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Unifying Theory of Integration

	The Particular Nature of Integration 


As you may have guessed, the word Integration holds a special meaning with IMA.  More than a name, Integration is the single unifying theme of IMA.  Integration can be thought of as a purposeful interweaving (Fig. 1 and 2).  All IMA techniques (Integrals) were selected out of thousands to fit the vision of IMA.  

That Vision is the fulfillment of the Sphere of Attack and Sphere of Defense (to be explained later).
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Figure 1:    Integrated                          Figure 2:       Mixed                                    

The integrated picture has a clear pattern built from the individual components, components that in themselves are the whole of the picture.

The mixed picture has no focus or direction.  No reason for being.   Though a Martial Art style of purely mixed techniques can be combat effective, it cannot claim to have a singular focus, or integration.                        

IMA System Overview         

While the world does not need another Martial Art style, Martial Art styles need the information that comprise IMA.  From an academic standpoint, studying IMA can deeply advance the practice of any Martial Artist, due to IMA’s relentless focus on unifying theories and principles:
· Newtonian Physics

· Kinesiology

· Physiokinetic Principles 

· Classical Marital Art Fundamentals

All Martial Arts obey the same laws of motion, called Newtonian Physics.  All (for the most part) human bodies have the same parts, motions, and limits- Kinesiology.  And those parts move in 3 and 4 dimensional space in the same manner- Physiokinetics.  Developing this human movement into something useful for combat are the Classical Martial Arts Fundamentals: spinal alignment, balance and stability, rootedness, weight displacement, and breath control.  
IMA uses all 4 of the above topics and applies them to each technique to teach the student the how’s and why’s (science).  This accelerates learning and gives a deep understanding of the techniques being taught.
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So, from a foundational standpoint, IMA is not breaking new ground.  But having all the elements together and integrated with choice techniques, make IMA a powerful system.

The next section touches on the identity of IMA from a philosophical angle.

The Original Purpose of IMA
From the outset, the Purpose of IMA was two-fold.  First, was and will always be Self-Defense.  Second was to learn the secrets of the Martial Arts.  After months of hard-core research it became evident that the principles of science where the only unifying theme of the Martial Arts

One Art executes a round kick one way, and another Art a different way.  Is one Art wrong and the other correct?  Maybe, but the answer depends on the effect a particular Art is reaching for.  
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Jeet Kune Do throws a Straight Lead in such a manner as to use gravity to assist in delivering power, this is called, Projectile Motion, and is covered in Newtonian Physics.
[image: image8.jpg]


Shotokan uses a punch that is opposite to Jeet Kune Do, by staying rooted to the ground and relying on the Secondary Reactionary Force which is also covered in Newtonian Physics.
Are either of these arts wrong?  No.  They just use Physics differently to come to the goal that each art has set.  Jeet Kune Do is going for a rapid, pushing motion with its strike and Shotokan is working to generate Hydrodynamic Shock.   Nether is wrong, just working towards different goals
The Purpose of IMA is to know and identify the scientific difference to enhance Self Defense.

The Identity of IMA listed

As with any worthwhile endeavor, IMA developed her own ideas and philosophies.  For the sake of brevity, they will be listed below

Tenants of IMA

· You can always pose an intelligent defense

· No one has the unspoken right to touch you

· Use the appropriate level of violence
Components of IMA Teaching and Training

· Coordinated Body Control
· Matrixing
· Technique Analysis 

· Sphere of Attack and Defense

· Evolution of Motion

· Alternative Training Aids
· Solo-Training
· Theories from Physics, Kinesiology, and Physiokinetics 

· Curriculum Mapping
· Developing into a Unique Martial Artist
· Energy Conservation
Level Introduction
Due to her size, IMA is organized into seven levels, and incorporates theory and techniques in equal portions.  The foundation of IMA is Korean Hapkido- arguably the most naturally integrated Martial Art.
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In keeping with Hapkido, all angles of attack, all fighting positions and transitions, and all body parts as weapons are utilized.  Breaking from Hapkido are the specific defenses for specific attacks (although this is a bit of a misconception about Hapkido).  IMA chooses to let the student develop their own self defense arsenal; this is accomplished by teaching combat techniques whilst explaining the theory of escape.  Also breaking from Hapkido are theories dealing with Ki, and meridian pressure points.

