Kendo Reference
Kendo is much more than the physical striking of your opponent. The full mastery of the art requires a lifetime of dedicated study. You must actively seek to improve your physical skills and your mental understanding. Summarized below are several fundamental concepts that are key to understanding kendo. It is intended to provide a starting point for more advanced students – ask your instructors for guidance.

Key concepts
Ki-Ken-Tai no Ichi 　気剣体の一致

Literally, spirit-sword-body as one. This seemingly simple statement takes many years of diligent effort to achieve.

Gan-Soku-Tan-Riki　眼足胆力

The four key elements of kendo:

1. Gan (sight): the ability to see your opponents, not just their physical presence but also their character, feelings, and intentions

2. Soku (footwork): the movement of the body

3. Tan (courage): your spirit and your attitude toward yourself and your fellow human beings

4. Riki (power): the ability to put into practice ki-ken-tai no ichi to produce powerful strikes and a powerful presence

Kyo-Ku-Gi-Waku 　驚懼疑惑

The four things you must conquer:

1. Kyo (surprise): do not be startled or taken by surprise

2. Ku (fear): do not let awe of your opponent or fear of failure overcome you

3. Gi (doubt): do not hesitate or enter into half-hearted action

4. Waku (confusion): do not let your mind wander or become disordered

Seme　攻め

Literally, to attack. Seme means to apply pressure to your opponent. There are three basic kinds of seme:

1. Ki-o-korosu (break your opponent’s will)

2. Waza-o-korosu (kill the opponent’s technique, for example by changing the distance)

3. Ken-o-korosu (kill the sword, for example by knocking the shinai to the side)
Datotsu-no Kikai 　打突の機会

Literally, chance of strike. The five most important chances are:

1. Debana: as your opponent’s attact is beginning

2. Waza-ga owaru-toki: when your opponent’s attack is finished

3. Itsuku-toki: when your opponent has settled (observe patterns of breathing or movement)

4. Uketometa-toki: after a block or parry

5. Matou-toki: when your opponent is uncertain

Mittsu-no-Sen 　三つの先


The three basic categories of counter-attack (see also the section on Techniques (Waza):

1. Sensen-no-sen: before your opponent attacks (e.g. debana-waza)

2. Senzen-no-sen: when your opponent’s attack has begun but can be avoided (e.g. nuki-waza)

3. Sengo-no-sen: when your opponent’s attack has begun but can be countered with a parry (e.g. suriage-waza, kaeshi-waza, or uchi-otoshi-waza)

Maai 　間合

The distance between you and your opponent. The ability to control this distance, and to apply techniques appropriate to a particular distance, is a measure of the maturity of the kenshi. The basic kinds of maai are:

1. Tō-ma: far distance (shinai tips apart)

2. Issoku-ittō-no-ma: the distance at which you can strike your opponent with one motion (shinai tips crossed slightly)

3. Chika-ma: close distance (shinai tips crossed deeply)

Other Fundamental Concepts


These are many other important points in kendo, including the ones below. Their inclusion in this list in not an indication of lesser importance, rather, these points are so fundamental that they are difficult to elaborate upon.

1. Kiai: more than just shouting loudly, kiai means that showing of your spirit and courage through your voice

2. Zanshin: alertness, especially after completing an attack

3. Kime: literally, to decide. Kime means to strike without hesitation and, more importantly, to finish the strike with decisiveness and conviction

4. Shisei: posture

5. Taisabaki: body movement

6. Kigurai: poise

7. Kensen: presence and power in the sword tip

Etiquette (Reigi) 礼儀


Etiquette is an extremely important part of kendo. The basic rules come from the formal, highly stylized social system of Japan. Simply stated, kendo etiquette is based on respect – for your sensei, your seniors, your opponent, your equipment, etc.

In practice, it is not that simple. There is a prescribed method for virtually every action, and failure to adhere to proper behavior may be taken as a sign of poor instruction or, in some cases, as a severe insult. Fortunately (or unfortunately, depending on your point of view) this is America, where the rules of social conduct are much less rigid. Nonetheless, it is essential to know basic etiquette in kendo.


