
  
    Preface


    


    


    This book attempts to fill a void in several respects. First of all, there is not a book on singletail whips that focuses specifically on dungeon play and uses within the BDSM scene. There is a small section, written by Robert Dante, in Screw the Roses, Send Me the Thorns that discusses using a single-lash whip in SM play (Miller & Devon, pp. 162-167). There are some good books on leather crafting (Stohlman et al., 1984), but most books on whips are related to making whips (Morgan, 1972; Edwards, 1997), or sport cracking, target cracking, self-defense, or performance – whether it be vaudeville, western arts, or erotica (Conway, 2000; Dante, 2008/2016). Roger Stevens and marcy created an instructional DVD, Singletails in the Scene, which was very well done but is no longer readily available. Over the years many movies have incorporated the use of whips. Whips have been featured in a variety of film genres including western, fantasy, comic book superhero, and of course religious. However, probably none of those films focused on the use of whips in actual dungeon play within the BDSM scene.


    This book may touch briefly on different aspects of the many uses of a whip, but only in such a way as it intersects and can be reasonably beneficial to the top in dungeon play.


    Since whip enthusiasts in the lifestyle have many different identity preferences, the terms whip throwers or tops, and whip catchers or bottoms, will be used in this book. I will say in passing that this book will be written from third person as a matter of form and that I will break form with an “I” when shifting to discuss something of my own personal preference related to whips or dungeon play, or when otherwise necessary.


    The book will take an approach grounded in the author’s own background in that I am a retired professor in the field of education. I have been in the BDSM lifestyle 19 years and for 17 of those years felt like I was living a leather life, and role playing each day as I followed a career in academe.


    The BDSM scene, due to generally accepted social norms, is a scene focused toward people ages 18 and older. The use of whips in dungeon play is an activity for consenting adults. As a result, this book is intended only for readers 18 and older. Adults learn differently than adolescents. Malcolm Knowles, a well-known adult educator, coined the term “andragogy” as it relates to how adults learn best. Knowles spent a lifetime analyzing how adults learn and developing a theory of adult learning that has stood the test of time. In a nutshell, one of the keystones of his theory is that adults learn best by relating new learning to knowledge and skills that they have already acquired. By relating a new skill to a skill with which they already have experience, adults acquire proficiency with the new skill quicker. Connecting the mileage of the older skill to the new learning project, in this instance using a singletail in the dungeon, the whip top will gain proficiency with a whip much quicker than if they were to take a sport cracking or targeting approach.


    Learning about BDSM, whether it is about the social aspect of D/s, M/s, poly relationships, etiquette and protocols of dungeon play, or specific techniques in using implements of this type of erotic play, is largely a self-directed learning endeavor. Self-directed learning is an adult learning theory that begins with having a desire to learn about something new, taking the initiative to begin the learning process, and applying resourcefulness to the learning process and persistence to the completion of the learning task or project. This book will begin from the premise that any adult reading the book has the desire to learn more about singletail whips, will take the initiative to read and practice some of the techniques described within the book, that the reader will muster internal resources to locate, acquire and practice with a singletail whip, and will persist in the learning process until they become proficient enough to actually use the whip in play within a dungeon. The learning goal of this book is to get the whip out of the toybag and into active play within the dungeon.
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    Chapter 7


    Connecting to What Most Tops Already Know
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    Since adults learn new skills quicker by applying and adapting knowledge and skills they already have to the new learning task, a review of common techniques tops use with more common impact toys is in order.


    Floggers. One of the first impact toys a top will pick up is a leather flogger. Many choose deerskin for their first flogger because it is soft and forgiving, as one is learning how to properly throw and handle an impact toy that has between 80-120 tails. Keeping those tails together in a nice tight pattern and hitting the target zone with the level of intensity the top intends is not easy. It takes some practice, but because it is one of the first leather toys in a top’s toy bag, logic says it is one of the toys with which tops have the most experience. There are many ways to throw a flogger but there are four ways that are most common.


