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Bath: Paul Christie, 8 Gordon Rd,
Widcombe, Bath BA2 4NH. Tel:
01225-428995. Meets at The Rum-
mer, near Pulteney Bridge, Wed
7.30pm.

Belfast: Contact member needed.

Birmingham: Kevin Roger, Flat 5,
Nelson Court, 70 Trafalgar Rd,
Moseley, Birmingham B13 8BU.
Tel: 0121-4494181. Meets various
places.

Bloxham School: Hugh Alexander,
6 Greenhills Park, Bloxham, Ox-
fordshire OX15 4TA. Tel: 01295-
721043,

Bolton: Stephen Gratton, 525 Tot-
tington Rd, Bury BL8 1UB. Tel:
01617613465. Meets Mon 7.30pm.

Bournemouth: Marcus Bennett, 24
Cowper Rd, Moordown, Bourne-
mouth BH9 2UJ. Tel: 01202-
512655. Meets Tues 8pm.

Bracknell: Clive Hendrie, ICL,
Lovelace Road, Bracknell, Berks
RG12 4SN. Tel: 01344-472741.

Bradford: Steve Wright, 16 Daisy
Hill Grove, Bradford BD9 6DR.
Meets at The Prune Park Inn, Prune
Park Lane, Allerton, Wed 7.30pm.

Brakenhale School: France Ellul,
35 Sunnycroft, Downley, High
Wycombe HP13 5UQ. Tel: 01494-
452047 (home).

Brighton: Steve Newport, 70
Northcourt Rd, Worthing BN14
7DT. Tel: 01903-237767. Meets at
The Caxton Arms, near Brighton
Central Station, Tues from 7pm.

Bristol: Antonio Moreno, 96
Beauley Rd, Southville BS3 1QJ.
Tel: 0117-9637155. Meets in
Seishinkan (Japan Arts Centre), 23-
27 Jacob’s Well Rd, Hotwells, Bris-
tol, Tues 7.30pm.
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Cambridge University & City:
Charles Matthews, 60 Glisson Rd,
Cambridge CB1 2HF. Tel: 01223-
350096. Meets in Erasmus Room,
Queens’ College, Tues 7.30pm
(term), and coffee lounge (cafeteria
level), Univ Centre, Mill Ln, Thurs
8pm, the year round.

Cheltenham: David Killen, 33
Broad Oak Way, Up Hatherley,
Cheltenham, Gloucestershire GL51
5LG. Tel: 01242-576524 (home).
Meets various places Thurs
7.30pm.

Chester:Dave Kelly, Mount View,
Knowle Lane, Buckley, Clwyd
CH7 3JA. Tel: 01244-544770.
Meets at Olde Custom House, Wa-
tergate St, Chester, Wed 8pm.

Culcheth High School: Bob
Bagot, 54 Massey Brook Ln,
Lymm, Ches WAI3 OPH. Tel:
01925-753138.

Devon: Tom Widdicombe, Wood-
lands, Haytor Vale, Newton Abbot,
TQI13 9XR. Tel: 01364 661470.
Meets Thurs 8pm.

Durham  University:  Chris
Cooper, Dept of Computer Sci-
ence, Science Site, South Rd,
Durham.

Edinburgh: Stephen Tweedie, 10
Upper Grove Place, Edinburgh
EH3 8AU. Tel: 031-228-3170.
Mects at Postgrad Students’ Union,
22 Buccleugh Place, Wed 7pm,
Sun 1.30 to 5.30pm.

* Epsom Downs: Paul Margetts,
157 Ruden Way, Epsom Downs,
Surrey KT17 3LW. Tel: 01737-
362354. Meets Tuesdays.

Glasgow: John O’Donnell, Com-
puting Science Dept, Glasgow Uni-
versity, Glasgow G12 8QQ.

Harwell: Charles Clement, 15 Wi-
tan Way, Wantage OX12 9EU. Tel:
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01235-772262 (h). Meets at AERE
Social Club, some lunchtimes.

Hazel Grove High School: John
Kilmartin, Hazel Grove High
School, Jackson’s Lane, Hazel
Grove, Stockport SK6 8JR. Tel:
0161-456-4888 (w).

Hereford School: Chris Spencer, 2
Crossways, How Caple, Hereford
HR1 4TE. Tel: 0198 986 625.