It is the opinion of IMA’s founders that given a substantial taste of techniques, the student will naturally discover or choose what kind of Martial Artist they are: Traditional or Modern, Ground or Stand-up, Full Contact Karate or MMA, Fitness or Self Defense.

Secondary to self-discovery, the diverse technique list will familiarize the student with all areas of combat, so they are never in unfamiliar territory, but never pressure them to try and master something they despise.
IMA Techniques start with the basics and become increasingly more violent and brutal as the levels progress.  Self Defense is the Cornerstone.
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Level 1: White Belt

Strikes (Focus in Striking) (3 Laws of Motion)

1. Upper Body Standing: Cross, Jab, Hook, Uppercut, Forearms

2. Lower Body Standing: Front, Side, Round, Back, 

Trapping Techniques   (Introduction to Trapping and Circular Motion)

1. Technique: Live Hand

2. Technique: Distraction Strikes

3. Technique: Counter Wrist Grab

4. Breakaway: Wrist Grab Breakaway 1 (Pull Back Live Hand)

5. Lock: Forward Wrist Lock

6. Lock: Back Wrist Lock 

Ground Survival (Introduction to Ground Survival) (Basic Position Orientation) 

1. Technique: Two Ground Stances (Traditional and SD)

2. Technique: Guard, Mount, and Side Mount

Throws (Introduction and Balance Disruption) (Throwing Mechanics) 

1. Theory: Fulcrum, Lever, Load, Center of Gravity, and Mechanical Advantage 

2. Theory: Axis and Center Line

3. Throw: Basic Reap (Outside Reap)

4. Throw: Basic Hip Toss

5. Throw: Basic Shoulder Toss

6. Throw: Forward and Back Trips

Blocks, Shielding, and Evasion (Introduction to Sphere of Defense) 

1. Theory: Blocking Force

2. Block: High and Low

3. Block: Inside and Outside

Break Falls and Rolls

1. Falls: Seated Side, Left and Right

Stances (Spinal Alignment and Weight Distribution)

1. Theory: Static and Dynamic Balance, Rooting

2. IMA stance

3. Back Stance
4. Natural Stance
5. Horse Stance
Anatomical Targets

1. Metacarpals and Wrist

Level One Introduction

The focus of Level 1 is to familiarize the student with not just the strikes and techniques, but to familiarize the student with their own bodies.  Beginning martial training can be severely disorientating, especially when trying to learn the stances.  

Level One Strikes

IMA starts the new student off with all closed hand strikes.  Clinching a fist is instinctual to most people, and may be the only thing the student knows about fighting.  As the student progress through the levels 2-7, their hands will open more and more as they learn new techniques.  

Level 1 Kicking is restricted to the four primary kicks (front, side, round, and back).  In addition to being the four most useful kicks in a dozen different fighting arts, these four kicks require minimal balance and coordination.  Also, the student is not taught to kick above their waist until they are competent in striking below the waist.  

Level One Ground Survival and Sweeps

The beginning student learns how to take an opponent down early on.  Knowing the principles of leverage needs to be second nature, and as such, is taught early in training.

Ground Survival introduces the student with being on their back.  This, too, can be very disorientating and needs to be addressed early.  The IMA student needs to be comfortable fighting in awkward positions. Two fighting styles are introduced at this point, striking and grappling.  The ground stance is integrated from Tae Kwon Do and represents a striker’s threat response, in addition to a modern Self Defense ground posture.  The reverse of striking is the guard and mount positions; both fighting systems are introduced at this level for several reasons, not the least of which is so the student can begin to grow into the fighter he or she is most comfortable being.