    Bow and Arrow. To use the bow and arrow method, shown in Photo 40, one gathers all of the flogger tails and holds them together in the non-throwing hand. The tails are drawn back like an arrow about to be shot from a bow, then thrown with the dominant hand, pointed toward the target and followed through with the hand, wrist and arm. Holding all of the tails tightly together in the non-dominant hand helps keep them together in a tight pattern while in flight to their target. This technique is sometimes described as a wet towel stroke (Bean, 2000, p. 59). This technique should not be thought of as a towel crack, but as a bow and arrow when used with a singletail. More on this later.
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    Photo 40


    Over the Shoulder. In the over the shoulder (some might call this an off the shoulder) technique, one begins with the flogger tails draped over the shoulder onto the back. Either shoulder works, whether on the forehand side or the backhand side. This is also sometimes called a vertical plane stroke (Bean, 2000, p. 57). The tails are dragged off the shoulder and pointed toward the target while following through with the hand, wrist and arm (Photo 41). The advantage of the over the shoulder technique is that the top gets to hit themselves with the flogger as well as the bottom.
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    Photo 41


    Horizontal Technique. The horizontal technique is more commonly done with a bent elbow or locked elbow at a 90-degree angle. This can also be called a horizontal plane stroke (Bean, 2000, p. 56) and some call it a windshield washer stroke. It is most easily used when throwing at either or both butt cheeks. It can be used on the back but unless the top is extremely tall, the elbow would naturally straighten to line the swing up with the shoulders. There are other techniques that would be more natural if working the shoulders. Most often the windshield washer will be used when playing with the butt (Photo 42, 43).
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    Photo 42, 43


    Forward Figure 8 (Bean, 2000, p. 55). The Forward Figure 8 is a more advanced technique and requires some eye-hand coordination, timing and rhythm as the flogger tails travel from forehand to backhand making a figure 8 pattern. Making the figure 8 pattern is fairly easy. The challenging part of this technique is to keep the tails together in a tight grouping as they travel to impact the target on the forehand side, and to maintain that fairly tight grouping through the figure 8 to impacting the target on the backhand side. This is where practice, timing and rhythm as well as coordination of eye and hand come into play. Most tops master this technique with a little practice throwing at a pillow or stuffed animal. The figure 8 is one of the most common flogging techniques used in the dungeon (Photo 44-46).
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    Photo 44-46


    There are a few other flogging techniques that apply to throwing when a bottom is laying down on a bondage table, and variations for a spanking horse. This book will focus on techniques that work while the bottom is standing. This includes free standing, using a St. Andrews cross or similar stick-man equipment, a whipping post or vertical bondage frame.


    Circular strokes. Bean (2000) describes these strokes as what an inexperienced top naturally does the first time they pick up a flogger (p. 58). While they are fine for flogging, one should NOT use circular strokes with a singletail whip. Repeated use of this type of stroke can damage the belly of the whip. This technique will not be taught in this book simply because an inexperienced top can easily ruin a singletail using this technique. Now can or could it be done? Yes, but I consider it a more advanced technique. If the top rotates the pommel in the palm of the hand as the circular stroke is done so that the belly of the whip follows its natural rollout as the stroke is done, then a circular stroke technique could be done safely without damaging the whip. But rotating the whip in the palm of the hand all the while throwing dynamically and keeping the tip of the whip on target is a not a technique for beginning whip throwers.


    Quirts. There are two different styles of quirts: western and signal (long) quirts (Photo 2). A western and a long quirt can be thrown using bow and arrow, off the shoulder or windshield washer techniques. Because the western quirt is so short, it is difficult to throw it using a figure 8 (Photo 47). The long quirt is easily thrown in the figure 8 (Photo 48). The advantage of a quirt in all of these techniques is that it only has 2 tails and keeping the tails together in a tight pattern is not a problem. And of course, the advantage of the over the shoulder technique is that the top gets to hit themselves as well as their bottom.
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    Photo 47 Bow and Arrow Photo 48 Over the Shoulder-long quirt


    Cat O’Nine Tails. There are two different styles of construction for cat o’ nine tails (Photo 3): the flogger handle cat and the hybrid half snake/half cat o’nine tails. Both can be thrown using the bow and arrow (Photo 49), over the shoulder (Photo 50), horizontal (Photo 51), and figure 8 (Photo 52-54). Again, what is the advantage of throwing over the shoulder? The top gets to feel the tails against their back!
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    Photo 49Bow and Arrow Photo 50 Over the Shoulder
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    Photo 51 Horizontal
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    Photo 52-54 Forward Figure 8: Forehand, Transition to Backhand, Backhand


