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Introduction
The Vidare were a Scandinavian tribe that first entered the consciousness of civilization during the Viking era.  They came from the Varund in southeast Sweden, and adventured east on the Baltic Sea and down the Dneiper river to the Eastern Roman Empire.  There they excelled in the Varangian Guard of the Byzantium Emperor.  As the Barbarian age gave way to the Medieval, the Knights of the Vidare became celebrated in their prowess with swordskills.  They usually carried two personal swords:  The Svaerd (broadsword) and the Maekir (thrustsword).  It was this skill with the Maekir that quite possibly was the first use of the supinated attacks that are the basis of modern fencing.  It is in their honor that the modern Vidare Fencers assemble to practice the Joyous Lore.  

The weapons used in modern fencing are the foil, epee, and saber.  The foil was developed in Medieval Italy as a practice tool for the rapier.  This thin device was called the "fioretta" meaning "flower", which the English shortened to the "foil."  The French developed the epee to be the optimized sword for dueling.  The Hungarians retained the cavalry saber for their dueling, from which modern saber fencing is derived.

In the words of Michael Alaux, the former US Olympic Coach:  "For most fencers, fencing is a unique combination of quick thinking and elegant athletic movements.  Whatever the reasons for taking up this sport, those who do will enjoy a combat sports that, unlike boxing or wrestling, does not require body contact but rather the use of a weapon.  Pure strength, although not useless, loses its intrinsic value against the more efficient element of physical and mental reflexes.  These reflexes are intimately involved in giving the fencer the kind of balance that will allow reaction at a speed that makes fencing action barely visible on a television screen.  At the time of action, a fencer has 1/20th of a second to carry out the action.  The demand for instant analysis, decision making and speed in carrying out the action require almost computer-like responses from the mind."
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I.  Noncompetitive Ranking
There are six noncompetitive fencing ranks as there are six competitive ranks.  The noncompetitive ranks are awarded on the basis of skills development in the following areas:

Chivalry:
Personal conduct appropriate to the martial arts to the European sword.

Footwork:
Fluid and balanced movement of the body.

Swordskill:
Physical capability with the weapons.

Knowledge:
Technical insight into the sport.

Leadership:
Abilities associated with teaching, directing and management

The noncompetitive ranks and their associated requirements are listed below:

Commons
Enrollment in either club or county recreation course is the only requirement.

Page
One full year experience of at least 15 sessions (Club practices and Divisional competitions) is required in order to be able to take the exams.



Chivalry:
No breaches of honor in the three months prior to the exams.

Footwork:
Execute classical footforms 1 and 2.

Swordskill:
Execute foil reciprocals 1 and 2.

Knowledge:
Rule of right-of-way; order of action priority; fencing cross of target area; 8 basic foil parries; foil parts; non-electric uniform parts; foil, epee, and saber target areas; piste characteristics; foil judging responsibilities.

Leadership:
Provide reciprocal opposition at 10 club practices; judge at 7 club practices; and tutor beginning footwork 3 times.

Squire
Two full years experience of 15 sessions over Page is required in order to be able to take the exams.

Chivalry:
No breaches of honor in the half year prior to the exams.

Footwork:
Execute classical footforms 3 and 4.

Swordskill:
Execute foil reciprocals 3, 4 & 5 plus saber reciprocal 1.

Knowledge:
70% on general exam questions 1 through 35.

Leadership:
Provide reciprocal opposition at 10 club practices; judge at 10 club practices; direct 5 times; tutor 5 times; and lead club calisthenics and footwork drills 3 times.

Knight
Four full years experience of 15 sessions over Squire is required in order to be able to take the exams.

Chivalry:
No breaches of honor in the year prior to the exams.  Tie the endless knot at least once verified by a superior.

Footwork:
Execute advanced footforms 5 and 6.

Swordskill:
Execute foil reciprocals 6, 7 and 8 and epee reciprocal 1.

Knowledge:
70% on general exam questions 1 through 70.  50% on foil, epee and saber exams.

Leadership:
Direct 10 times and at one novice meet; tutor 10 times; lead club calisthenics and footwork drills 5 times.

Knight-Banner
Four full years of experience is required in order to be able to take the exams.

Chivalry:
No breaches of honor in the two years prior to the exams.  Tie the endless knot at least twice, verified by a superior.

Footwork:
Execute advanced footforms 7 and 8.

Swordskill:
Execute foil reciprocals 9 and 10, saber reciprocals 2 and 3, and epee reciprocals 2 and 3.

Knowledge:
90% on general exam. 70% on foil, epee and saber exams.

Leadership:
Attain the position of "Divisional Official", Fencing Officials Commission (FOC) Level 7.  Direct at 3 Divisional meets.  Manage one Divisional meet.

Knight-Baron
Five full years experience is required in order to be able to take the exams.

Chivalry:
No breaches of honor in the three years prior to the exams.  Tie the endless knot at least three times, and verified by a superior.

