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six characteristics / 6 $# ( £<5 &)

1. #48—10 (kenzen ichinyo) -- unity of ken and zen
2. ATARZ (riki ai funi) -- strength / love together

. SFEX4E (shushu koju) -- (1) defence / (2) offence
. NFRGE A (fusatsu katsuijin) -- not kill but awaken

. BIZE—{%X (goju ittai) -- hard / soft one whole

. #8F F{F (kumite shutai) -- paired practice

o0k W

I vesselS(7A) / i%:systems/ % :branches(lFLY)
n =& (vessels) -- & (wisdom) / & (body) / il» (heart)
» =% (systems) -- FiE/juho, #i%/seiho, flli%/goho
» —+F % (nijugo kei) -- 25 branches
seiho -- %
n SEE | BE (kotsu) / Bk (myaku) / B#E (kei)
system(s) of training
. ZE K (kihon) -- foundational body movements
. ;% (hokei) -- mastering the true significance

. EL¥EY (randori) -- learning how to apply hokei
. ;B E (embu) -- responding to opponent's attack

A WOWNPE

principle(s) in shorinji kempo

. ¥2HR% @ E/keimyaku no ri -- kyusho (2 FT)

. $93F o #¥/kagite no ri -- protection method(s)
. $EF D ¥E/teko no ri -- lever(s)

. B8 D ¥/kuruma no ri -- rotational motion(s)

. B A @ /hazumi no ri -- momentum

. other(s) -- nerve / motor reflex, psychological

OO0~ WNPE

% B /atemi: opponent: kyo/EE, attacker: jitsu/3

. 2FF @ {&I& -- kyusho/points. striking accurately
L5 (O & -- maai: appropriate distance

L5 O AE -- kakudo/angle: striking effectively
L5 M RE -- sokudo/speed: with great effect

. BB O E=E -- kyojitsu: proper moment

SN AN O

& /ma‘ai -- distancing

» F KR A /kihon maai -- basic -- one step one fist

lof 2 22/11/2019 14:40



about:blank

» 3 f8l/chikama -- offense/IREEfS1 & -- close maai
» = [H/toma -- defensive/fA B & [<F EBE/1Z D 5]

%e/sen -- initiative
» %t/sen -- (®t/tai no sen) -- mutual sen
= $ M %E/go no sen -- (¥F/machi no sen) -- waiting
» FEDSE/sen no sen -- (5 < /sensen no sen) -- before

KD F/Ki nosen

» BEFE D Jc/kihatsu no sen -- manifest
» R F O Ft/mihatsu no sen -- unactualized

Bfi @ #&/kaku -- teaching(s)

1. 5F (shu/obey) -- copy
2. B (halrender) -- apply
3. Bf (ri/detach) -- improve

K& -- element(s)

1 g - il
2. ffit/jutsu -- tactics
3. EiB&/ryaku -- strategy

technigues -- goho:@l% / juho: &%

nioken— {~F% -- single counter attack

sango ken— =% -- hand as guard, counter attack with kick

tenno ken -- K £%  -- defence and counter attack triggered by punch
byakuren ken — FH5#%  -- guarding hand or arm is used for counter attack
kakuritsu ken — fff 3% -- sequence of guarding against kicks and counter attack with kick
chioken-- HiE% -- defence and counter attack triggered by kick
kongo ken— 4[f|%  -- lock and hold opponent

ryuoken— HEF %  --techniques for escaping from holds

ryuka ken -- HEME%  -- ryuo ken techniques for throwing

rakan ken — #f{E% -- techniques based on traditional juho forms

goka ken— FfiftE%  -- throwing techniques, some guarding against goho
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