Since there is a proper procedure for virtually every action, it is impractical to attempt to summarize more than a few of the most basic points in this booklet.

Basic Etiquette in the Dojo

1. Never deliver the traditional courtesies in a casual, off-hand manner.

2. Stop and bow when entering or leaving the dojo.

3. Greet your seniors and fellow kenshi at the first opportunity, especially the sensei. Examples: ohayō-gozaimasu (good morning), kon-nichi-wa (good day), kon-ban-wa (good evening).

4. when addressing instructors, use the title sensei.

5. Be attentive, listen carefully to instructions, and respond promptly.

6. Be aware of who your seniors are and follow their lead. Do not sit down, finish bowing, or remove your equipment before your seniors. When lining up, position yourself relative to your seniors. Example: when seated, line up you men and kote, as well as your knees, to those of your senior.

7. Be aware of who your juniors are and take care of them.

8. Always sit or stand properly when in the dojo. Do not slouch or lean against anything, especially do not lean on your shinai. Do not crawl to adjust your position when in seiza or sonkyo, instead stand up and move.

9. When taking the seiza position, put the left knee down first. When rising from the seiza position, raise the right knee first. Do not use your hands to assist in raising or lowering yourself.
10. Avoid walking in front of sensei, or in front of kenshi seated in seiza position.

11. Pay respect to your seniors and fellow kenshi when departing, especially the sensei. Examples: oyasumi-nasai (good night), sayōnara (goodbye).

Basic Etiquette Regarding Apparel and Equipment
1. Always handle your apparel and bogu respectfully. Make sure they are packed neatly, without dangling strings or straps.

2. Always handle your shinai respectfully, Do not lean on it, rest it on the floor, twirl it, or drag it. Make sure it is well-maintained, free of splinters and with tightened tsuru (string) and nakayui (leather strap).

3. Wear your keikogi and hakama neatly. Make sure the keikogi is smooth, not bulging, in the front and back. When putting on the hakama, put your left leg in first; when removing the hakama, remove your right leg first. 

Basic Etiquette During Practice

1. When practicing with your senior, thank him or her by saying onegai-shimasu at the beginning and arigatō-gozaimashita at the end.

2. Practice diligently. Do not sit down during practice unless you are fixing your equipment. Do not engage in idle conversation. Do not let a sensei remain idle when he or she is available to practice.

3. Do not wear jewelry or chew gum during practice.

4. Preform ritsu-rei (standing bow) and za-rei (seated bow) properly. Do not bend or arch your neck or back. Hold the bow briefly before returning to your original position.

5. To draw the shinai: First perform ritsu-rai with your opponent. Bring your left hand to your hip and take three big steps forward. Draw the shinai, assume chūdan-no-kamae position, and go down into son-kyo position. Keep your back straight and look forward at all times.

6. To put away the shinai: assume the chūdan-no-kamae position, go down into son-kyo position, and return the shinai to your left hip. Stand and take five small steps back, drop your left hand, and perform ritsu-rei. Keep your back straight and look forward at all times.
Caveats 


As with any question of etiquette, the fine points of kendo etiquette may differ from sensei to sensei, and the degree of ridigity difers from dojo to dojo. Lean the etiquette taught in your dojo.

Techniques (Waza)　技

Good kendo builds upon fundamental kendo techniques. The beginning student must concentrate on the basics; letting the basics lapse or jumping too quickly into advanced techniques will lead to bad habits which may be extremely difficult to correct. The advanced student must also constantly review the fundamentals, in order to be able to properly execute the advanced techniques.

This section provides a checklist for learning. Agai, ask your instructors for guidance.