    Galley Whip. The galley whip has a thong (~18-24 inches long) that ends in multiple tails. It is easier to keep the tails together in a pattern than with a flogger because the tails are usually shorter (Photo 4; Photos 55-57). The galley whip can be thrown using the bow and arrow, over the shoulder, windshield washer, and figure 8.
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    Photo 55-57


    It should now be apparent that a pattern has developed with dungeon techniques used to throw a wide variety of floggers, quirts and short multi-tail whips. They can all be thrown with the same techniques. While the photos in this chapter are repetitive, the point is to emphasize that techniques commonly used for a flogger, cat o’ nine, and quirt are similar. Experience is additive. All of the hours of practice and play throwing a flogger using any one of these 4 techniques made learning to throw a quirt, or a cat o’nine tails easier. These techniques apply directly to dungeon play. All of the time spent throwing floggers, plus quirts, plus cats, and galley whips provides total experience with these techniques. Why not apply all of this experience with common whip techniques and adapt those techniques to throwing a singletail?

  


  
    Chapter 8


    A Beginning Point: Static Throws
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    A static throw is any throw that begins at rest or in a stopped position and is thrown and left in a position of rest. It is recovered to its original position and then thrown again or repeated. Applying this operational definition, a bow and arrow is considered a static throw. Over the shoulder is also a static throwing technique. Newton’s First Law of Motion applies. An object at rest will remain at rest until acted upon by an outside force. An object in motion will remain in motion (in a straight line) until acted upon by an outside force.


    Dragontail. The dragontail can be thrown by using the bow and arrow technique (Photo 58). A dragontail handle is held the same way a flogger handle is held.
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    Photo 58


    The dragontail can also be thrown by using the over the shoulder technique (Photo 59).
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    Photo 59


    Hand Holds. Hand holds for whips that have a heel knot or Turk’s head are different than the hand holds for flogger type handled whips. Flogger style handled whips are balanced behind the pineapple knot with the weight of the handle counterbalancing the weight of the tails. For whips that have a heel knot, one should place the Turk’s head in the palm of the throwing hand. When the hand is closed around the heel knot it forms a ball and socket (Photo 60). This allows the whip to pivot and swivel in the hand without losing the grip. Some whips have a wrist strap that can also be looped around the wrist. Bullwhips do not typically have a wrist strap. The historical logic for no wrist strap on a bullwhip is simple: a cowboy on horseback could get pulled off of his mount by the wrist strap if the bullwhip became entangled. Without a wrist strap the cowboy simply lets the tangled whip go and can remain seated on his horse. In the scene, many tops prefer for all of their whips to have a wrist strap as it provides a loop for hanging the whip.
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    Photo 60


    The different throwing styles employ different hand holds. The horizontal or East Coast Swing style is done with either a handshake grip or an index finger grip. The index finger can be used in this style of throwing as a target pointer (Photo 61). This will improve accuracy for some. Note: it is not advisable to use a thumb push with East Coast Swing as it limits the range of motion.


    In Western style there are two types of hand holds. One is the Western handshake hold where the whip is gripped like holding a tennis racket. The V in the top of the hand is held in line with the belly of the whip so when the whip rolls out the V points to where the whip is pointed (Photo 62).
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    Photo 61
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    Photo 62


    The other type of hand hold is a thumb push. This handhold is common in Australian stock whip style throwing, but it easily adapts itself to use with static throws of singletails in dungeon techniques (Photo 63). Note: it is not advisable to use an index finger grip with Western style throwing as it limits the range of motion.
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    Photo 63


    Dog Signal Whip (commonly called a singletail) and Snake Whip. The signal and snake whip can be thrown using a bow and arrow technique (Conway, 2000, p. 48) (Photo 64). The bow and arrow can be thrown using either the handshake grip or the thumb push. I prefer to use the thumb push. Some whip masters contend that a thumb push grip will damage the core or bolster inside a whip. In 20 years of using a thumb push in throwing the bow and arrow I have never had a whip damaged from this hand grip.
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    Photo 64


    Both the signal whip and snake whip can also be thrown using the over the shoulder technique. This throw can be done using either grip. I prefer the thumb push when throwing over the shoulder (Photo 65). Throwing a whip is slightly different than throwing a flogger over the shoulder in that the whip is longer than a flogger. The analogy I like to use is that it is like dragging a 2x4 piece of board off of your shoulder. When the whip gets to the end of the thong and it is about to fall off the shoulder, a thumb push finishes the throw. The most common technique error with this type of throw occurs then the whip thrower lifts the hand up in an arch. The hand should be pushed straight out from the shoulder so the whip follows the hand straight and continues on straight toward its target.
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    Photo 65