* High Wycombe: Jim Edwards,
16 Strawberry Close, Prestwood,
Gt. Missenden, Bucks. HP16 0SG.
Tel: 01494-866107. Meets Wed.

HP (Bristol): Andy Seaborne, 17
Shipley Road, Westbury-on-Trym,
Bristol BS9 3HR. Tel:0117-
9507390. Meets Wed. lunch times.

Huddersfield: Derek Giles, 83
Ashdene Drive, Crofton, Wake-
field, WF4 1HF. Meets at the Hud-
dersfield Sports Centre, Tues, 7pm.

Hull: Mark Collinson, 12 Fitzroy
St, Beverley Rd, Hull HUS 1LL.
Tel: 01482-341179.

Hursley: Mike Cobbett, 24 Hazel
Close, Hiltingbury, Chandlers Ford,
Hants SO53 SRF. Tel: 01703-
266710 (h), 01962-816770 (w).
Meets various places, Wed.

Isle of Man: David Phillips, 4 Ivy-
dene Ave, Onchan IM3 3HD. Tel:
01624-612294. Meets Thurs 8pm at
“Banbury”, Farmhill Gardens,
Braddan.

Lancaster: Adrian Abrahams, 1
Ainsdale Close, Lancaster LAl
2SF. Tel: 01524-34656. Meets
Wed. Gregson Community Centre,
33 Moorgate.

Leamington: Matthew Macfadyen,
29 Milverton Crescent, Leamington
CV32 5NJ. Tel: 01926-337919.
Meets Thurs 7.30pm.
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Leicester: Eddie Smithers, 1
Tweed Drive, Melton Mowbray,
LE13 0QUZ. Tel: 01664-69023.
Meets at Sixty-Six Club, Albion
House, South Albion St, Leicester,
Tues 7.30pm.

LONDON

Black Horse: Colin Weeks, 67
Willow Way, Farnham, GU9 ONT.
Tel 01252-716925 (h), 0171-232-
3554 (w). Meets at the Anchor,
Bankside (just off Park St), South-
wark, SE1, Thurs 5.30-8.30pm.

Central London: Stuart Barthropp,
3 Wintergreen Lodge, 11 Langley
Lane, London, SW8 ITL. Tel:
0171-8200378 (h), -2154143 (w).
Meets Fri eve, Nippon Club,
Samuel House, 6 St Albans St, SW1
(smart dress). Rosemary Branch
Pub, Southgate R/Baring St, N1,
Sunday pm.

North London: David Morris, 1
Christchurch Hill, NW3 1JY. Tel:
0171-794-2044. Meets in the Gre-
gory Room, back of Parish Church,
Church Row, Hampstead (near
Hampstead tube station) Tues 7pm.

North West London: Keith Rap-
ley, Lisheen, Wynnswick Rd, Seer
Green, Bucks HP9 2XW. Tel:
01494.675066 (h), 0181-562-6614
(w). Meets at Greenford Commu-
nity Centre, Oldfield Lane (south of
A40), Greenford, Thurs 7pm.

* South London: Jonathan
Chetwynd, 29 Crimsworth Rd,
SW8 4RJ. 0171-978-1764.

Wanstead & East London: Alison
Jones, 11 Briarview Ct, Hands-
worth Ave, London E4 9PQ. Tel:
0181-527-9846. Meets at Wanstead
House, 21 The Green, Wanstead
Ell, Thurs 7.15pm.

Maidenhead: lain Attwell, Nor-
hurst, Westmorland Rd, Maiden-
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head. SL6 4HB. Tel: 01628-76792.
Meets various places, Fri 8pm.

Manchester: Chris Kirkham, 201
Kentmere Rd, Timperley, Altrin-
cham WAI15 7NT. Tel: 0161-903-
9023.. Meets at Town Hall Tavern,
Tib Lane, Thurs 7.30pm.

Monmouth: Jeff Cross,
‘Lamorna’, Machen Rd, Broad-
well, Coleford, Glos. GL16 7BU.
Tel: 01594-832221. Meets various
places.

Newcastle: John Hall, 10 Avon-
dale Court, Rectory Rd, Gosforth,
Newcastle NE3 1XQ. 0191-285-
6786. Meets various places, Wed.