Footwork:
Create an advanced footform.

Swordskill:
Create one each foil, saber and epee reciprocals.

Knowledge:
100% on all exams.

Leadership:
Attain the position of "Divisional Official", FOC level 6.  Manage three Divisional meets.  Serve on one national tournament committee or as one year on the divisional committee.

II.  Chivalrous Codes of Conduct
Basic Code
Pledge of Honor:  By the mere fact of taking part in fencing activities, the fencers pledge their honor to:

· Observe the guidance of instructors.

· Observe the decisions by judges and directors.

· Be respectful to all.

· Scrupulously obey the orders of the director.

Basic Etiquette:  There are fundamental manners associated with fencing that are essential to the maintenance of safety in a sport that is based on weaponry.  These manners are ancestral and time-proven.  They compensate for human negatives that arise under stress.
  

· Salute the opponent with sword and eye contact.

· Salute the director with sword and eye contact.

· After each bout, shake the opponent's hand and express thanks.

· After each instruction, shake the instructor's hand and express thanks.

· After each round, shake the director's hand and express thanks.

Breaches of Honor:

· Arguing with the director.

· Accusation of judges, director or coaches.

· Humiliation of opponents.

· Refusal to fence.

· Refusal to follow directors orders.

· Breach of Etiquette.

Advanced Code
Guiding Principle:  Fencing is a high speed, high tension sport that is highly individualistic.  Yet the fencer is dependent upon the group:  the opponent, the director and judges.  To diffuse the tension, build the group, and develop a champion, deeper qualities are required.  These qualities are not simple to achieve, and are strengths derived from the ancient code of chivalry.  The ancient code was symbolized by the pentangle, known then as the endless knot.  The five points represented the five chivalric ideals:  largesse, gentilesse, loyaute, courtoisie and caritas.  The current dictionary meanings of these ideals have drifted considerably from their original usage.  

The original meanings of the code of chivalry are:

Largesse - greatness of spirit, unencumbered by material attachments. The supreme act of largesse occurred upon a defeat in man-to-man combat.  The yielder gave up his arms, armor and horse to the victor, as well as gave up all emotional spite and desire for revenge.  Liege pledges were then frequently sworn, followed by all materials returned by the champion. This example illustrates the circle that characterizes largesse: honor (held intact by the giving) is drawn by the fencer from the group (represented by the victor), and is then returned in loyaute.  The victor is a champion of others.  Without largesse, a victor is only a lone dominant individual.

Gentilesse - the noble mark, a mental capacity to look into others so as to act in an appropriate manner without the other having to ask or verbally communicate their condition.  This ability to read others is essential to the champion.  It was developed in peace and used in war with a quality of polarity.  The same characteristic that ingratiated the knight to all, also created the most effective fighter.

Loyaute - holding faith in those of a close liege relationship, and in those ideals that bind us to the fraternal order of knighthood.  Once honors are attained, the champion returns to cultivate the next generation of fencers.  Fencing is a group synergy sport, requiring opposition, directors, judges, coaches, meet managers, sponsors and armorers.

Courtoisie - embodied as cheerful manners, especially under stress.  Good words of encouragement diffuse the high tension that so often attends individual combat.

Caritas  - caring with intensity.  The ability to commit oneself totally.  In the Medieval, this was frequently coupled with impromptu oath swearing with great deeds promised.

These five ideals achieve a formidable foundation for the chivalric warrior when they are cultivated simultaneously.  If any single point of the endless knot was not tied, then the knight became "undone", and usually fell in battle or was disgraced.  Likewise the complete tying of the knot is the mark of the Vidare Knight and modern champion.

III. Footforms
Classic Footforms
All footforms are to be executed with weapon in hand, extensions with lunge, and parries with recoveries.  The fencer starts at a designated line.  After the footform, the fencer salutes the director who nods in return.

#1

Advance 1, Retreat 1

Advance 2, Retreat 2

Advance 3, Retreat 3

Advance 4, Retreat 4

Advance, Lunge, Recover: 4 times

Retreat, Lunge, Retake: 4 times

The front foot must be straight ahead at all times.  The shoulders must be level, the spine straight, and body movements must not be wavy.  Stepping in advance or retreat must be executed with both feet moving the same distance.  This will maintain the proper stance.  Feet should never be closer than one's own foot, preferably at 1.5 feet, and not greater than 90o.  The rear arm is held aloft in line with the shoulders.  The lead arm maintains one fist's distance from the body until extension.  The hips must power lock in the terminus of the lunge with the front foot in a slight goose step and the rear arm in a back extension.

#2

Advance 2, Lunge, Recover:  2 times

Retreat 2, Lunge, Retake:  2 times

Advance 3, Retreat 3, Lunge, Recover:  3 times

Gain-Lunge, Retake:  4 times

Retreat to start

Advance, Step, Gain-Lunge, Recover:  4 times

The gain-lunge is executed in haste with the body off-balance in the forward direction.  The step is the first part of the advance.  The combination of the gain-lunge is to be executed with the body moving forward in a level motion, not rising but followed by a driving lunge.