    Bullwhip. The bullwhip can also be thrown using either the bow and arrow, or the over the shoulder technique. Either grip can be used when throwing either of these two static throws. I prefer the thumb push with both of these throws when using a bullwhip (Photo 66 & 67).
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    Photo 66
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    Photo 67


    Static throws (over the shoulder, bow and arrow) should be the first techniques learned when picking up a singletail. The whip is not in motion when the top is using static throws. It is static, at rest, and under control. It is thrown in a controlled way that allows one to target accurately. Many whip throwers will fall in love with static throws and not spend the time to master dynamic throws. Regardless, static throws are an important element to a whip master’s repertoire. In a crowded dungeon where there is not enough room for a whip circle or a whip alley or the back swing of a dynamic throw, but there is room for 4 feet between the top and bottom, static throws can be used. There is no back swing, and therefore little chance of a spectator getting hit. Both static techniques are very accurate. The trade-off for using only a static throw is that it is not as easy to develop a rhythm and connect the energy and music in the space with the bottom. With practice –- throwing, recovering, setting and throwing again –- these static throws can be thrown with a rhythm, but the throws will never be as fluid and rhythmic as they are when using dynamic throwing techniques. Static throws are often easier to use when the dungeon equipment is not vertical. When using a bondage table, massage table, or spanking or kneeling bench, often it is not possible to use dynamic throwing techniques and falling back on static throws allows the use of a singletail in otherwise challenging situations.

  


  
    Chapter 9


    Rhythm Whips: Dynamic Throwing
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    Dynamic throwing refers to the whip being dynamic and constantly in motion: dynamic in that one throw connects to another throw and the whip never stops or becomes static. This most commonly occurs when a forehand throw follows through to sequence into a backhand throw. Reverse throws or back cracks, while common in sport cracking, have no place in a dungeon. Dynamic throwing allows the whip thrower to develop a rhythm with the whip. The whip transforms into a type of percussion instrument, blending with the music, adding to the music, and keeping time with the music or even syncopating opposite of the music. Rhythmic throwing connects the music in the dungeon with the whip bottom. It connects the energy in play around the whip scene with the whip scene. Rhythmic throwing can be hypnotic, guiding the whip bottom into the head space that they seek. It can be ramped up and be increasingly intense. It can be ramped down, allowing the energy exchange to have time to flow and calm before beginning again. The rhythm has a beginning, a crescendo, and an ending, or cool down: the same sequence that tops and Doms already have achieved through hours and hours of practice and play using other impact toys and multi-tail whips. Which of these dynamic techniques can be applied with slight modifications to singletails?


    Singletails (Dog Signal Whips). The most common dungeon throw using a dog signal whip is the Horizontal style or East Coast Swing (Deegan style). This is a very simple style to learn and very quickly can be used on a whip bottom. This style only applies to dog signal whips or hybrid bullwhips that have crackers directly plaited into the thong. Whips that have a fall cannot be thrown accurately horizontally.


    In its rudimentary form, the East Coast Swing is thrown with a horizontal windshield washer motion (Photo 64). Roger Stevens describes this action as being similar to throwing a frisbee or a frisbee action wrist snap. Tops have experience throwing floggers, quirts, and cats with a windshield washer throw. The main difference in throwing a dog signal whip is two-fold. First the whip only has one tail. The singletail should be theoretically easier to get on target. Logic says it is easier to get one tail onto a target than 80 tails. It does require more precision and accuracy, but one does not have to worry about keeping the tails together because there is only one. The second difference is that the singletail is longer than any toy most tops have thrown before. Signal whips commonly are 3 and 4 feet long, with the longest being 5 feet. Measured from the heel knot to the end of the cracker, they represent a true radius from the hand of the whip thrower to the whip bottom. German style caning technique also involves locking the arm at the elbow and making a horizontal strike with the cane. All of these toys are thrown horizontally, so picking up a singletail and throwing horizontally is somewhat natural to most tops. The first goal should be to throw horizontally on an even plane, to find the target, and to feather the target. The sheepskin target or something similar is a good place to start as you can see the fur moving as the cracker passes closely or through it.