Basics
1. Kamae (stance). The five basic stances are chūdan-no-kamae ( middle, the basic kamae pointing at the opponent’s throat), jodan-no-kamae (over the head), gedan-no-kamae (pointing down), hasso-no-kamae (at the right shoulder), and wakigamae (at the right hip)
2. Ashi-sabaki (footwork). The basic categories of footwork are okuri-ashi (right foot always in front), ayumi-ashi (right and left feet alternately in front), and hiraki-ashi (side to side)
3. Suburi (basic exercise repeatedly strinkin the air, usually simulating striking the men ten times per set). The common forms of suburi are nikyodo (two-count), ikkyodo (one-count), haya-suburi (fast), and joge-buri (large motion, touching the back and swinging down towards the floor)
4. Kiri-kaeshi (basic exercise repeatedly striking your partner’s men)
5. Tai-atari (hitting with the body)
Shikake-Waza (Offensive Techniques)

1. Ippon-uchi (single-hit technique), includes, men, dō, kote, and tsuki strikes.

2. Nidan-waza, sandan-waza (two- and three-step techniques), includes kote-men, kote-dō, men-dō, etc.

3. Harai-waza (warding off technique), includes harai-men, harai-kote.

4. Debana-waza (attacking-at-the-start technique), includes debana-men, debana-kote.

5. Hiki-waza (stepping-back technique), includes hiki-men, hiki-kote, hiki-dō
6. Katsugi-waza (shouldering-the-sword technique)

7. Maki-waza (rolling-the-shinai technique)

8. Katate-waza (single-hand technique)

Ohji-Waza (Receiving Techniques)

1. Suriage-waza (sliding-upward technique), includes men-suriage-men, kote-suriage-kote, kote-suriage-men

2. Kaeshi-waza (block-counter technique), includes men-kaeshi-dō, men-kaeshi-men, kote-kaeshi-kote.

3. Uchiotoshi-waza (striking-down technique), includes dō-uchiotoshi-men

4. Nuki-waza (avoiding technique), includes kote-nuki-men, men-nuki-dō
Matches (Shiai) 　試合

Kendo matches (shiai) are conducted within a square or rectangular courts nine to eleven meters on a side. Two players compete, one wearing a red tag on the back and the other wearing a white tag. There are three referees on the court: the shushin (chief referee) and two fukushin (sub-referees). The shushin is responsible for administering the match and making pronouncements. All three referees are responsible fore determining yūkō-datotsu (valid points) and prohibited acts.


Each referee holds a red flag and a white flag. A yūkō-datotsu is signaled by raising the flag corresponding to the player who made the strike. If at least two referees agree on the yūkō-datotsu, the match is stopped and a point is awarded to the player.


Most tournaments are conducted with sanbon-shōbu (three-point matches). In sanbon-shōbu, the player who scores two points first is the winner. If the match period expires and only one player has scored a point, that player wins the match. The time limit for championship matches (e.g. the AUSK Championships ) is five minutes. For local tournaments it is generally shorter, typically three minutes.


If the match has not been decided by the end of the match period, and extension (enchō) of the match is allowed. During enchō, the first player to score a point wins the match. For championship matches the enchō period is three minutes with an unlimited number of enchō. In local tournaments, the enchō period is typically one to two minutes and two enchō are allowed, except for semi-final and final matches which have unlimited enchō.


If the match has not been decided by enchō, it may be decided by the referees’ decision (hantei). The referees take into consideration the strikes that were very nearly awarded points, the player’s skill, and the players’ attitudes, posture and movements.

Yūkō-Datotsu (Valid Point) 　有効打突

Yūkō-datotsu is defined as an accurate strike or thrust made to a datotsu-bui are of the opponent’s protector using the datotsu-bu area of the shinai, with high spirit and correct posture, and followed by zanshin (mental and physical alertness against the opponent’s counterattack). Refer to the following figures. 
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A yūkō-datotsu may be revoked under the following circumstances:

1. Lack of zanshin
2. Exaggerated gestures of surplus power or effectiveness of datotsu
Prohibited Acts


The following prohibited acts result in the offending player losing the match.

