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THE REAL SAM FISHER

KEVIN SECOURS, B.ED.

e 30 YEARS EXPERIENCE IN MARTIAL ARTS
e RUSSIAN SYSTEMA

e 6™ DAN GOSHINBUDO

e 3RP DAN MODERN KEMP JUJITSU

e 15T DAN AKI RYU Jiu-JiTSU

e [INSTUCTOR IN SHAOLIN CHUANSHU

e TAI CHI AND YOGA

WWW.COMBATSYSTEMAONLINE.COM
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{‘c Junk ~ Delete
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Hi Kristjan,
e (HTMU

Hi Knistjan,
Tam in town both days. T could do Tuesday between 10:00am and 12:00--1 teach at 12:30, I could also do 2:00-3:00pm.

1 could do Wednesday anytime between 10:00 am and 2:30pm.

1 can meet you anywhere. If you are interested, I will be at my this is at all
movement samples and ideas If this is required. Let me know If either of these options work for you.

Kevin Secours, B.Ed

uptsu, 3rd Dan
Systema Association, O

irec

 totady oot and love the “Mark and Exscuss” concept. Vary cosl
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Y
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I've intialied/signed the agreemant and 3
strict confidentialty.

RE: Knife and Patol - Meszage (HTML)

RE: Sam Fisher Direction - Combat. - Message (HTML)

& unk ~ Delete

B M
N N 2, Meeting
S Gy
Reply Reply Forward o
Al B More -+

25 e
53 Team E-mail  Done
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Respond

© You replied to this message on 08/08/2011 10:37 AM.
From Kevin Secours
To: @ kristjan Zadzik

c

Subject RE: Sam Fisher Direction - Combat.

Riot Shield Demo - Message (HTML)
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© You replied to this message on 01/09/2011 4:05 PM.
From: Kevin Secours < ———
To: Kristjan Zadziuk

[«

Subject: Riot Shield Demo

In an ongoing effort to provide you with the most brutal and creative 90 seconds of your day here are some ideas with a riot shield I filmed this morning for you guys.

Enjoy:

Kevin Secours, B.Ed
rw.mmbatsystema.com
v.montrealsystema.ccm

http: //www.youtube.com/sy: anada
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‘rtual[y incapable of an effective stab and can't be

satterns beautifully, hooks, rips, levers and can used
I can definitely unleash the ugly side of this weapon.
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w Kristjan Zadziuk

FY1 I think i've just met Sam Fisher!!!
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