#3

Advance, Lunge, Redouble, Recover, Retreat 3:  2 times

Advance, Lunge, Redouble 2, Recover, Retreat 3:  3 times

Advance-Step, Gain-Lunge, Redouble, Recover, Retreat:  4 times

The redouble is executed with lightning speed with the rear foot driving six inches ahead of the start.

#4

Balestra-Lunge, Recover, Retreat:  2 times

Advance, Balestra-Lunge, Redouble, Recover, Retreat:  3 times

Gain-Lunge, Retake, Balestra-Lunge, Recover:  4 times

The balestra-lunge is executed with front foot initiation followed by the feet simultaneously arriving, flowing into a lunge.

Advanced Forms
#5

Advance, Lunge, Recover, Passe Arrier:  2 times

Step, Gain-Lunge, Retake, Passe Arrier: 3 times

Advance, Balestra-Lunge, Retake, Passe Arrier 2:  4 times

The passe arrier (PAR) is performed by shifting both feet forward and "passing" the feet in backward steps.  This is usually performed while throwing the body off-balance in a backward manner.  The move is completed by bringing the body back into balance. 

#6

Passe Avant, Lunge, PAR:  2 times

Step, Gain-Lunge, Retake, Passe Avant, Lunge, PAR 2:  3 times

Balestra-Lunge, Retake, Passe Avant, Lunge, PAR 2: 4 times

The passe avant (PAV) is performed by shifting both feet forward and "passing" the feet in forward steps.  Unlike the passe arrier, the body maintains balance during execution.

#7

Advance 3, Step, Gain, Lunge, Retake, PAV 2:  2 times

Fleche right, Turn, Fleche left, Turn:  4 times

The fleche is executed as the classical form, with the body mimicking the arrow.  Measure the height of the feet off of the ground.  Controlled recovery is of high priority.  Parry as the opponent is passed.

#8

Advance, Lunge, Retake, Balestra, Lunge: 2 times

Retreat 2, Lunge, Recover, Retreat 4, Lunge, Recover: 2 times

Advance 2, Gain, Lunge, Recover, Fleche right, Turn: 3 times

Retreat 2, Fleche, Advance, Balestra, Lunge:  3 times

Retreat to start @ halt.

Advance, Balestra, Fleche:  4 times

IV.  Swordskills
In all reciprocals, the intent of the opposition is to allow the fencer to execute the move properly and make the touch.  These reciprocals teach swordskills through repetition.  Repetition is the only way to hammer out the nervous system to attain fast execution.  Ten attempts attain an elementary skill.  One hundred attempts attain a working ability.  One thousand attempts attain a champion's skill with lightning reaction.

Foil Reciprocals


Fencer

Opponent


Repeat
#1

Attack 4

Malparry 4, Riposte 4
1 time



Parry 4, Riposte 4
Malparry 4, Riposte 4
9 times

The riposte qualifies only if performed immediately without hesitation after the parry.  The parry is to be clearly executed in a lateral movement.  Do not over-parry! At the champion's level, the parry is executed at the last possible instant in order to completely draw out the opposition to their most weakened state.

#2

Beat 4, Attack 4
Malparry 2, Riposte 6
1 time



Parry 6, Disengage,



Attack 4

Malparry 2, Riposte 6
9 times

This swordskill is designed to teach the "disengage-attack."  The disengage must counter around the opponent's guard, never getting blocked.  Variations can be performed on this skill.  The ten actions can be broken up into five phrases with the first action short and the counter riposte as the intended action.  Footwork consists of a gain with the beat-lunge in the first attack.  Recover with the parry, followed by a fleche and counter riposte.

#3

Feint 4, Attack 6
Malparry 4, Malparry 6,






Disengage, Counter-attack 4
1 time



Parry 6, 



Disengage-feint 4,
Malparry 4, Malparry 6,



Attack 6

Disengage, Counterattack 4
9 times

The feint qualifies only if it truly draws the opponent's parry, and then eludes the parry.  The opponent can stop-thrust in time only if the stop arrives before the final Attack 6 begins.  At that point in time the sword has entered the final line of the compound attack, a"one-two."

#4

Beat 4, Feint 4,
Malparry 4, Malparry 6,



Attack 6

Counterattack 6

1 time



Parry 6, Beat 4,
Malparry 4, Malparry 6,



Feint 4, Recoil-attack 6
Attack 6


9 times

This swordskill is designed to teach the beat, one of the hardest moves to execute properly.  The beat qualifies if foible contacts foible.  The beat fails if foible contacts the medium or forte.