The student is not expected to choose what type of fighter they are at this point, but they still need to be component in both styles, with respect to their belt level.

Level One Trapping, Blocking, and Self-Defense

Level 1 students are introduced to circular energy and motion (integrated from Aikido and Hapkido).  This leads the student into the two basic types of wrist locks (inward and outward).  These two wrist locks are the foundation of every wrist lock the IM student will learn.  The student will always be able to fall back on these two simple wrist locks in a heated confrontation due to their simplicity and removal from fine motor control.  

Like the four basic kicks, the four basic blocks are now introduced.  These blocks will serve the student by developing defensive muscle memory from the earliest point in the student’s Martial Arts career.  Next to balance and physics, having strong defensive capabilities is paramount in IM.  

Level One Stances and Breakfalls

IMA has several stances- some used for training, while others for tactical maneuvers.  The IMA On-Guard stance is the signature fighting and training stance for IMA; this stance represents a centralist approach that allows the student to shift from a Jeet Kune Do speed oriented stance to one of power and stability by simple foot shifting.  The back stance is taught so the student can withstand a massive frontal attack and still be able to remain upright.  Other, situation specific, stances will be introduced in later levels.   Horse and Natural Stances are tactical stances that serve specific functions in center of gravity exploitation and misdirection.

Breakfalls and rolls are taught to keep the student safe in a fall.  Also the rolls increase the student’s kinesthetic (Body Position in 3D space) awareness and familiarize the student with having their equilibrium rattled.

Level One Theory and Science

IMA is a theory driven art.  The purpose of IMA is to study human motion and apply that to the techniques listed in the curriculum.  The student will naturally develop out of this learning method, discovering what kind of fighter they want to be and what kind of fighter they are capable of being.  Recognizing weaknesses and working around them using science principles and technique modification provides the student with a flexible and logical way to train.

Theories of Motion, Mechanics, and Balance are introduced at this level as they are the basic building blocks of everything else to come.  Solid science theory flushes out opinion and bias and leaves the student with a true foundation from which to grow.

Level 2: Yellow Belt

Strikes (Sphere of Attack) (Physics Terms and the Nature of Energy)

1. Upper Body Standing: Backfist, Hammerfist Series, Palm Heel Series, Vertical Fist 

2. Lower Body Standing: Crescent Outside and Inside, Ax Outside and Inside

Trapping Techniques   (Introduction to Evolution of Motion) (Torque)

1. Technique: Shooting High

2. Breakaway: Wrist Grab Breakaway 2 (Hammerfist Assist)

3. Technique: Foot Trapping 

4. Lock: Side Wrist Lock

5. Lock: Left and Right Twisting Wrist Lock

6. Lock: Standing Arm Bar ( Drive to Ground Option

Ground Survival (More Positions and Offence Introduced) (Tactical Strike Selection)

1. Theory: Breaking Down

2. Position: Scarf Hold and Knee Mount

3. Position: Standing Base and Back Mount

4. Strikes: Palm Heels and Hammer Fists from Mount and Guard

5. Strikes: Front, Side, Round, Ax, and Up kicks from a Ground Stance 

6. Locks: Guard Armbar 

7. Choke: Triangle Choke

Throws (Rotational Physics) (Machine Elements and  Economy of Energy)

1. Theory: Pain and Lock Assistance

2. Throw: Shoulder Wheel

3. Throw: Floating Drop

4. Throw: Heel and Calf Rip

5. Throw: Double Foot Sweep

Blocks, Shielding, and Evasion (Block Matrixing) (Sphere of Defense)

1. Block: Inverted High and Low

2. Block: X-block High and Low

3. Shielding: Panic cover-up

4. Evasion: Side-Step, Bob, Weave, Duck, Jump, Back Lean, and Turning

Break Falls and Rolls

1. Rolls: Front and Back 

2. Break Falls: Crouching Side, Back, and Front

Stances (Introduction to Tactical Positioning)
1.  Prayer and Surrender Stances

Anatomical Targets- Vital Areas (Introduction to Target Selection)

1. Nose, Cheek, Solar Plexus, Chin and Ankle 

Level Two Introduction

Level 2 is the last beginner level, and touches on the final basic techniques needed for more advanced development.  Successful completion of Level 2 indicates to the student that they have the potential to become a dynamic Martial Artist capable of coordinated action and thought.  The student will also gain their first immersion into Analytical Martial Arts with the inclusion of the Laws of Motion, Machine Elements, Matrixing, and IMA theories of Evolution of Motion, Sphere of Attack, and Sphere of Defense.