Norwich & Norfolk: Tony Lyall,
01603-613698.

Nottingham: Alan Matthews, 96
Brookhill St, Stapleford, Notts.
NG7 7GG. Tel: 01159-491535.

* Open University & Milton
Keynes: Fred Holroyd, 10 Stacey
Ave, Wolverton, Milton Keynes
MKI12 SDL. Tel: 01908-315342.
Meets Mon 7.30pm, alternately in
in O.U. Common Room and at
Wetherspoons, Midsummer Boule-
vard, Milton Keynes.

Oxford City: Nick Wedd, Sunny-
brook, 37 North Hinksey Village,
Oxford OX2 ONA. Tel: 01865-
247403. Meets at Freud’s Café,
Walton Street, Tues 6pm.

* Oxford University: Nicolas
Fortescue, Trinity College. Meets
Wed 7.30pm, Danson Room, Trin-
ity College.

* Reading: Jim Clare, 32-28
Granville Rd, Reading, RG30 3QE.
01734-507319 (h), 01344-472972
(w). Meets at The Brewery Tap,
Castle St, Reading, Tues 6.30pm.

Saltcoats: Derek Tomelty, 43 Bar-
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rie Tce, Ardrossan, KA22 8AZ. Tel:
01294-601816. Meets at Argyle
Community Centre, Campbell Ave,
Saltcoats, Mon & Wed 7pm.

Shrewsbury: Brian Timmins, The
Hollies, Wollerton, Market Dray-
ton, Shrops. Tel: 01630-685292.
South Cotswold: Michael Lock, 37
High Street, Wickwar GL12 8NP.
Tel: 01454294461. Meets at Buthay
Inn, Wickwar, Mon 7.30pm.

Stevenage: William Connolley, 28
Silverdale Ave, Coton, Cambs CB3
TPP.  01954-210960. Meets at
Royal Oak, Walkern Rd, Tues 8pm.

Swindon: David King, 21 Windsor
Rd, Swindon. Tel: 01793-5216125.
Meets at Prince of Wales, Coped
Hall Roundabout, Wootton Bassett,
Wed 7.30pm.

Taunton: David Wickham, Trowell
Farm, Chipstable, Taunton TA4
2PU. Tel: 01984-623519. Meets
Tues, Ilminster.

Teesside: Gary Quinn, 26 King’s
Rd, Linthorpe, Middlesbrough TS5
SAL. Tel: 01642-823729. Email
g-quinn@tees.ac.uk. Meets various
places, Wed.

West Cornwall: Paul Hunt, c/o
The Acorn, Parade St, Penzance.
Tel: Ralph Freeman, 01736798061.
Meets at 1 St Mary’s Place, Pen-
zance, Thurs 7.30pm..

West Wales: Jo Hampton, 5 Han-
dlith Tce, Barmouth, LL42 IRD.
Tel: 01341281425, Meets regularly.

West Surrey: Pauline Bailey, 27,
Dagley Farm, Shalford, Guildford
GU4 8DE. Tel: 01483-561027.
Meets in Guildford on Mondays
7.30-10pm.

Worcester & Malvern: Edward
Blockley, 27 Laugherne Rd,
Worcester WR2 SLP. Tel: 01905-
420908. Wed 7.30pm.
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Counting
Liberties

Part 5

by Richard Hunter
{email: hunter@gol.com)

A fight in which one side has
a big eye and the other side has
a smaller eye (type 5 fight) is
very similar to a fight in which
one side has an eye and the
other side has no eyes (type 3
fight). It would be nice to be
able to say they were exactly the
same, and some books re-
gretably make this mistake, but
it's not true. There is a special
case in type 5 fights that permits
seki, whereas seki is never pos-
sible in a type 3 fight. We'll look
at this special case at the end of
this part. In most cases, though,
the two types are identical, like
the examples in the reference
diagram.

The fight at the bottom is a

type 3 fight, which we looked at
in part 3. Black is the favourite
because he has an eye, so he
counts all the inside liberties.
The liberty counts are equal, so
the position is unsettled. Who-
ever plays first wins. The posi-
tion cannot become seki.

The fight at the top is a type 5
fight. It's exactly equivalent to
the fight at the bottom. But let's
investigate.

