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Kendo Script from Takano Sasaburd (1= 2714 = H[5) Sensei
Translated by Imoto Takafumi (H:AF&32)

FORWARD

| am translating the script from a book “Rl{E #E Series 4”
published by KokusaiShakaijinkendoClub (EEEtt& A RIE 7
7 7). Agroup of EfEt= ARIE 2 T 7 came to Los Ange-
les in 2002. Kato Hirao (JNE&ZHE) Sensei, a chairman of the
club at the time, received this script from Murakami (#f_E)
Sensei who told him that he received from Mori Torao (5
HE) Sensei. The copy of this script is written by Takano
Sasaburo (%&£ =FF) Sensei.

It is my (F4%3C) desire to pursue today’s Shinai Kendo Waza,
how derived and in particular what Takano Sasaburo (15 B
=BR) Sensei is trying to tell us about Kendo in prewar times.

The Ittd-Ryu was introduced by the founder It0 Ittdsai ((FE—
JJ3) and taught through Ono Jirduemon (/NEFIR BR A 7FH),
Ono Gydo (/NEFZEHE), Yamaoka Tetsshi (LI fE#%St) and then
Takano Sasaburo (B EF£ =BR) Sensei.

The script lists headings. Each heading has a paragraph to de-
scribe/explain what this heading means and elaborates the
Kendo Riai (RIZEFE4"). However, the Japanese language used
is Kobun (53C) including Kanbun (E3Z) during Meiji(BATR)
era, 1868-1912. It is very different from the modern Japanese
language.

Most of the headings were translated with some original Jap-
anese words left as is for further study. | would like to leave
room for corrections and or additions for pursuing true mean-
ings that Takano Sasaburo (/& Bf#2 =BR) Sensei has intended
to say.

At the end of this heading %% /L» ® & there are additional
headings, some duplicated, without explanation. | think Taka-
no Sasaburo (/& % = Ri) Sensei did not have time to finish.
The script is dated B4 249 A (1908).

There are, in the end, itemized (1-45) script written in modern
Japanese language. The script may have to do with Mori
Torao (ZRE 5 ) Sensei because he had this Takano (& &)
Sensei’s script for a while and handed it over to Murakami (£
_F) Sensei.

Ko shu ko ryd

Original, Revised Date: 05/18/2011, 05/10/2017

F R
Ko shu ko ryd
FHHMMPE:  Onewho learns and practices Kendo must al-
ways make a constant effort to improve oneself. fLEFE T,
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R B BIE LB
Ken do kyo ho shin toku

CUBCE: € N5 Preparation to learn Ittd-Ryu (—JJ
JE): Kendo match is & Ji{k, #FHI B, Accordingly, you
must be RS R, BHREML., BIEEE. — WA
(founder of Itto-Ryu) Itd Ittosai (HEE— JIBT) Sensei said
Banbutsu no Ri, T# D (Reasons for all the things between
heaven and earth) is on this 1ttd (—JJ). Ittdo-Ryu teaches, as in
Myoken (#&I]) and Zetsu Myoken (fa#D4#l]), Shin-Ki-Ryoku
Itchi (025 /7—2%) with Munen-Musd no Kamae (2448 D
# %). See Addendum for this explanation.

Mz FE
Chi kei no koto

M Z B Geographical position for a fight, if there is a
choice, should be chosen so that you are higher position than
your opponent and slope down rather than sloping up position
to take full advantage of your opponent.

“ZHBfo®E

Ni no me tsuke no koto

“Z B fto®s: Beside you view your opponent en-

tirely as one there are two other places to watch and pay at-
tention. They are opponent’s fist and Kensaki (tip of Shinai).

g% OF

Kiri otoshi no koto

) % D H: Kiriotoshi Waza is to strike your opponent un-
consciously at the same time you knock down opponent’s
Shinai just like the sparkling when a flint and steel are struck
hard. Do not think that you are going to strike after you
knock down opponent’s Shinai.

