The Primrose Path
(Lead them fo the place where you want fo kill them)
by
Do lap Heyard /Tuir

A. Know yourself
I. Range: You have fo know your ranges. These will defermine plans and
responses.

I. Longrange: fhis is the firsf response zone. Actions done in this zone
can be mulfifacefed.

2. medium range: This zone cufs down the response fime thaf your
opponenf has. Affacks from this zone are offen a major commifmenf on
the part of the opponent.

3. 8horfrange: This is the do or die zone. The advanfage is they have no
fime fo react. The disadvanfage If you miss or make a misfake there is
very rarely room fo recover.

4. Nofe the ranges move with you. You can frain this by marking your
ranges and pracficing hifs.

II. Techniques: You can nof sef some one up if you can nof perform the

necessary acfion.

a. Offense: You have fo know what you can throw af each zone. Not all
shofs can be thrown af all zones. Cufs can become slaps or fhrusf can be
excessive depending on the zone.

b. Defense: Precision in foof work and parries is amusf. You have fo be
good enough with these fools. Your defense sfeers the fight.

III. Piffalls: Some of the fallacies that can inferfere with performance.

a. Speed: Speed is a functfion of pracfice and familiarity. People offen
think they are fasfer than their opponent. Well there is always some one
faster. Timing is offen misfaken for speed. A proper sense of fiming will
beaf speed.

b. Over esfimafing your skill level. Nothing will gef you beaf fasfer. Skill
is only developed through practice. Talenf will only fake you so far.

c. Under or over esfimafing your opponent. In order fo confrol the fight
you have fo know whaf the opponent can do. Be realisfic abouf if. Look with
a unbiased eye.



B. Know the opponent. Your opponent will reveal themselves in how they
move and carry themselves.

L.

Off the field. A fencer will do cerfain things fo prepare. Warm ups
sfrefching or nothing.

Strefching: will often reveal the range the fencer is capable of reaching.
Warm ups: If the bouf fhaf will lef you know abouf how people fight. If
will also lef you know about the infensity that some one will fight with.
Warning this does nof work with everybody.

II. On the field: If you really wanf fo know what they do look fo the field if is
all there. Invesfigafe by fencing them and wafching them.

a
b.

Pafterns: Fighters offen fall info pafferns that work for them. Weall do if.

Range: If you watch you will see where they are comforfable and

uncomfortfable.

Pressing: Look af how they reacf under pressure.

Space: Look af whaf they do when ground is given fo them.

Mentfal sfance. What is there affifude when they fight.

I Earfh- unmoving Hold your ground and disfroy.

2. fire- quick explosive affacks

3. wafer- whaf ever you do they seem fo be ready for if. You affack was
senf right back info you.(drowding in the technique)

4. wind- they were not where they were suposed fo be. Hit from any
and all direcfions.

5. Void- the flow befween technique from one to the other. Can also be
seen as the mode where fhe space between thought and acfion seems
fo be non exisfant.

C. Menfal and physical methods of paving the road. As With mosf things there
is no real separafion between fhe fwo.

L.

a.

Mental The goal is fo sef your opponenf info uncomforfable posifion.
You are frying fo confrol the fight and the pace at wifch it ocurs.

Seffing the paffern: Gef your opponent info a paffern using foof work or
blades once fhey are sef info the paffern brake if. Make sure fthey are
really sef info the paffern.

Take away: Find ouf whaf fhey do then fake if away. If they are a long
range fighter force fhem fo in fight. If they do a lof of blade confrol. Do
not engage blades.



The gift: Lef them fhink fhey have the upper hand. Once you sfart this
process you have fo know where you want if fo end. So you can
maneuver them info posifion.

frusfrafion: Find ouf whaf bofhers them and do if. Ex . jusf parry or
move ouf of the way. When you see the frusfrafion fake over they are in
posifion.

. Physical

Timing- Picking the right moment fo sfrike or move

Varying speed- Offen changing fhe speed will allow you fo hif.

Feinfs- Sell the hif gef them fo react, hit affer the block is thrown. You can
also sell a hif fo one area then shiff fo another. The feinf musf be fofal
convincing.

Disengage- A semicircular move fo change lines that goes under the
bell. Most people can block one, this facfors down when you use it
mulfiple fimes in rapid succession.

e. Coupe’- A line change over the fop of the bell.
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. Foof work
Body voids-sfep ouf of the way in the right fime.
Slipping fhe shof-a step thaf pufs you inside the sfrikes range.
Tempo changes- change fthe rhythm of your foof work .
Stepping fade- Stepping back as you parry a sfrong affack (charge) fo fhe
side. Move back in pace wifh fhe affack. Mafch fhe speed. If has fo be a
major all out affack. If it isn’t they will see what you are doing. Your hif
comes as you are moving back.
Stance work
Stance fades- a weight shiff thaf fakes you from a fore ward sfance fo a
back sfance.
Invifations: offera line fo your opponent so thaf they will affack . This is

a feinf with your sfance. You have fo be subfle, all you need is a liffle
opening. This is meant fo disfract your opponent from the real threaf,
and puf fhem in the proper posifion. Plan ouf your reacfion ahead of
fime.



D. Planning

a. Taylor your plan fo the opponent. This is applying all of the infelligence
that you gathered on them.

I Feel ouf your opponent fo gef a reacfion and plan accordingly.

b. Take your fime and make sure fhe frap is sef.

c. Once you have confrol, end if. This is a fime game the longer you
spend playing the more chances you give your opponent.

d. Think ahead Two or three moves.



