
Handling the epee assault 
(notes for the students of Maestro Giancarlo Toràn) 

 
More than the technical ability (the actions you are capable to perform), it is the tactical intelligence (the choice of the 
action to perform, among those you know how to do) that determines success or failure, in the epee bout. However, 
it is not enough to know how to choose the right action to take: one must also know how to keep the decision taken 
(it is less easy than it appears), without revealing it for nothing to the other with evidences (he can see too and will 
draw the consequences) and repetitions (if you tried and failed it, disguise it by pretending other actions, so he will 
forget). 
Remember that you need to know how to evaluate your physical condition (to improve it, you had to think about it 
first...) and the psychological one. If you're low on energies, but even if you feel at your best, you need to know how 
to how to manage yourself. But the other also has the same problem, and you must know how to exploit his mistakes 
and his weaknesses. Know how to use his breaks for recovery, as well as the ones for reflection. Always remember to 
breathe deeply, to absorb oxygen, and to regain lucidity. Observe yourself and your opponent, and then decide 
whether to speed up or slow down the bout; whether it is appropriate to risk it, or whether to wait for him to do it. 
Since the opponent, like you, can also decide to take the initiative, you must be prepared to counter him in various 
circumstances.  

Let's outline them like this: 
1. Deuce 
2. Advantageous situation 
3. Disadvantage situation 

 
Deuce: It is the initial situation of the bout, but it can also re-occur several times later. In epee it is good, initially, 
that your opponent runs the greatest risks, if he is more impatient. If you still don't know your opponent well and his 
ways to react, at the beginning forget the blows to the foot and the attacks in depth, especially when marching, and 
on an opponent who retreats: these are risks that you can and will have to take in case of disadvantage, if time is 
running out. Take advantage of the available time (during the assault, in the breaks) to memorize information about 
the opponent and set up the best strategy for his characteristics. Meanwhile, act as if you had the advantage, using 
techniques and tactics typical of the following situation. 
 
Advantage: Remember that in this situation the time works for you. If the other is not on a hurry, don't try to prove 
to him at all costs that you know how to be more stupid than him. Wait for him from a longer and safer measure. If it 
doesn't fit, press him too (counter-initiative), but only in order to recover the piste, or make him move when you want. 
Generally speaking, let the other one start, and try the double-hit (therefore, with a little courage, attack going forward 
not backwards), and always on his advance. Don't give iron, to force the other to shoot at the body (be careful, 
therefore, not to catch a blow to the foot!), ready to hit on his hit, preferably forward and with a flèche at the body 
(minimum opposition or none: it doesn't matter if the other one arrives too). Since it is probable that the opponent 
advances in counter-time, hit straight at the body, very ready to put in a remise (always practice this a lot). Never 
attack with feints, if you are not sure of the opponent's parry. Better, however, straight attack and remise. Set yourself 
not to parry, except in exceptional cases: the other could precede your riposte with his remise. 
Avoid starting, when pressed, always from the same point of the platform (for example, when you have your feet on 
the last element), in order not to be predictable. Recover ground whenever you can, feinting attacks and decide first 
your start zone, different every time, and always (I repeat) on his step forward (the first foot, not the second). 
You can deviate from these principles when your lead is large, ready to roll back if attempts go wrong. If you want the 
bout to last for a short time (because you ran out of gas) and the advantage is consistent, you can also provoke the 
double hit by quickly advancing uncovered (without giving the iron), to induce the other to hit straight and conclude 
with the double (going forward, not backward). 
 
Disadvantage: In this case, it's up to you to take the risk. If you have the time, it's worth checking if the other person 
is so impatient to make to you the gift of coming closed to pick them up. If time is short, keep constantly the initiative 
(it's up to you to move forward and keep him in his half: if you don't succeed, but he doesn't start, he's cheating you 
well). Bring him quickly (but also, time permitting, with all the necessary patience) to the bottom of the piste and then, 
attack the very advanced targets (hand, foot) after running interference (beats, pressures, invitations, feints to other 
targets, sudden accelerations and breakings), always ready for the counter-time and for the parry and edge reponse 
or for the succesful peak parry, and immediate reponse to the detachment (and, always, the immediate remise). The 
most effective parries are those made by advancing (practice them: it takes courage, but they pay off a lot), while the 
opponent is attacking. 



When you will have taken him to the bottom (but right to the bottom, with one foot on the line), it is very likely that 
he will decide to attack. You must be more than ready to parry and reposte (preferred); but also, alternatively, to stop 
by retreating (it's more difficult, because you have to retreat when you're pressing him), to the advanced target (the 
shoulder, the biceps, the mask are also advanced), followed by parry and reponse and throw-in . Don't make the 
mistake (time permitting) of wanting to finish right away, when you've managed to take him to the finish line: keep 
him there until he makes the decisive mistake. After all, always time permitting, you can always retreat, he cannot! 
If the score permits it, because you are behind by only one hit, but there is time and many thrusts still to be placed to 
reach 15, you can also go to the double hit for a few times, to convince the other that you are a little bit silly and make 
the counter-time you were planning easier (because you were planning it, right?). 
If you're in the last seconds, you have to go for broke: don't wait to do it when it's too late! Attack with decision in 
counter-time, or straight with opposition, and resort to the flèche. 
 
 