1. Drug abuse

2. Insulting the opponent or referees

3. Use of disallowed protectors

4. Incapacitating the opponent such that he or she is unable to continue

The following prohibited acts result in the offending player receiving a hansoku (foul). When a player receives two hansoku, the opposing player is awarded one point.

1. Stepping outside the court

2. Dropping one’s shinai or losing control of it for more than a moment

3. Tripping the opponent or swepping his or her legs

4. Unfairly pushing the opponent outside the court

5. Request for suspension of the match without justifiable reason

6. Putting one’s hand on the opponent or holding the opponent

7. Holding the opponent’s shinai

8. Touching one’s own shinai on its edge

9. Intentionally putting one’s shinai on the opponent’s shoulder

10. Intentionally wasting time

11. Unfairly doing tsuba-zeriai
12. Unfairly making a strike or thrust

13. After having fallen on the floor, lying on one’s face without countering the opponent

Glossary


Equipment and Apparel

	Japanese
	English

	bōgu
	防具
	kendo armor, consisting of men, kote do, and tare

	bokutō
	木刀
	wooden sword, primarily used for kendo kata

	bokken
	木剣
	same as bokuto

	dō
	胴
	kendo armor to protect the trunk and chest

	hachimaki　
	鉢巻
	thin cotton towel worn on the head under the men

	hakama　
	袴
	kendo clothing worn on the lower part of the body, a long divided skirt

	kendōgi　
	剣道着
	kendo clothing, includes keikogi and hakama

	keikogi　
	稽古着
	kendo clothing worn on the upper part of the body

	kote　
	小手
	kendo armor to protect the hand and forearm

	men　
	面
	kendo armor to protect the face, head, and shoulders

	shinai　
	竹刀
	bamboo sword used in kendo

	tare　
	垂
	kendo armor to protect the waist, groin, and upper legs

	tenugui　
	手拭い
	same as hachimaki

	tsuba　
	鍔
	circular guard on the shinai



Vocabulary

	Japanese
	English

	ashi-sabaki　
	足さばき
	footwork

	dan　
	段
	ranking system for advanced levels (1=lowest, 10=highest) equiv. to black belt in other martial arts

	datotsu-no-kikai　
	打突の機会
	chance of strike

	ippon shōbu　
	一本勝負
	one-point match (first person to score wins)

	jiyū keiko　
	自由稽古
	free practice

	hansoku　
	反則
	foul

	hante i
	判定
	referee’s decision as to the winner of a match

	kakari geiko　

	掛かり稽古
	attack practice

	kamae　

	構え
	basic stance or posture

	kata　
	形
	standardized series of predetermined attacks and responses

	keiko　

	稽古
	practice

	kensen　
	剣先
	presence and power in the tip of the shinai

	kenshi　

	剣士
	kendoist

	kiai　
	気合
	a shout or yell

	kigurai　
	気位
	poise

	kihon　
	基本
	basics

	kime　
	決め
	striking with decisiveness and conviction

	kirikaeshi　
	切り返し
	basic exercise in which the sides of the men are struck repeatedly

	kōdansha　
	高段者
	kendoists with 5th dan (godan) or higher

	kyū　
	級
	ranking system for beginning levels (6=lowest, 1=highest), equivalent to white or colored belts in other martial arts

	maai　
	間合
	distance between you and your opponent

	rei　
	礼
	bow

	sanbon-shōbu　
	三本勝負
	3-point match (first person to score twice wins)

	seiza　
	正座
	seated attention position (on the knees)

	seme　
	攻め
	pressure applied to your opponent

	sensei　
	先生
	instructor

	shiai　
	試合
	match

	shinpan　
	審判
	referee

	shisei　
	姿勢
	posture

	sonkyo　
	そんきょ
	the crouching position which begins and ends each bout

	suburi　
	素振り
	basic exercise which simulates striking the men repeatedly, performed without bogu or an opponent

	taiatari　
	体当り
	hitting with the body

	taikai　
	大会
	tournament

	taisabaki　
	体さばき
	body movement

	tsuba-zeriai　
	鍔ぜり合い
	situation in which the players are close together, “tsuba to tsuba”