#5

Attack 4

Parry 4, Feint 4, Attack 6
1 time



Counter-over parry 4




Riposte 4

Malparry 4, Feint 4, Attack 6
9 times

Counter-over (CO) parries are executed in a 360o rotation about the axis of the opponent's feint.  Be sure to recover with the CO parry!  This reciprocal is the first using a second intent:  the initial attack is deliberately short with the true intention of the attack executed on the second action.

#6

Attack 7

Parry 7, Riposte 4








Malparry 6,


1 time



Opposing pris de fer 6
Disengage, Attack 4

9 times

The opposing pris de fer is executed by catching the opponent's foible as close as possible to the junction of your forte and guard, and pressing on the blade in a continuous extension attack.  The pris de fer movements are based upon the principle of mechanical advantage developed by leveraging the opponent's weak foible with your strong forte.  Pris de fer are manifest in four forms:  opposition, bind, croise, and envelopment.

#7

Attack 4

Parry 4, Feint 4, Attack 6
1 time



Counter-over parry 4,




Binding pris de  fer 8 
Malparry 8, Feint 4, Attack 6
9 times

The binding pris de fer is executed by catching the opponent's foible and binding the opponent's blade through a 180o procession of your blade while driving in an attack to the diagonally opposite line of attack, i.e. 4-8 or 6-7.

#8

Feint 4, Attack 6
Malparry 4, Malparry 6,






Counterattack 4

1 time



Parry 6, 



Disengage-Feint 4, 
Malparry 4, Malparry 6,



Recoil-Attack 6
Disengage, Counter-attack 4
9 times

The recoil-attack is always followed by a quick withdrawal no more than the length of a palm, and then a reversal of the arm back into the attack line.  The recoil adds speed and timing deception into the attack, converting a simple attack into a compound attack.  The opponent can stop thrust "in time" only if the stop thrust arrives before the reversal begins.  At that point in time, the sword has entered the final line of the compound attack, recoil-attack.

#9

The croise pris de fer forms a blade barrier to prevent remises.  It is executed on either side at the top by countering outside the line, catching the opponent's foible, crossing your blade downwards inside of the line, dropping down to the lower line, and finally driving home the attack, i.e. 4-7 & 6-8.

#10
Enveloping Pris De Fer

Opposition:  Beat-attack

Fencer:  Counter-parry using the beat energy

Derobement

Saber Reciprocals


Fencer

Opponent


Repeat
#1

Tierce, Present,
Malparry 5, Riposte 5
1 time



Head Cut



Quinte, Head Cut
Malparry 5, Riposte 5
9 times

Tierce is the rest position in saber.  To present with the guard aligned forward with the partially extended arm establishes the line.  Thrust cut and guard direction are essential to an effective saber.

#2

Tierce, Present,
Parry 5, Riposte 5

1 time



Cheek Cut



Prime or Quinte
Malparry 5, Riposte 4 or 5
9 times



Cheek Cut

The cheek cut is executed with a twist cut, followed by a rolling parry from prime to quinte.

#3

Beat Attack 5,
Malparry 5, Riposte 4
10 times



Parry 4, or High 1
or Cheek Cut




2 times with advance-lunge




3 times with gain-lunge




5 times with fleche

The beat attack must occur with the beat being against the opponent's foible with your own foible.

#4

Coupe-Beat,

Malparry 4, Riposte 5
10 times



Reverse Cut Manchette,



or Flank Cut or Cheek Cut




2 times with advance-lunge




3 times with gain-lunge




5 times with fleche

The coupe-beat follows a beat-attack in tactical employment

#5

Feint Attack at 135o
#6

Double Feint Attack

Epee Reciprocals


Fencer

      Opponent


Repeat
#1

Over the guard attack
       Same


10 times

#2

Under the guard attack
       Same


10 times

#3

Pris De Fer

V.  Knowledge:  The Fundamentals
Rule of Right-of-Way:  The fencer who acts first gains the right-of-way according to the order of action priorities.  Priority implies that when hits are achieved, the higher priority action is awarded the score.  This rule comes from the ancient use of heavier swords to develop high momentum cuts that pierced armor.  The person who started the attack attained much higher energy cuts than an opponent.  If the opponent elected to ignore the incoming blow, and instead counter-attacked with a short cut, then the fencer was probably cut in two while inflicting only minor wounds on the attacker.  The rule of right-of-way forces the defender to first parry he attack to defeat the momentum, then riposte.

Order of Action:  The following order of action priorities are to be observed in bouting.

1. Point in line:  An extension of the sword arm to threaten a target area.

2. Attack:  An attempt to strike an opponent.  Attacks may be simple or compound.  The simple attack has priority over the compound attack.

Simple Attack:  A forward continuous motion of both body and sword arm.

Compound Attack:  During the forward movement of the body, two or more fencing lines are developed by the fencer in a single attempt to attack the opponent before a riposte or counter-attack is returned.  The compound attack can be divided into the development and final line.  The compound attack is susceptible to defeat by a stop-thrust counter-attack only if the stop-thrust arrives before the fencer enters the final line.  The action in the final line against the stop hit is "counter-time."