Type 5 fights: Big eye
versus smaller eye

What happens if Black plays
first? In diagram 1, Black fills in
White's outside liberties with 1-
13, while White fills in Black's
outside liberties and all but one
of his eye liberties, and then
starts filling the inside liberties.
White 14 puts Black in atari, so
he captures with 15. Then
White plays the central point of
the eye with 16 in diagram 2.
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e
Reference Diagram
5 8@a4
1
4 10 g
\
\
Diagram 1
1,
L
.
Diagram 2

Diagram 7

But it should be clear that 17
puts Black ahead in the fight. It
doesn't help White to decline to
fill in the inside liberties. If he
plays elsewhere with 12-18 in
diagram 3, Black fills them in-
stead. After 17, it would be sui-
cidal for Black to play the last
inside liberty and it would be
illegal for him to play the last
liberty in White's eye. So he
cagtures with 19 in diagram 4.
White plays back in the eye with
20, but Black's eye has enough
liberties for him to win, as
shown in diagram 5. The mini-
mum big eye 1s a four-point eye.
When Black captures with 19,
he is left with a three-point eye,
which has three liberties. How-
ever, White has been reduced to
only two liberties: the two un-
approachable ones that Black
couldn't fill before playing 19.
Therefore, even though it's
White's move next at 20, White
is one move behind. In conclu-
sion, White has no choice but to
fill the inside liberties. If he
doesn't, Black will win. The in-
side liberties count for Black
and not for White, just like in a
ty;I)e 3 fight.

f White plays first, he can
win the fight, as diagrams 6 and
7 show.

Small or smaller?

In diagram 1, Black has a big
eye and White has a small eye.
In diagram 8, on the other hand,
Black has a big eye and White
also has a big eye, although it's
a smaller one than Black's. This
is still a type 5 fight. The result
is exactly the same as before, as
diagrams 9-12 show. Some
books describe this type of fight
as "big eye against a small eye",
but that can be confusing, be-
cause White doesn't have a
small eye in diagram 8; he has a
big eye. The expression "big eye
against a small eye" actually de-
scribes the position reached af-
ter 18 in diagram 10, rather than
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the starting position. I think it's
simpler to use the expression
"big eye against a smaller eye”.

Which eye is bigger?

In diagram 13, which side has
the bigger eye? Black's eye is
filled with white stones and
only has one vacant point,
whereas White's eye has four
vacant points inside it. More-
over, White's four-point eye is
worth five liberties whereas
Black's eye is worth only four
(8-4) liberties. However, neither
of these facts is relevant in de-
termining which eye is bigger.
Black has a five-point eye while
White has a four-point eye.
Therefore, Black's eye is bigger
and Black counts all the inside
liberties. This position is set-
tled. White is dead. Please con-
firm this by yourself by reading
out the fight.

Diagram 14 shows a fight be-
tween two one-eyed groups. At
first glance, it might seem that
White has a six-point eye while
Black has only a five-point eye.
If that were the case, Black
would be dead as it stands since
he has no outside liberties.
However, White's eye is not as
big as it might seem. If Black
plays first, he captures at 1 in
diagram 15 and White fills in a
liberty in his eye with 2. Then
Black fills the inside liberty
with 3, putting White in atari. In
diagram 16, White captures
wit]% 4, Black takes the central
point of White's eye with 5, and
then both sides continue to fill
each other's eyes. White might
seem to be comfortably ahead,
but Black 11 in diagram 17 puts
White in atari and White cannot
capture him because Black has
made an eye for himself at the
1-1 point, inside White's group.
We Ii)ooked at this special kind
of fake eye in part 3. If Black
makes an eye inside White's
group, then White's "six-point"
eye is only worth four liberties.
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Diagram 17

However, if White plays inside
his own eye with § in diagram
18, he reduces the size of his
eye, making it the same size at
Black's. As you can clearly see
indiagram 19, this is now a type
4 fight; both sides have a big
eye of the same size, with the
same number of liberties. It's
Black’s turn, so he will win.

If White plays first in diagram
14, we get diagram 20. White's
problem is the same as before.
He doesn't have any good
moves. His only choices are A
and B, but both of them reduce
his own liberty count. Please
read the result out for yourself.
Going back to diagram 14, the
conclusion is that White's eye is
effectively not bigger than
Black's. It's the same size and
Black is ahead in liberties.
Thus, the positon is settled:
White is dead.