Level Two Strikes
Strikes in Level 2 are used to build the skill set of the student, but also to demonstrate the science principles behind the mechanics of their actions.  Hand strikes show the final applications of the basic clinched fist while introducing the Palm Heel Strike- the first open hand strike the student learns.  Kicks are used to show the dynamics of the leg as an offensive weapon.  Crescents and Ax kicks where chosen due to the contrast of circular and linear motion.  Attacks and potential targets can come in all directions, and the student needs to be able to address this with dynamic kicking- this constitutes the students’ personal Sphere of Attack.

Level Two Trapping

The last basic wrist locks are shown here; all other locks of the wrist will be variations (usually improvised) of this basic set.  An arm bar is now introduced to teach multi-joint locking and to integrate the stand-up grappling with a transition to the ground.  These level transitions are vital to learn as they complete the full motion of a violent confrontation.  Also, Shooting and Foot Trapping are introduced to aid in the execution of throws and sweeps.  Interrelated concepts given in different sections help unify the whole of the system into a cohesive stream of movement.
Level Two Ground Survival

Four more basic positions are shown to help orient the ground fighter with commonly seen positions.  These positions need to be mastered from the point of view of the attacker and defender.  Going beyond basic positions, Level Two Ground Survival introduces striking and strike selection into the students’ studies.  Leg strikes are integrated from Level 1 and 2, showing the capability of the human body to adapt to different situations, while using the same body mechanics.  The safest hand strikes are demonstrated along with an argument for their usage- this is the first instance of tactical strike selection and will stay with the student through out their career.  

Level Two Throws

Throws in Level 2 were selected to show the student the different points on their bodies that can act as a fulcrum.  Mastery of these throws will enable the student to adapt to less-than-perfect situations through the knowledge of mechanical physics.  Pain assistance is covered as an additional tool to aid the student in performing a throw.   Pain avoidance is a nearly universal human trait that helps guide a difficult throw where the student may not have applied adequate coordinated body movement and lacks sufficient leverage to complete the throw.

Level Two Blocks, Shielding, and Evasion

Building on the foundation of Level 1, Inverted blocking is taught to give the student a midpoint in blocking force.  X-blocks and Cover-ups are also included to further develop the students’ defensive capabilities.  The best place to be is where there is no danger.  Keeping with that statement, many techniques of evasion are given in Level 3 from a simple lean to changing body position with a side step.  The side step is also the first movement the student learns that will break his or her stance.  Block Matrixing shows the student all possible movement they can make to fill their Sphere of defense.  Matrixing also reveals errors in combinations and weak techniques; when all possible movements are known there are no holes in the data stream and learning can be accelerated.

Level Two Break Falls and Rolls

Crouching break falls are covered to ready the student for more high impact falling.  Tactical rolling is also covered with the basic front and back rolls.

Level Two Stances

Prayer and Surrender are the final stances covered in the IMA Colored Belt Curriculum.  Both stances are tactical in nature and are given to either a grappler or striker based on what fighting style is dominant with the student.