3. Pris De Fer:  An attack onto the opponent's blade, capturing it while developing mechanical advantage using the forte of your own blade, then driving into a body attack.

4. Riposte:  An attack that follows immediately without hesitation after a parry of the opponent's initial attack.

5. Counter-Attack:  A responding attack without attempting to parry the opponent's initial attack. The stop-thrust is the strongest counter-attack.

6. Remise, Redoublement or Reprise:

Remise:  A simple and immediate offensive action which follow the original attack with the replacement of the sword 
into  a second line.

Redoublement:  An insistence after an attack that fell short; a simple second attack, usually performed with an additional lunge.

Reprise:  A new attack executed immediately after a return to the on guard position.

Fencing Cross:  A definition of the target area by crossing two swords which then define four quadrants.  As the opponent stands on guard, the sword's guard forms the cross' center.  Looking at the right-handed fencer, the target area is divided as shown below:
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Looking at the left-handed fencer, the target area is divided as shown below:
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Eight Foil Parries:  The eight foil parries are used to defend the four target quadrants as described above.  The first (or prime) parry is executed by simply withdrawing the sword from the scabbard and holding the blade point down to defend the lower vital areas of the torso.  The defender faced the backside of his own fencing hand.  This hand posture is called "pronation."  The opposite, facing the palm-side of the fencing hand is "supination."  Looking at the right-handed defender, using the fencing cross to illustrate the parries that defend a particular quadrant, and denoting the supinated parries with "S" and pronated parries with "P", the eight foil parries are shown in the diagram on the following page.  Notice that the first supinated defense is the the fourth parry.  Since it was found that the supination defenses were superior, the target area came to be known by the supination parries that defended the four target quadrants.  Compare this picture of the parries to the fencing cross of the right-handed fencer.  The left-handed parries are the mirror image of the right.
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Foil Parts:  The foil is divided into two halves:  1) blade and 2) hilt onto which the tip, guard, pad, handle, and pommel (or nut) are attached.  The blade is composed of the tip, foible (weak), medium, and forte (strength).  The hilt is formed by attaching a guard, pad, handle and pommel to the tang which is forged on a single shaft with the blade.

[image: image4.wmf]
Uniform Parts:  The nonelectric uniform consists of a mask and bib, underarm plastron, jacket, glove and pants.  All articles are to be white with the exception of the mask grill and saber glove.  The foil electric uniform adds the body cord and lame (metallic jacket).

Target Areas:  Those areas of the body which are valid to score hits against are the following:

Foil:  The trunk of the body defined by the fencing jacket exclusive of the 
arms.  The target was limited to the killing part of the body.  Real combat 
techniques included the ready acceptance of damage outside the trunk (flesh wounds) in order to stop thrust into the opponent's vital area for a certain kill.

Saber:  The entire body from the belt up.  The target was limited to the 
profile presented by a combatant on horseback.  It was both unchivalrous and wasted effort to attack "below the belt."  The horse had 
to be spared, and the rider could not be unseated with leg cuts.

Epee:  The entire body is target.  The objective of dueling required the drawing of first blood:  honor was established at that point, and it was not necessary to continue the duel.  Consequently the distinction between killing and flesh wounds was of diminished value, and the entire body became a target of equal value.

Piste Characteristics:  The fencing strip is the piste.  It is limited to be under two meters in width and is otherwise defined as below:
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Foil and Saber Judging:  Judges are to stand alongside one fencer and observe the other fencer, rendering four judgments:  1) "Yes," a valid target area was hit, 2) "No," there was no hit anywhere, 3) "Off target," the was a hit but it was on an invalid target area, 3) "Abstain," the judge did not clearly see the action.  The judges must move along with the fencers as the phrase develops.  The judge stays even or just behind the first fencer.  It is important for a judge to determine whether a final remise or some low priority action occurred.  The judge may ask the director if he saw such, as this often helps the director to properly clarify the materiality of the phrase.  Otherwise the materiality call may improperly tilt the odds.  For example, the action is:

Fencer A:



Fencer B:


Attack




Riposte-Hit


Remise-Hit


The director describes the action incorrectly as an attack followed by a riposte.  The judges saw a hit, but do not discriminate between the attack and the remise.  In this case, fencer A is improperly awarded the touch.  No rules have been broken and fencer B has no grounds for protest.  If the judges had asked the director if he had seen a remise, this would have allow the director time to consider the true action and award (properly) fencer B the touch as a riposte has a higher priority than a remise.

Doubtful Touch:  This occurs when both judges and the director abstain, or when judges vote in opposition (yes/no) and the director abstains.  A doubtful touch is never awarded and the action does not necessarily end with the doubtful touch.  If it occurs with a double touch, or if the doubt concerns whether the touch was on or off target, the director stops the action with no awards.  If it occurs by itself, then the action continues.