Seki with big eye
versus smaller eye

The difference between "big
eye versus a smaller eye" and
"one eye against no eye" is that
seki is possible in the former but
not in the latter. This can hap-
pen if there is an approach move
on the inside liberties, as shown
in diagram 21. The moves in di-
agrams 22 and 23 follow natu-
rally. Now it should be clear
that it would be suicidal for
White to la;y the inside liberty
at A. AnJ) if Black glays at A,
White captures and the position
is unchanged. Thus neither side
can kill the other. It's a seki.
This result is impossible in "one
eye %gainst no eye", as you
should be able to see in diagram
24. White can approach from
the other side, putting Black in
atari, and there’s nothing Black
can do to prevent it.

The reason seki is possible in
atype 5 fight can be understood
with reference to diagrams 1
and 2 and their explanations
above. The effect of the internal
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approach move in diagram 21 is
to weaken the advantage of the
big eye. The difference in liber-
ties between the big eye and the
small eye is reduced and no
longer sufficient for the
favourite to win. Even if the
favourite has more liberties (for
example, outside liberties), the

osition will end up as some
Kind of approach-move ko in-
stead of being unconditionally
dead or alive.

Summary of type S fights: Big
eye versus a smaller eye

"Big eye against a smaller
eye" is essentially the same as
"one eye against no eyes": the
side with the big eye is the
favourite and counts all the in-
side liberties while the side with
the smaller eye doesn't count
any inside liberties. However,
seki is possible if there are inter-
nal approach moves.

In the next part, we'll look at
the final type of fight, where
each side has one small eye.

6

Diagram 18

Diagram 20

Diagram 21

Diagram 22

Diagram 23
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How I
Started...

by Henry Segerman

The story of how I started in
go begins about four or five
years ago, when Eph, my father,
had a discussion with Walt
McKibben, a friend of his who
had worked in Japan and had
been a leading fo player in
Boston. Walt had tried to get
Eph into go for years but Eph
never took it up, and I was a bit
young at the time. Walt had
asked Eph to think about how to
play go in 3-D, which he did,
amg, sorted out how to make it
work, build the 'board’ etc.

The big problem with trans-
lating any game into true 3-D
(apart from physical difficul-
ties) is to somehow keep the
character of the game while
adding (for once literally) an ex-
tra dimension, and avoiding dis-
criminating against this extra di-
mension (unlike many '3-D
chess' variants I have heard of).
Go is unusual in this respect:
the rules themselves are very lo-
cal and don't rely on moving

ieces, only on connections.

e way that Eph solved the
groblem was to keep the num-

er of connections to each inter-
section the same but change the
way they link up: from a square
lattice to that of diamond
‘molecular' structure. Diamonds
are made of pure carbon, with
each carbon bonding always to
four other carbons in a regular
but (of course) 3-dimensional
pattern. The rules of diamond
80 are then identical to normal
£0 (yes, there are probably some
strange situations in there but I
don't think they need any addi-
tional rules).

It never went any further until
summer 1995, when, to use up
some time in the school holi-
days, with Eph, I made the
board' (appropriately called the

One part of the mesh with origami stones

‘diamond'), out of zi%-zag bits
of wire, overcame a few prob-
lems of production of 'stones'
(origami style out of paper) and
accuracy of components and
ended up with an entirely new
(so far as I know) version of
g0... that nobody knew how to
play. At that time, Walt had
died, Eph didn't really know
the rules and I certainly didn't.
We didn't have a clue if the
game actually worked anything
like 'mormal’ go. So I thought
I'd better learn something about
go before researching into dia-
mond go. Walt had given us a
go playing program which I
played against (partly to learn
the rules), and sometime in Au-
tumn 1995 I started going to
Manchester Go Club.

I haven't looked at diamond
go for some time: there are
some very large differences be-
tween it and go: Ladders don't
work. There is a lot more edge
than in normal go (as well as
six corners). It is difficult to
surround anything because you
need a surface rather than a line
to block the enemy (the last two
points balance out to some ex-
tent). Perhaps the biggest prob-
lem is that of visualisation.
With a board, everything is laid

out in front of you, but with a
diamond, the stones have to be
small enough that you can see
(and get your hand) past them to
central volumes— so seeing the
connections in a string of stones
is sometimes difficult (but then
haven't we all had this problem
in the 2-dimensional game at
some point...?). If you turn the
diamond round 90 degrees you
are suddenly lost - the game
looks so different. I have a sus-
gicion that thinking basically in

dimensions, normal go is hard
enough for us, and we should
leave diamond go for 4-
dimensional hyper-beings.