Level 3: Green Belt

Strikes (Kinetic Energy and Force Equations) (Impact Types)

1. Upper Body Standing:   Knifehand (Edge of Hand) Series, Ridgehand

2. Lower Body Standing:   Knee Series, Scoop and Pendulum Series, Toe

Trapping Techniques (Work and Power)

1. Lock: Arm Bar (Hand Assisted)

2. Lock: Arm Bar (Shoulder Assisted)

3. Lock: Bent Arm Lock

4. Lock: Twisting Arm Lock (Corkscrew with Full Arm Snap)

5. Technique: Arm Entrapment Post Block (Haymaker, Cross, Grab)

6. Technique: Counterstrike Post Block (Haymaker, Cross, Grab)

Ground Survival (Evasion and Recovery Introduction)

1. Evasion: Back Crawl, Shrimping, and Bucking

2. Evasion: Sprawling (Takedown Defense)

3. Evasion: Side to Side with Elbow Guard 

4. Recovery: Back-Roll to feet

5. Recovery: Basic Stand-up

6. Technique: Head Control From Guard

7. Throw: Scissor Trip (Front and Lateral)

8. Throw: Two-Hand Trip

9. Throw: The Captain Kirk

10. Defense: Escaping the Mount

11. Defense: Escaping the Back Mount

12. Defense: Prone Defense

Throws and Takedowns (Intro to Takedowns)

1. Takedown: Single and Double Leg Takedowns

2. Technique: Shooting Low

3. Throw: Dead Arm (Clothes Line)

4. Throw: Knee Drop

5. Throw: Minor Inner and Outer Hooks

Block, Parry, and Shield 
1. Theory: (Simultaneous Blocking and Striking)

2. Parry: Left and Right, High and Low

3. Shield: Knee and Elbow Shield

Movement (Kinesthetic Awareness) (Moving from the Center)

1. Plus and X Movement

Anatomical Targeting

1. Groin, Throat, Side Ribs, Chin, Neck, Front, Back and Sides of Knee, and Shin
Level Three Introduction

Level Three is the first of three intermediate levels.  In starting this level the student should have the basic abilities taught in the previous two levels, along with a working knowledge of the science theory.  Level Three introduces the student to compounded movements and open hand strikes, and as such, is the first level not to take lightly.

Level Three Strikes
As stated in the introduction, Level Three starts the student with open hand strikes.  Open hand strikes maximize the pressure of a strike by minimizing the striking surface of the hand, allowing for a weak person to deliver a damaging strike to a much larger opponent.  Lower body strikes introduce tactical kicks that are used in certain situations.
Level Three Trapping

Progressing from single joint locks, Level Three starts the student with multi-joint locks of the arm, useful in arresting someone.  These techniques are integrated with post block actions to flow the previously learned blocks into this segment

Level Three Ground Survival

After spending two levels learning ground positions and basic survival skills, the student is now taught how to get back up if they choose fight in a standing position.  The reverse is also taught with evasion, tripping, and defensive techniques if the student wishes to remain grounded.  Either way, the student learns, by Level Three, all level transitions.

Level Three Throws and Takedowns

The key lesson here is the takedown, which, in IMA, means to go down with your opponent.  Useful more in sport, takedowns are still a viable self defense option and must be covered.  The throws build on the previous level’s throws and add different variations, so the student is comfortable will filling their Sphere of Attack and Defense.

Level Three Block, Parry, and Shield

Here the student learns the important lesson of striking while blocking; this action saves time and enhances economy of motion. Parrying is taught to augment the trapping segment, and full body shielding is also taught.  Full body shielding can be a vital component of defense in self defense and in sport when you know the attacker is attacking, but not from what angle.
Level Three Movement

Plus and X movement teach the student about shifting body weight in the direction of the major angles.  Other angles will play a part later, but this is just the beginning.  Coordinated body motion and weight pouring are also covered to help the student with weight shifting and with keeping their dynamic balance.