Bout Time:  This varies according to the number of hits involved.  Five hits are for normal bouts.  Eight hits are for women's repechage.  Ten hits are for men's repechage.  Once the time has ended, if neither fencer has enough points to win the bout, both scores are raised by the same amount until the fencer who was leading has the amount needed to win.  If there is a tie, then sudden death is fenced.  This is termed "La Belle."  A summary of bout times follows:



Hits


Time


Five touches

in five minutes plus one minute warning



Eight touches
in seven minutes plus one minute warning



Ten touches

in nine minutes plus one minute warning

Victory Indication:  Pool standings are determined through three indicators:


1. Victories

2. Hit Differences

3. Hits Received

The first indicator is the number of bout victories.  The highest standing goes to the fencer with the highest number of bouts won.  If there is a tie on victories, standings are then determined by hit difference as follows:




Hit Difference = Hits Scored - Hits Received

The fencer with the highest hit difference is awarded the highest standing.  If there is a tie in both victories and hit differences, then the standings are determined by the fewest hits received.  The fencer with the fewest hit received is awarded the highest standing.  First place and qualification ties must be decided by victories using the barrage if needed.

Counter Time:  This is an action in the final line of a composite attack when executed against a stop thrust.

Composite Attack:  Also called a compound attack is formally executed with a continuous extension of the arm through the development and the final line.  However, in competitive directing, this rule is not being followed.  Instead, the composite attack begins with the first arm extension.  Arm reversals which occur before the final line is entered are judged as marking the time when the fencer is susceptible to a stop hit.  Popular compound attacks include:




Feint, Attack




Beat, Attack




Recoil, Attack




Beat, Feint, Attack




Double Feint, Attack




Engage, Attack

Saber, Through the Blade:  Also called "With the Metal" are hits which land on valid target while also hitting the opponent's guard or blade.  These are counted as valid touches.

VI.  Knowledge:  The Dangers
Equipment Violations:  The primary motive behind equipment rule is to ensure the safety of the fencers.  A uniform that snags a sword can break off a foible and transform a sports sword into a deadly weapon.  A uniform that is deteriorated will fail to prevent such a sword from piercing the flesh.  A Spanish sword that has the crossed hilt can be used as a battering ram, so it is expressly forbidden.  The mask must be able to withstand a point thrust of 12 kilograms delivered by an 8 degree tip tool.  The mask must not be either frayed or rusted.  The jacket, plastron and pants must not be torn and it must be possible for the opponents sword to slightly grab the uniform when scoring a touch.  The glove must reach halfway up the forearm and the lame must not contain any discontinuities.

Electronic Testing
Foil:  Testing begins with the placement of a 500 gram weight on the tip.  The off target light comes on.  If the internal spring is strong enough, it will push the tip button back up.  The light will go off.  If the spring has been crunched so that it loses some of its force, the light will stay on.  The foil is rejected, and the fencer is given a minor warning (M1) for equipment violations.  This can be remedied by removing the button, taking out the spring, slightly stretching it and reinserting it.

The second foil test is the visual inspection of the electrical contact of the female socket.  If the wire extends from it, the foil is rejected because the wire extension can be used to cheat.  For example if you are a very good fencer, you can press the wire against the guard to register an off-target at any time.  By doing this, you can stop potent attacks by your opponent.

The final test occurs when both fencers touch each other's metallic vests.  This is to assure that both on-target circuits are working.  The red and green lights should light up.

Another test occurs during fencing when an off-target light comes on without an off-target being executed.  This is caused by a break in the wire which most often occurs in the foible.  It can also occur in the socket, body wire, reel wire, or connecting floor wire to the scoring machine.  You can protect these other wires by not pulling on the wires when you disconnect them.  Instead, pull on the plugs.

Epee:  Testing begins with a visual inspection for the two retainer screws in the tip.  These frequently fall out.  Then the two spacer tests occur.  First, the tip must be separated from the base by at least 1.5 millimeters.  Second, the light must not come on when the tip is forcefully depressed against a 0.5 millimeter spacer.  This indicates that there is a residual spacing inside the tip where the two contacts are not joined.  If the light comes on, contact has been made, and the epee fails.  The final test is the placing of a 750 gram weight on the tip.  The light will come on, but if the spring is strong enough, it will push the weight back up turning the light off.  If not the epee fails.  The final test occurs when both fencers touch each other's guards to assure that the light does not come on.

Protest Rule:   No appeal can be made against the director's description of the actions (materiality) and awarding of the touch (validity of the hit).  However, if the director makes a decision contrary to the rules (i.e. giving right-of-way to a remise over a counter attack), then the false application of the rule can be appealed.  The fencer must immediately point out the discrepancy in the application of the rules before the next action occurs.  If the director maintains the opinion, the matter may be decided by the manager of the meet.



The basic principle of protest is:  "If in doubt, do not appeal!"

The danger of protesting is that if file an unjustified protest, you receive a minor warning, an can lose a point.  Or if you make a mistake and challenge the materiality or hit validity, then you can receive a severe warning or be ejected from the tournament.