EiLDOFE
En kin no koto
¥® UT D BF:  Show your MaAi such that it looks distant for
the opponent (TOma), but closer to you (Issoku-Itt0 distance).
Standing taller and making the distance from you and tip of
your Shinai shorter will help.

Bt DOE

Iro tsuki no koto
&, £+ ™ BE: Do not sway your mind by the color of oppo-
nent’s tact such as unusual stance or voice.

Original, Revised Date: 05/18/2011, 05/10/2017

HLDOE
Me gokoro no koto
H .L» ® E-: Do not look opponent by your eyes, but look
through your heart, because there is always doubts when you
see with eyes.

B ETZE
Oju jo ge no koto fu do shin
BEEX _E N ZFF: This word has the same meaning as &0

(immovable mind). Have flexible mind able to respond to any
situation although Shinai moves squarely up, down and
sideway (8§82 - F). What stays in the middle is your heart,
and it must be immovable.

M EE L DF
Ko gi shin no koto

JN & L» @ B Do not produce doubtful mind about your
opponent’s move and do not try to deceive like a fox (JIL), or
you will get hit. Do your business (kendo).

LAY NOR: 3
Sho fi no koto

¥ JE. @ E-: You must break the Pine Tree and Wind relation
in Kendo match. There is no win or lose situation when you
resist very hard against strong wind and become gentle when
the wind is a week. Your Kendo will improve as your moral
education improves. These HIZ, BH, M, B3k, FWr,
Koy, BE, STAEL, SALAE AL are the elements
of Bushi-Do sprit. If you lose these elements, you do not ben-
efit from learning Kendo.

EMLEOF
Mu ji shin td no koto

JEHL.LVE O Do not think about things other than what
you are facing now. Face your opponent with one thing in
mind to defeat him. Focus on what you are doing.

M o F

Ma no koto

] @ ZE: It is very importance to realize that Issoku-Itto dis-
tance is approximately 6 feet from your Tubamoto to your
opponent’s Tsubamoto. This MaAi is alive, constantly varying
and it is up to you to take advantage of this distance.
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RLoOFE

Zan shin no koto

¥ 0> @ B This Zanshin has a different meaning from
what we normally know as an alertness after the strike. It
means to attack wholeheartedly without leaving your mind
behind.

Rei shiki

L K

I ko (kurai gamae)

AR

Tai do

kB

Ta chi no mochi kata

NDANE ]

Ma no koto

i3

Da totsu ho

fTRF

Utsu ke dokoro

T 7 B

Tsuku ke dokoro

R P

Sa yi soku no shin tai

EARR/EER

Ki ai o haka ru koto

[RETENVE

Ka ke goe no koto

wrE/F

Tai ata ri no koto

NIV

Kuchi hira ki kata

0BxF

Shino ki kata

B X

Me no tsukedokoro

iR 7 BT

Original, Revised Date: 05/18/2011, 05/10/2017

10.

11.

12.

13.

14.

LIST OF SCRIPT

A beginner should practice Waza as big as possible, Shinai
swing time as short as possible and work as hard as you
can.

Your posture and attitude must be correct.

Posture is important in Kendo. You cannot do Kendo with
bad posture.

Practice kendo knowing that you will get hit if you fail to
make a Yuko Datotsu.

Step forward even if it is a toe length when you start ken-
do match with “Hajime.” Some Kenshi moves to the side
as soon as the match starts. That is a very bad practice.

Your rear foot must always follow on the front foot imme-
diately when you step forward. Conversely, your front
foot must always follow on the rear foot immediately
when you step back.

Your thumb must be pointed down when you grip Shinai
with your hand.

It is not a good practice to hit each other from Chika-Ma
(FT[E), close distance.

Win by Seme (¥, pressure attack) first and then strike.
Winning by strikes without Seme is not good.

Learn basic Waza, Men, and Kote first for beginners. D0
and Tsuki will come naturally.

Strike Men with right foot (Fumikomi Ashi) stepping out
just before stepping on the floor.

Do not raise your knee up as you step out right foot. Start
with sliding motion first and step out with your right foot.