Level Three Science and Theory

Two different, yet interrelated equations are taught at this level, Force and Kinetic Energy.  Both can be a measure of striking power, but use physics differently.  
Level 4: Blue Belt

Strikes (Generating Power) (Hydrostatic Shock) (Impulse)                

       1.    Upper Body Standing:   Ox Jaw (Web of Hand), Elbow Series, Slap Series
2. Lower Body Standing:   Saddle, Mule, Stomp,  Hook, and Punt Kicks

Trapping Techniques (Dynamics of Small Joint Manipulation)

1. Theory: Small Joint Manipulation 

2. Lock: Index Finger and Pinkie Back

3. Lock: Index Finger and Pinkie Bent Twisting

4. Lock: Left and Right Bent Twisting Wrist Locks

Ground Survival (Development of Levels 1-3 and Position Advancement)

1. Evasion: Lateral Evasion and Log Roll

2. Lock: Body Lock from Guard

3. Recovery: Scrambling back to standing

4. Technique: Knee Press from Mount

5. Technique: Leg Throwing

6. Technique: Passing Guard to Mount

7. Technique: Passing Guard to Side Mount

8. Throw: Log Roll Trip

Throws and Takedowns (Developing More Throws)

1. Throw: Scooping Throw

2. Throw: Shoulder Twist Throw

3. Throw: Figure-4 Arm Lock Takedown

4. Throw: Shoulder Wheel

Block, Parry, and Shield

         1.      The Elbow Guard (With Optional Head Grab)

Movement

1. Feinting and Baiting

Anatomical Targeting

1.  Throat, Testicles, Metatarsals, Inner Ear
Level 5: Purple Belt

Strikes:  (Thrusting and Pushing)

1. Upper Body Standing: Rising Tiger, Spearhand Series, Claw Hand, Spinning: Backfist, Claw Hand

2. Lower Body Standing: Spinning: Side, Back, Hook, and Crescent Kicks

Trapping Techniques  (Introduction to Pins and Holds)
1. Position: Clinch
2. Holds: Basic Come-Along
3. Holds: Standing Hammer Lock (Wrist Lock or Throat Grab)
4. Holds: Full Nelson and Bear Hug
5. Holds: Standing Head Lock (Pain Assisted)
6. Holds: Side Head Lock (Pain Assisted)
7. Holds: Face Lock (With Thumb Eye Press)
8. Holds: Standing Rear Head Lock
9. Pins: Armbar with Foot to Neck
10. Pins: Armbar with Knee to Neck
11. Pins: Knee to Tricep Tendon 
Ground Survival (Introduction to Targeting Vital Areas)

1. Strike: ½ Standing Body Slam (Skull Cracker)

2. Lock: Can Opener from Mount

3. Lock: Face Lock (With Optional Eye Press) from Mount and Guard

4. Pin: Elbow to the Eye

5. Pin: Face Press from Mount

6. Strike: Head Slam from Mount

7. Technique: Pressing Nose Break from Guard and Mount

8. Technique: Single and Double Ear Tear from Guard

Throws and Takedowns (Advanced Technique Development and Kneeling Throws)

1. Theory: Scooping

2. Theory: Takedown Safety

3. Throw: Front Foot Sweep/Pick

4. Throw: Kneeling Wheel Toss

5. Throw: Under Hook Hip Throw

Movement

1. Shuffle, Lunge, Pivoting, and Side Stepping
Weapon

1. Bo (Long Stick): Basic Strikes, Blocks, Hand Positions, and Bo Movement

Anatomical Targeting

1. Eyes, Tricep Tendon, Lips, Clavicle, and Hair
Level 6 Brown Belt

Strikes:  (Concussive Force and Shock) 

1. Upper Body Standing: Head Butt Series, Shoulder Ram Series, Bite and Spit
2. Lower Body Standing: Jumping: Front, Side, Ax, Crescent, Punt, and Stomp; Hip Ram 
Trapping Techniques (Introduction to Escapes)
1. Escape Theory: Breaking Down and Making Room

2. Escape Theory: Anatomical Targeting

3. Escape Theory: Level of Violence and Kinetics

4. Escape Theory: Technique Modification, Evolution of Motion, and Technique Failure

5. Escape Example: Bear Hug (Concussive and Flowing)

6. Escape Example: SS Wrist Grab (Concussive and Flowing)

7. Escape Example: Mount (Concussive and Flowing)

8. Escape Example: Side Head Lock (Concussive and Flowing)

Ground Survival (Further Lock Development)

