spring out with the cut 

and target their flat. 

• Parry Krump with a spring, cross 

over on the arms. 

• Bind on with a Krump, cross over, 

snap around & wind. 

• Counter Krumphauw by changing 

through. 

Note s  
• Any crossed hand cut is crooked, 

either long or short edge. 



“ Schi elh auw y ou s h all          

exe cute w is ely,  w ith w in din g 

y ou c an d oub l e a g ain s t him. ”  

    Schi elh auw (Squinter)  
 

• Schiel breaks Langenort and Pflug, 

closing the line left and right. 

• When they raise their hands, work 

to the low openings. 

• Double the Schiel by winding, and  

change through after. 

• Glutzhauw (glancing): Provoke 

them with a low cut and strike 

Schiel down their flat. 

• Counter Schiel with changing 

through & striking long. 

Note s  
• Extend the front hand, let the sword 

turn in the hand.  

“You s h oul d con du ct all  y our 

[b l ow s] s o th at y ou do n ot l os e 

control of y our w e ap on s or ov er 

commit w ith it. ”  

    Four Rul e s for Comb at:  
1. Don’t lose control of your 

weapon or over-commit. 

2. Do not attack deep until you 

have made yourself secure with 

parrying, to be safe going in and 

out. 

3. Don’t let him touch or bind your 

blade, unless you want to inter-

cept, catch, or take his blade. For 

whenever the blades touch in the 

bind, you should have a sure 

opening. 

4. Take heed of the opponent’s 

limbs, for when he gathers them 

you can Chase. Also, in Chasing 

change around his hilt and step 

correctly. 



“For w hen ev er the b l a d e s t ou ch 
an d hit  in the Bin d y ou s h oul d 

h av e a s ure op enin g, otherw i s e 
y our Art i s  fal s e. ”  

   Ab s ezten (Settin g a s i de):  
• Absetzen: Slip and catch with the 

long edge, step and wind out to hit.  

• Gerade Versatsung: Catch and 

strike in longpoint. Turn body well, 

fit your posture to engagement. 

• Abschneiden (Slicing): Bind with 

long edge in your strong and slice 

the blade or arms. 

Cre atin g p ow erful s tructure:  
• Body makes a line from sword to 

anchored foot 
• Point directed into the quarter, at 

shoulder or hip. 
• Long edge turned against. 
• Blade on top pressed down. 
• Engage with Strong against Weak. 

“Ev ery comb at d ev i ce is  
div i d e d int o thre e p art s,  

n amely the Ons et, M i d dl e,   
an d  With draw al. “  

   Us in g the Stuck e:  
• Deconstruct elements into Entry, 

Handwork and Withdrawal. 

• Analyse Timing and Provocation. 

• Practise for flow, physical me-

chanics and muscle memory. 

    3 Ph a s e s of the Fi g ht:  
• Zufechten (pre-fencing): the postures 

and blows, measure (1 fathom); Vor/

Nach, body language, & provocation.  

• Handarbeit (handwork): handworks 

and parries to the quarters. Work in 

the bind and Indes-Fuhlen.  

• Abzug (Withdrawl): getting out safely; 

Vor-Nach-Indes. 



“ For w in din g an d s li cin g,  
w renchin g an d rev ers in g is  

c all e d the W ar, throu g h  w h i ch 
y ou cons t antly counter the 

op p onent ’s te chni que s. ”  

   Workin g on the Sw ord:  
 

• Winden (Winding): follow fuhlen to 

control their sword, winding 

against or around their sword. 

• Hengen (Hanging): yield a losing 

bind with hanging and snap around 

or change through.  

• Verkeren & Ausreissen (Reversing 

& Wrenching): reverse the sword in 

the bind and wrench it aside. 

• Schneiden (Slicing): slice with the 

long edge on the sword or arms. 

• Umbschnappen: yield and snap 

around at the head or with the 

pommel over the arms. 

“A p oor d ev i ce w ill  b e exe cute d  b y 

an in g eni ou s min d ful p ers on mu ch 

more u s efully  … th a n the b e s t on e 

w ill  b e exe cute d b y  a  fool. ”  

    Ta ctic s an d Fi g ht An aly s i s  
• Recall passes: What happened? 

Start with the last 3 to 4 actions. 
• Partner Feedback: What are they 

are doing best? What opportunities 
are they feeding you? 

• Where is your opponent weak and 
strong? What can you exploit? What 
must you avoid? 

G roun d s  
• Distance: The measure (think 

reach and judgement). 
• Timing: opportunity and pressure.  
• Line/Space: Who controls the 

space by movement or position? 
• Sword: Who wins on blade? 
• Spirit: Who is in whose head? 

Who controls each element? 
 



“t o counter all  p os ture s,  an d t o 

driv e him out of them … thru s t 

s trai g ht from the Lon g p oint  

in hi s face . ..”  

    Schi etelh auw (Sc alp cut)  

• Schietelhau: Strike High to Slice, 

and snap the the pommel up. Come 

into a direct line, bracing the pom-

mel on the forearm. 

• Follow-ups: Wind or strike around. 

Change through to deceive.  

• Use to provoke or over-run. 

  Sturzh auw (Plun g e cut)  

• Sturzhauw: A high cut that plung-
es over with the point.  

• Use to over-run, lay on safely be-
hind the point, or to deceive with 
changing and failing. 

-

“The w ord In de s,  al s o w e ak an d s tron g  

The V or an d N ach, ob s erv e dili g ently.  

Te s t the s oft an d h ard, le arn t o feel,  

Step w ith the s troke,  b e it  n e ar or far. “  

    In d e s (in s t antly):  
• Indes is a timing (simultaneous), 

used to counter the opponent. 

• Indes is also a state of immediate 

responsiveness to the opponent’s 

actions; “a sharp outlook, which 

involves seeing and heeding many 

things at once.” 

• Through Indes actions, we take 

the Vor, and remain safe. 
 

 

Fuhl en (Fe elin g):  
• Proprioception guiding action. 

• “Testing or perceiving to find out if 

he is hard or soft on your sword 

with the bind.” 

• Act Indes; use weak against 

strong, and strong against weak. 



In de s emb o di e s a s eri ous exhort ati on 

t o qui ck ju d g em ent, s o  th at one 

s houl d b e con s t antly s w ift of min d. ”  

 Fre ep l ay Ass e ss ment  

• Footwork & Measure 

• Use Timings & Openings 

• Position & Structure 

• Composure & Indes 

• Safety & Withdrawal 

• Tactics; Deceive/Provoke 

• Judgment of Opponent 

• Using Peer Feedback 

• Breadth of Art 

 Set Pl ay s  

• Prepared 

• Unprepared 

“For w hen tw o g oo d comb at ant s 

come t o g ether,  w h oev er think s 

qui ck er triump h s. ”  

 Fre ep l ay Ass e ss ment  

• Stance & Agility 

• Fluid Offense 

• Footwork & Measure 

• Timings 

• Structure 

• Tactics: Deceive/Provoke 

• Judgment of Opponent 

• Using Peer Feedback 

 Set Pl ay s  

• Prepared 

• Unprepared 