Attack (or fake to attack) your opponent’s right hand’s fist
by lowering your Shinai Tip (Kensen-#I|4&) if there is a
chance to do this and then strike or thrust opponent when
he flinches.

When you attack(Seme) with Kensen (&42) lowered, it is
not a good practice to lower your hip at the same time; ra-
ther, move forward even if it is half a step and thrust or
strike when opponent flinches from this Seme.
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15.

16.

17.

18.

19.

20.

21.

22.

23.

24,

25.

26.

KYOHOSHINTOKU(##=/0:45%) for PRACTICING KENDO published by EfEftS ARE Y T 7
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Strike when your Seme moved opponent’s Kensen away
from your way.

Study footwork so that your rear foot always follows be-
hind your front foot.

Always show Zanshin (guard opponent) when you strike

right DO (A5 fiF).

Step forward as a block against opponent’s Tsuki thrust
rather than stepping back.

The best chance for Yukd Datotsu (4 Zh41%4, valid strike)
is to catch at Debana (H{¥) or Hikigiwa (51E%). The mo-
ment your opponent is about to step forward or about to
step backward. A light hit is okay in this case.

When you strike, push out your right hand, but your feet,
abdomen, and arms must be united together in harmony.

It is a chance to strike when your opponent does not react
to your Seme by pushing off his Kensen (®4&). If he re-
acts by pushing back, then it is a chance to strike from Ura

(%) side.

When you strike Men by attacking under opponent’s
Kensen by wrapping around, he might attack your Kote. In
that case, all you need to avoid this Kote is to extend your
arms straight. His Kote is not valid

It is not a good practice to hit hard opponent’s Shinai from
Ura (38) side for Seme; rather, push lightly from Omote
() side and keep your Kensaki (&l5%) center of oppo-
nent’s body.

When you strike Kote, your body should not bend or tilt to
the side to view your opponent’s Kote; rather, strike with
a straight body posture. Moving your right foot in front of
your left foot will help.

When you strike Men from Issoku-Itto (— &—JJ) dis-
tance (MaAi), push your opponent’s Shinai lightly to keep
it off the center of your body (Seme in with your body, not
with your arms) and then strike with a small Men.

When an opponent comes to Men strike, your DO counter
attack (Oji D6 Waza) should be made with the following
feeling: Wait and parry when his Shinai reaches to your
hair and his hand is fully extended. Same for Oji Kote.

Original, Revised Date: 05/18/2011, 05/10/2017

27.

28.

29.

30.

31.

32.

33.

34.

35.

36.

37.

38.

39.

40.

After you strike Men, do not raise your arms up over your
head but show Zanshin right away.

Block Right Kote strike using Monouchi and Left Kote
strike using the middle of Shinai. For Men strike raise
Shinai straight diagonally up and never block by swinging
your Shinai side way. (Block D0 strike using Tsubamoto)

When an opponent comes to attack, do not parry side way,
but use Suriage motion to strike back.

Striking Hiki Kote without strength from the abdomen is
not Yuko Datotsu (not valid strike).

Do not swing up Shinai over your head (Furikaburi) imme-
diately after striking Hiki Men. (Refer to Kendo Kata #5)

When you are facing an opponent with Jodan Kamae,
block your right Kote with your Shinai tip and left Kote
with your Tsuba and then step forward.

When you are Jodan Kamae, your hand grips should be
loose and grip at the moment you strike.

When opponent strikes from Jodan Kamae block your
right Kote with Kensaki and do not get agitated.

When you are Jodan Kamae, do not back up or be defen-
sive. That is a loser.

For Ai-Jodan (#H_EE%) Kamae, when an opponent comes
to attack Kote, you parry with your body by stepping back
and then step forward for counter attack; never use the
body or arms alone without footwork to avoid this Kote
strike.

For Tai-Atari (24 ¥ ) you must push your opponent arms
upward by lowering your hip and arms.

You do not feel defeated if you make one step forward
with good Kamae when an opponent attacked you. Do
not flinch when you do this.

Catch opponent’s Okori (2 Z ¥ , begin to attack), and hit
as small as you can.