1. Lock: General Shoulder Lock

2. Lock: Squatting Inverted Arm Bar

3. Lock: Figure-4 Ankle Lock and Ankle Guillotine 

4. Lock: Neck Crank and Knee Bar
5. Lock: 2 Handed Neck Break From Guard

Throws ( Pressure Point Assist)

1. Throw: Hand Assisted Standing Leg Pick (Bear Hug and Side Head Lock Defense)

2. Throw: Hip Wheel

3. Throw: Jugular Notch Slam

4. Throw: Pulling Head and Twisting Head

Alternative Weapons Introduction (Pressure and Surface Area)

1. Theory: (Hard, Thin, and Hot)

2. Mechanical Pencil and Telescopic Baton

3. Torch Lighter and Pocket Knife

4. Key chain stick (Yawara)

5. Magazine

Movement

1. Blending Movements

Weapon

1. Arnis (Medium Stick): Basic Blocks, Grips, Strikes, and Guard Positions

Anatomical Targeting:

1. Cheeks, Eye Lids, Arm-Pit, Inner Elbow, and Jugular Notch

Level 7 Red Belt

Strikes (Coiling and Ballistic Strikes) (Projectile Motion and Gravity) 

1. Upper Body Standing:  Index Finger Eye Strike, Twin Finger Eye Strike, The Straight Lead

2. Lower Body Standing: Side Drop Kick, Low Spinning Heel Kick (Scorpion’s Sweep)

Trapping Techniques (Choke Theory- Blood and Air Transport)

1. Choke: Rear Blood Choke (Using Forearm and Bicep)
2. Choke: Rear Air Choke (Using Forearm)
3. Choke: Guillotine
4. Choke: Rear Lapel Choke
5. Choke: Single and Double Web of Hand Choke
6. Choke: Smothering Neck Lock 
Ground Survival (Choke Development)

1. Choke: Cross Collar Choke From Guard and Mount
2. Choke: Paper Cutter Choke and Choke: Scissor Choke from Guard
3. Choke: Hell Strangle
4. Choke: Murder Strangle (With Optional Trachea Press)
Throws (High-Impact Throws)

1. Takedown: Basic and Reverse Suplex

2. Takedown: DDT

3. Takedown: Standing Head Lock to Head Drive

4. Throw: Basic Body Slam

Odd Situations (Introduction)

1. Seated Attack and Defense

2. Defending against a Massive Attacker

Weapons

1. Nunchuck: Basic Strikes, Blocks, and Movement

2. Short Stick (6” Stick): Basic Strikes and Hand Positions

Pressure Point Fighting (Theory, Application, and Timing) 

1. Theory: Pain Avoidance and Panic

2. Fists: Single Knuckle, Thumb, 4-Knuckle, Double Knuckle, Middle Knuckle, 
3. Grips: Talon, Bee Sting, Thumb Grasp, Hand Grasp
4. Techniques: Striking, Poking, Pinching, Digging, Twisting, Ripping
5. Special Targets: Eyes, Ears, Tricep Fat, Between Ribs, Between Metacarpals,  Eye Lids, Hair, Nose, Sternum, Arm Pit, Spine, and Mouth
Anatomical Targets

1. Wind Pipe, Carotid Arteries, Spine, Base of Skull, and Heart 

Testing Requirements
Testing requirements per belt level may vary a bit per person, but will have a unifying theme: To show competency in the new techniques, improvement with previous techniques, and development of personal self defense drills.

Any of the following may be used in any belt exam after level 1.

· Any Previous Theory or Technique

· General Fitness

· Double Kicks and Strike Combinations

· Balance and Stability Test

· Science Knowledge

· Combat Knowledge

· Student Developed Self Defense Drills

Students that pass may train in the next level.  Some students may need to completely re-test, while others may only need show improvement in one or two areas before earning advancement.  

Good Luck.
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