	yūdansha　
	有段者
	kendoists with rank 1st dan (shodan) or higher

	yūkō-datotsu　
	有効打突
	valid point

	zanshin　
	残心
	alertness, especially after completing an attack



Counting

	Japanese
	English

	ichi　
	一
	one

	ni　
	二
	two

	san　
	三
	three

	shi (yon)　
	四
	four

	go　
	五
	five

	roku　
	六
	six

	shichi (nana)　
	七
	seven

	hachi　
	八
	eight

	ku　
	九
	nine

	jyū　
	十
	ten

	hyaku　
	百
	hundred

	kai　
	回
	counter for number of times, Examples: ikkai=one time, nikai=two times, gokai=five times



Commands and Phrases Used During Shiai

	Japanese
	English

	dō-ari　
	胴あり
	awarding of the dō point

	enchō　
	延長
	match extension

	hajime　
	始め
	command to begin

	hansoku ikkai　
	反則一回
	1st hansoku (foul)

	hansoku nikai, ippon ari
　　　　　反則に回、一本あり
	2nd hansoku (foul), one point (awarded to the opponent of the offending player)

	hantei　
	判定
	command for the referees to decide the winner of the match

	hikiwake　
	引分
	draw (announces the end of the match)

	kote-ari　
	小手あり
	awarding of the kote point

	men-ari　
	面あり
	awarding of the men point

	nihonme　
	二本目
	“2nd point” (continues sanbon-shobu after one player has scored the 1st point of the match

	shōbu　
	勝負
	“match” (continues sanbon-shobu after each player has one point)

	shōbu-ari　
	勝負あり
	announces end of the match

	tsuki-ari　
	突きあり
	awarding of the tsuki point

	wakare　
	分かれ
	command meaning “separate” (time continues running, players separate centered at the referee’s flags)

	yame　
	止め
	command to stop



Commands and Phrases Used During Keiko

	Japanese
	English

	arigatō gozaimashita
　　　　　有難うございました
	thank you very much

	hai　
	はい
	yes (used to answer when called)

	hajime　
	始め
	command to begin

	hayasuburi　
	早素振り
	fast suburi, one count per backward step plus forward strike

	kamaete　
	構えて
	command to assume the kamae position

	kiai-o-dashite　
　　　　　　　　気合を出して
	“More kiai!”

	kiritsu　
	起立
	command to stand up

	men-no-uchi gokai　
　　　　　　　面の打ち　五回
	“basic men strike, 5 times”

	men-no-uchi sankyodo　

　　　　　　面の打ち　三挙動
	“basic men strike, 3-count movement” (1=raise shinai, 2=strike moving forward, 3=step back)

	men-o-tore　
	面を取れ
	command to take off the men

	men-o-tsuke　
	面を着け
	command to put on the men

	mokusō　
	黙想
	command to meditate

	naore　
	直れ
	command meaning “eyes front” (stop mokuso)

	nuke-tō　
	抜け刀
	command to draw the shinai

	onegai-shimasu　
　　　　　　　　お願いします
	“I request the favor” (said when beginning keiko with a more senior kenshi)

	osame-tō　
	納め刀
	command to put away the shinai

	rei　
	礼
	command to bow

	seiretsu　
	整れつ
	command to take the seiza position (on the knees)

	shusseki o torimasu　
　　　　　　　出席を取ります
	“taking roll call”

	suburi ikkyodo　
　　　　　　　　素振り一挙動
	1-count suburi (1,3,5,7,9=strike moving forward, 2,4,6,8=strike moving backward)

	suburi nikyodo　
　　　　　　　　素振り二挙動
	2-count suburi (1,3,5,7,9=raise shinai, 2,4,6,8=strike moving forward or backward)

	wakare　
	分かれ
	command meaning “dismissed”

	yame　
	止め
	command to stop

	yonkyū-ika wakare　
　　　　　　　四級以下分かれ
	“4th kyu and below dismissed"
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