Practice watching MaAi. Always attack with a spirit of Sen
(4%, ahead), find a chance to strike and practice striking
even though you might miss or the strike is incomplete.
Practice Kiriotoshi (8% L) and Sutemi (¥&5&).
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41.

42.

43.

44,

45.
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Your right foot toes must be directed toward your oppo-
nent. If not, there is no sense practicing Kendo.

Kirikaeshi (8] ¥ #% L) removes bad tension on your shoul-
der; therefore, without raising your shoulders, relax and
move your arms over your head (Furikaburi) just enough
to see your opponent between your arms. From this posi-
tion strike diagonally down to your opponent’s left side
first by aiming at 3" Men-Gane (f4) from the top. Do
not swing horizontally.

Receive Kirikaeshi to help extend your opponent’s arms
and diagonal cut by moving your Shinai vertically and from
an up position to down position as you sweep left to right
and right to left. Never receive to snap back opponent’s
Shinai.

The last Men Uchi for the Kirikaeshi must be Yuko-Datotsu
Men. That is to strike with Monouchi from Issoku-Itto dis-
tance with spirit and timing of Ki-Ken-Tai no ltchi.

There are two eyes to see in Kendo. One is to look visually,
and the other is to perceive with heart from what you see.
The visual look has many tasks but has a small value;
whereas, perceived look has a big value and contributes a
lot to the way of kendo life. Refer to Kan Ken Itchi (1 .

— ).

If possible to strike drive into from Toma (3 ), far dis-
tance.

Do not practice for your benefit, but share it with your
partner.

ADDENDUM
by Ted Imoto

Shin-Ki-Ryoku Itchi ((Lx5&77—%X): We do not hear this word

used in prewar times anymore because this was replaced

with Ki-Ken-Tai Itchi (RAIE—E). It is controversial to say
the two words have the same meaning since the word is
spelled differently.

Takano (/&%) Sensei explains that Ryoku (/7) as follows:

1) Itis a vessel (%) to be utilized.
2) Itis Waza (%) to be learned

Original, Revised Date: 05/18/2011, 05/10/2017

The vessel (#%) is Tai (f4%); namely, your body and Waza (£%)
means Ken (&) in Ki-Ken-Tai ltchi (RA{E—2%). Therefore,
Shin-Ki-Ryoku ltchi (:Ls&.77—%X) have deeper meaning by
the addition of Shin (:[»); namely, your heart and combining
Ken and Tai together as Ryoku (/7).

Ki-Ken-Tai Itchi (KRRI¥E—%L) was derived from Shin-Ki-Ryoku

ltchi (:Lx5.J1—%X) after the War for simplicity of teaching
and students learning Kendo more like a sport. For ad-
vanced students, there is another word “Shin-Ki-Shin-Gan-
Gi no ltchi (LERF B D—2KX).” That has the following
meanings/teachings:

1) Shin (:.[») means “Heart” to be calm and immovable
2) Ki (&) means “Mind” to be quick and flexible

3) Shin (&) means “Body” to be light and spontaneous
4) Gan (HR) means “Eye” to be clear and alive

5) Gi (%) means “Waza” to be intense and undefeatable

Analysis and Comparison:

The mental elements Ki (&) and Shin (:L») ought to be to-
gether, but they are often conflicting; therefore, Shin (L)
must be added to Ki-Ken-Tai no Itchi (KRIED—).
Similarly, the physical elements Shin (&) and Gan (HR)
ought to be together, but again we see that they are often
conflicting; therefore, Gan (HR) must be added to Ki-Ken-Tai

no Itchi (KRIED—EK).

The Ken (#l]) in “Ki-Ken-Tai no ltchi” means Waza (%) and
possibly means Shin (:[») and Tai (&) as well.

The important thing is that all these five elements must be
linked and act together for Kendo Yuko Datotrsu.

Munen-Musd no Kamae (/S HEAEDHE 2 ) is the Kamae with

no intention and no thought. You mentally empty your
mind so that your opponent can not perceive anything out
of you.
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