More Details on Pell Work and Fighting
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Here are some explanations and pointers that can help you find the right direction.  Pell work is not to learn power but rather to gain muscle memory and correct form.  Thus smacking the pell as hard as you can is not what I am looking for.  Control, control and more control.  The feeling of doing it right 100 times in a row right is worth it.  Combinations shots win fights.  The more shots in your combinations the more likely you will win.  Three to six shot combinations are what you are striving for.  Not to say a few eight to ten shot combinations up your sleeve wouldn’t hurt.
Note: You should do both arms when doing the pell.  That is the only real effective way you will build your prowess for those times when you lose an arm.  If that is what it takes to get past that nemesis, wouldn’t it be great to blow them out of the water?  Keep your raps to a minimum when working the pell.  Often fighters get into trouble with their elbows and shoulders.  If you do have to work raps for an extended period please take them slow and really work on perfect form over power.
Fighting is often won in the will not the prowess, thus the better fighter does not always win.  As your skills advance so will your will power.  Take the time to build up your control over your fears, your control over your emotions and find a way to be self confident.  Your feeling about yourself will come across to those you cross swords with.  A good and knowledgeable fighter will sense there is weakness and he/she will exploit it.  Mask your feelings, give an appearance of total control and take charge of the field.  Domination is your goal.  Break their will and you will win almost every time. That is the way to move up the pecking order.  Keep the reinforcement of your dominance over those below you and work to crack those above you.  
Below is a list of combinations shots I have already made available to you.  Please call me if you have any questions on how to do them.  Put faints, stutter steps, off speeds and short stroke shot in as you can.  Anything to put your adversary in disarray is a good thing.  Often you can talk a person into losing.  It’s fun to watch a guy lose his nerve.  Do unexpected things like slapping your shield or leg (creates an odd noise that cause folks to look), smile, laugh or even tell a joke.
Moving is your best defense.  Those static towers of fighters are only trying to make you fight on their terms, don’t let them.  Make them move (making them uncomfortable), shift back and forth (it give the appearance you have spotted a flaw in their stance, thus making them uncomfortable once again), count out the step between you and them so your feet are where you want them and theirs are not (giving you an advantage).  Do little things that cause them to stop and figure out what you are doing.  Distraction and deception are your allies.  Make them fear the unknown.  Fear profits them nothing and cost them precious time to evaluate the situation.  Always have a plan and a back up plan.  Up here the better fighters believe they can turn me shield side exposing a weakness in my defense.  Let them think things whether they are true or not and find a way to exploit it.  
Talk with folks to find out what is the best way to handle someone.  They will sometimes give you a pointer or two that you can bring home and share.  Then we can exploit it.  We will go over things here in this forum and give advises to see how we as a group can learn and become stronger.  Again take the time to write things down while they are fresh.  Keep a notebook handy to jot down notes and thoughts.  It would be a good thing to have a portfolio on the better fighters to draw upon.  All our ship should sail in the same directions with purpose and design.  Thus making our Linage and Legacy worthy.
Training for Heavy Fighters
Shots
1)      Flat (a shot that strikes your sword side)
2)      Off-side (a shot that strikes your shield side)
3)      Slot (a shot that strikes straight down)
4)      Rap (a shot that does a wrist roll around and snaps back to the target)
5)      Scoop (a shot that wrist rolls up)
6)      Punch (a shot that is a punch just past the target)
7)      Scorpion (a shot that wrist rolls down over your head)
8)      Combination (a series of shots that may repeat or utilizes many different shot)
Stance & Foot Work
1)      A stance is how one stands ready for combat
2)      Foot work is how one move in armor to approach and retreat in combat
3)      Lead foot (the foot that is closest to your opponent)
4)      Right foot forward
5)      Left foot forward
Combination
      Two Shot Combination 

1)      Double Flat
2)      Double Off-side
3)      Flat to Off-side
4)      Off-side to Flat
5)      Punch Flat to Flat
6)      Punch Flat to Leg Rap
7)      C cut (Flat to Off-Side leg)
8)      Off-side to Rap Leg (Pass by)
9)      Flat to Thumb roll Rap (Ear or Leg) 
10)  Thumb roll Rap to Leg
11)   Scorpion to Flat (ear or Leg)
12)   Off-side to Scoop
Three Shot Combination
1)      Double Flat to Off-side
2)      Double Off-side to flat
3)      Flat to Off-side to flat
4)      Off-side to Flat to Off-side
5)      Off-side to C cut (Flat to Off-Side leg)
6)      Off-side to Rap Leg (Pass by) to Flat
7)      Triple flat
8)      Triple off-side
9)      Double leg rap scoop to inside thigh
10)  Thumb roll Rap to Leg to Flat 
11)    Punch Flat to Flat to off-side
  Punch Flat to Flat to thumb roll rap (leg of ear)
 