    The top should begin by locking the throwing elbow at the side, because once the top finds their mark this will lock the radius distance to the target. As the top becomes more proficient and comfortable with throwing East Coast, a fluid horizontal arm motion will replace the locked elbow. The hand release point, where the wrist breaks, will be at the same magical point in three-dimensional space so the radius distance to the target is consistent and accurate. What the thrower does with their legs, body core, and energy all affect the energy transferred through the whip. As throwing this style becomes second nature, footwork, working the whip circle and syncopation can be added. Footwork will be covered in a later chapter as it adds another layer to throwing techniques. Snoflak demonstrates a more advanced East Coast Swing, but notice how level her whip is, and how tight her core is supporting energy transfer into the whip (Photo 68-70).
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    Photo 68-70 (Snoflak demonstrating East Coast Swing technique)


    Western Style. This is an overhand throwing style that is based in a basic cracking approach used in the circus crack and overhand crack. However, the goal is to come at this style in a different way than a basic cracking approach. Rather, one should relate this style to what the top already knows – the figure 8 commonly used in the dungeon to throw floggers, quirts, and cat o’nine tails (Photo 71-73). To further distinguish this technique, let me propose a new term and call it a “forward figure 8”. The reason is in sport cracking there are two figure 8s: a slow figure 8 and a fast figure 8. Both sport crack combinations contain a reverse crack or back crack. Reverse cracks are useless in a dungeon, but because these two sport cracks are so common, to name this dungeon style simply a figure 8 could be confusing. It is a “forward figure 8” because the figure 8 is thrown completely in the forward direction and kept in front of the thrower. It ends or pivots from forehand to backhand as it strikes the target. This forward figure 8 style can be applied to throwing dog signal whips, snake whips and bullwhips. With a slight modification, the whip can easily be made to crack, even successive times (combination cracks).
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    Photo 71-73


    Snake whips and bullwhips have a fall and cannot be thrown East Coast Swing style. They are thrown Western style, BUT again the top is going to get there by using a technique they have already practiced extensively: the forward figure 8.


    Stall Speed. Any object traveling through the air will be affected by a number of factors. These include the speed in which it is traveling, and the effect of gravity and friction as the object travels through the air. A whip is no exception. As a whip slows down in speed, at some point it will stall, much as an airplane might stall and start to fall from its trajectory. I refer to this as stall speed. The whip loses its aerodynamic lift and gravity and friction take over causing it to fall. For a moment before it begins to fall, it will stall. This is what I call stalling the whip.


    Stalling a Flogger. Stalling an impact toy is not a new concept to most tops, though they may not think of it using that term. It is something most already do, have experience with and can now simply adapt to throwing a singletail. Everyone who has flogged throwing a forward figure 8 has from time to time paused the multi-tailed whip in the air and “punched” it forward to give it more force or impact on its target. If the top is counting silently throwing the forward figure 8 to music, they might be counting 1, 2, 3, 4 for 4/4 timing on a song. To pause the whip and punch it, the count might become 1 and, 2, 3, 4, with 2 representing the punch or heavy flogger throw. To get there the top paused or stalled the whip at the end of 1 by adding “and”. With a flogger, this pause or stalling of the flogger is followed by a full heavy arm swing to get the stalled flogger and all 80-120 tails moving again and to keep them in a tight pattern.


    Stalling the Whip. In the forward figure 8 the whip can be stalled on the recovery back swing (Photo 74). The timing will be slowed down to cause the whip to straighten out instead of traveling in an arcing radius. The whip will be relatively straight out behind the thrower just as the whip reaches its stall speed. When stalled as in Photo 74, a simple thumb push will result in a U-shape that accelerates into a crack. Photo 75 illustrates a whip stalled on the forehand side of a forward figure 8. The whip can then be brought forward in an overhand throw. If throwing a snake whip, this arm movement is almost like throwing a baseball catcher style from the height of the shoulder (Photo 75). If throwing a bullwhip not as much arm movement is needed. The whip can be thrown from its stall position with a flick of a passive wrist (Photo 76). The whip will be stalled much as a flogger and, if counting, would be done by 1 and, 2, 3, 4. The “and” represents the stall or pause. By the end of 1, the whip would be stalled, shifting it from the back arc of the forward figure 8 to pause it straight out behind the thrower. As the whip is flicked forward either with arm and wrist motion (snake whip) or a passive wrist flick (bullwhip) the whip travels in a straight line just outside the thrower
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    Dynamic Throwing.
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