Leaving the Strip:   If the fencer places one foot off the side of the strip, the director calls halt and brings the fencers back to the lateral center of the strip.  If the fencer steps off the strip with both feet, the director calls halt, brings the fencers back to the lateral center, and advances the opponent one meter in foil, and two meters in saber and epee.  This advance is measured from the position the opponent occupied from the point of the infraction.

Corps A Corps:  Occurs when two fencers bump together or remain in contact.  The fencer who caused corps a corps is given a minor warning.  Should the fencer repeat the offense, he/she will be penalized with a hit removed.  If the jostling is severe or contact is intentional to avoid a touch, a severe warning is given, and a touch is awarded to the opponent.  In all cases, the fencer who sustained corps a corps stands ground while the opponent withdraws the required four meter fencing distance.

Three Kinds of Warnings:

· Minor:  Cannot cause one to lose.  Hit can only be annulled or removed.

· Severe (Major):  Can cause the loss of a bout.  Hits can be annulled and/or hits added to the opponent.

· Special:  Can get a fencer ejected from the competition.  Hits can be added to an opponent or one can be thrown out.

Minor warnings are generally specific; i.e. a warning for one kind of violation usually does not apply to another.  However, armorer checked items generally apply as a group; a warning in one applies to all.  Notice in the following tables of most often committed offenses those infractions which are governed by the same FIE articles.  These are grouped together.  Infraction codes in the table are as follows:



M:  Minor warning



Sv:  Severe warning



Sp:  Special warning



At:  Annul touch scored during this action



R:  Remove touch



T:  Touch for opponent (can cause loss of bout)



Al:  Annul last touch scored



Ex:  Exclude from competition

Frequently Occurring Bout Warnings
Offense


Number of Infractions
Article





1st
2nd
3rd    

M1 Non-Conforming Equipment
M
R
R
639

M2 Covering Target
M
At/R
At/R
640

M5 Incidental Corps a Corps
M
At/R
At/R
542

M6 Turning Back During Action
M/At
At&R
At&R
643.2

M8 Raising Mask Before Decision
M
R
R
644

M9 Unjustified Appeal
M
R
R
644

MS2 Corps a Corps
Sv&At
At/T
At/T
645.4

P1 Violent or Dangerous Act
Sp&At
At&T
Ex
646.1

P2 Absence of Inspection Marks
Sp
T
Ex
646.2

P3 Leaving the strip
Sp
T
Ex
646.3

P4 Delaying Bout

Sp
T
Ex
646.4

P5 Not Present to Fence
Sp
T
Ex
646.5

P6 Disobedience to Director
Sp
T
Ex
646.6

P8 Favoring Opponent
Sp
Ex

647.2

P12 Disrupting Order
Sp
Ex

649.2

Unsportsmanlike Behavior
Ex


650.3

Simultaneous Attacks in Saber:  After two simultaneous attacks in the saber, the director gives both fencers a warning.  This warning stays in effect for the entire bout.  Upon the next simultaneous attack, the director will draw lots, typically by tossing a coin.  The winner gets fencing priority upon another simultaneous attack.  That is upon another simultaneous attack, the next touch goes to the winner of the coin toss.  This forces the loser to fence defensively.  The winner keeps priority until a valid touch is scored.  after the touch, priority shifts over to the loser of the coin toss.  So the next simultaneous attack is in favor of the other fencer.  The other fencer keeps priority until another valid touch is scored.  The fencers then proceed with no priority.  But should further simultaneous attacks occur, the director will issue another warning, starting this procedure over again.  Priorities must be exchanged, even if fencing time has terminated, and even if the first fencer achieves five touches on the first priority.  If after priority has been exchanged and the second point awarded to one of the fencers has a point total of six, this shall be reduced to five, and the fencer shall be declared the winner.  If however, the fencers are five to five, the score will be reduced to four to four and a sudden death La Belle will be fenced.  The simultaneous procedure also continues upon yet another simultaneous attack.

Epee:  Epee is fenced without the right-of-way or priority of actions.  The director watched the boundaries of the piste to call halt when one is crossed.  If a hit is called at a crossing, the director make an award based on his perception of whether the action was within the boundaries.  Fencers might thrust for the foot at a boundary crossing.  The open floor registers off-target, so if the fencer misses the opponent's foot and hits the floor, the director might incorrectly still call a valid hit.

VII.  Scroll of Honor
Gregory Christensen


1985  Divisional JO U-20 saber champion, 2nd in epee, 3rd in foil


1985  National Junior Olympics @ Cleveland Ohio in U-20 saber and foil


1985  Divisional Sectionals U-19 saber champion


1986  Temple University Fencing Team


1986  Temple University saber champion


1986  Divisional JO U-20 saber and epee champion


1986  National Junior Olympics @ Minneapolis Minnesota in U-20 saber 
and epee ranking 41st nationally in saber

Sylvia Rutiser


1985  Divisional JO U-20 2nd in women's foil


1985  National Junior Olympics @ Cleveland Ohio in U-20 women's foil

Ladonna Burchick


1985  Divisional JO U-16 women's foil champion:  JO U-20 women's foil 
champion


1985  National Junior Olympics @ Cleveland Ohio in U-16 and U-20 
women's foil ranking 15th nationally in U-16


1987  Divisional JO U-17 2nd in women's foil:  Jo U-20 2nd in women's 
foil


1987  Women's "E" competitive ranking:  first in group IV competition


1987  Divisional Sectionals U-19 2nd in women's foil


1988  Divisional JO U-20 2nd in women's foil:  JO U-20 women's epee 
qualification


1988  Divisional Sectionals U-19 women's epee champion:  U-19 2nd in 
women's foil


1988  National Junior Olympics @ Cleveland Ohio in U-20 women's foil 
ranking 71.  U-20 women's epee ranking 42.


1988  Cherry Blossom Open:  ?? in women's gilman

Michelle Burchick


1985  National Junior Olympics @ Cleveland Ohio:  exhibition fencing 
U-12 women's foil, national champion @ age 11


1986  Divisional JO U-16 2nd in women's foil


1986 National Junior Olympics @ Minneapolis Minnesota in U-16 
women's foil ranking 29th nationally @ age 12


Page 10/27/86


1988  Divisional JO U-17 champion in women's foil


1988  Divisional Sectionals U-19 3rd in women's foil


1988   National Junior Olympics @ Cleveland Ohio:  exhibition fencing 
U-14 women's foil ranking 4th.  U-17 foil ranking 24


1988  Cherry Blossom Open:  9th in women's foil


1988  Maryland State Games:  ?? in women's foil

Duane Burchick Jr.


1985  National Junior Olympics exhibition fencing U-10 men's foil 
ranking 3rd nationally @ age 9


1986  Divisional JO U-16 saber champion, JO U-16 3rd in men's foil


1986  Competitive men's "E" and junior "D" foil ranking


1986  National Junior Olympics @ Minneapolis Minnesota in U-16 men's 
saber ranking 31, age 10.  U-16 men's foil ranking 64
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1987  Divisional JO U-17 saber champion


1987  Divisional Sectionals U-19 saber champion


1988  Competitive "E" rank in junior saber


1988  Divisional Sectionals U-19 saber champion


1988  National Junior Olympics exhibition fencing U-14 men's foil 
ranking 6th.  U-14 men's saber National Champion @ age 12.  U-17 
men's foil ranking 63.  U-17 men's foil ranking 32.


1988  Cherry Blossom Open:  7th in men's saber

Steven Smith


1986  Competitive "C" rank in men's foil:  first in Group III competition

Sandy Smith
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1988  First in women's unclassified foil

Jeannette Burchick
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1988  National Junior Olympics exhibition fencing U-10 women's foil 
national champion @ age 9.  Invited to fence U-10 men's foil, placed 
second but not allowed a men's trophy

Sok Chun Park


1988  Second in women's unclassified foil


1988  Cherry Blossom Open:  7th in women's foil

Dave Daniels


1988 Second in men's unclassified foil

VIII.  Master-Pupil Drills
These drills are designed for one-on-one training between Master and Pupil.  Speed must be developed in all of these.

All Swordskills:  The ten actions are broken up into five separate phrases, with second intent becoming the predominant objective.

Pas D'Arms:  A fencer defends the piste against all comers.  Five point bouts are fenced.

Foil
All Parries Drill:  The master attacks all targets in succession.  The pupil defends each with the appropriate parry.

Riposte Drill:  The objective is to riposte in time rather than to score.  Talk while drilling

Saber
Static Manchette Drill:  Pupil attacks the arm as various opportunities are presented

Dynamic Manchette Drill:  Pupil and master bout limiting action to manchette attacks.

Dynamic Head Cut Drill:  Pupil and Master bout limiting to head cuts.

Epee
Static Forearm Attacks:  Pupil attacks the forearm as various opportunities are presented.

Binding Pris De Fer Attacks:  Pupil captures a presented blade in a binding pris de fer.

IX.  Conditioning

To fence effectively, one must be in condition and in health.  Part of the growth in fencing includes the strengthening of muscles and development of speed and coordination.  To do this efficiently, one places demands on the body, gives it time to adapt, and pays attention to the accompanying pains.  The feelings of pain and energy are the feedback mechanisms needed to adjust the training cycle.


When first starting to fence, overall conditioning must be achieved.  Some begin as an athlete, while others begin lacking sport coordination.  The conditioning schedule practiced at the VFC will develop and sustain both levels of development.  Running loosens the body and warms up the muscles.  We start with this before fencing.  If the beginner lacks the basic sports coordination, then jogging is recommended on a three times per week schedule.  Distances from 400 yards to one mile are sufficient.