Anyway, one and a half years
later, I have risen to 4 kyu, and
it's probably about time I took
another look at it. I haven't
thought about good shape in di-
amond go before— I hadn't had
the experience in normal go,
and the same is true for other
topics. It may still have a future
in this universe...

® If you came across go in an
amusing or unusual way, why
not send an article to the Editor?
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The Diamond

by Steve Bailey
101374.624 @compuserve.com

Part 2

® ] am 2 kyu and it would not
surprise me if there are errors or
if there are sequences that even
now I haven't considered. If you
find any, feedback would be
welcomed.

In the previous article, the ba-
sic Diamond problem was
osed (White to Elay and kill
glack cleanly, no kos or sekis).
Here we look at assorted White
attacks which fail.

e
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Diagram 1

Diagram 1 - The first wrong

White attack, Black to play and -

live.
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Diagram 2

Diagram 2: Black can get a
seki. %’love 2 is forced, else
White can connect to the lower
wall leaving insufficient space
for two eyes. White 3 is forced,
else Black gets one eye in the
corner and another at the 2-2
point. Move 4 is Black's
strongest response; other Black
4’s are worse, For example if 4
at 5, then White 5 at 10 reduces
Black to only the eye in the cor-
ner. If 4 at 8, White 5 at 5 leaves
Black a ko with 6 above 10.
Move 6 to the right of 5 just
doesn't work for Black...
Diagram 3: Black dies.
Moves 8 and 9 are miai and
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Diagram 3

Black still dies, so he has to
plag as Diagram 2.

ince that isn't what White is
seeking, how about the other
atari for 57

LI B R I B |

Diagram 4

Diagram 4: This atari leads
to two eyes. People's immedi-
ate reaction is that White 5 & 7
can be sacrificed because, as
everyone knows, when Black
captures the two stones White
can throw in to falsify the eye.
Except that isn't the case here!

)

Diagram 5

Diagram 5: It isn't a false
eye. My consulting committee
said I needed to include this
diagram to explain the previous
comment.

D@
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Diagram 6

OO0

Diagram 6: The second
wrong White 1. This turns out
to be one of the more involved
moves; there are fewer forced
moves than occurred with Dia-
gram 1, leading to many more
variations. And yes, we do have
to painstakingly work through
them all.
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Diagram 7

Diagram 7: Why the obvious
Black 2 fails. Black 2 is the ob-
vious reply to this White 1. It
just doesn't work, although
there are many ways both play-
ers can go wrong. White 3
forces Black 4, otherwise White
could play there and link to ei-
ther the lower or the right wall
which would remove any eyes
in the centre.

White S is not totally obvious
as it appears to abandon White
3, however Black has no good
answers and 6 here or at 8 both
fail. And although White 7 at 8
works (Black throws in, White
recaptures, Black ataris, White
links 5 to his wall, Black cap-
tures, White re-enters to atari,
Black tries for a ko, White falsi-
fies the eye— play it out to see
what happens), it is quicker and
cleaner to link 5 to the wall with
7. Move 9 just makes the sacri-
ficed White 3 a false eye.

Diagram 8

Diagram 8: Black 2, also no
good. Black 4 tries to make an
eye in the corner and one at the
3-2 point. White 5 prevents this.
Black 4 at 7 leads either to a ko
or a seki.

Diagram 9: Only one eye.
White 3 forces Black 4 and then
Black just runs out of space for
2 eyes.
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Diagram 9

Diagram 10: Could be tricky
for White. The sequence shown
leaves Black dead with an inter-
nal 3-space eye. Black 4 at 5 in
this diagram leads to White cap-
turing the top Black stone and a
single 4-stone T-big-eye. Black
4 to the right of 7 is more inter-
esting...

Diagram 11

Diagram 11: A seki would be
good for Black... Move 5 forces
6, and 7 captures to make a
‘gun’ shaped group with two
extra liberties inside Black.
That sounds like a seki.

I've already had some feed-
back which makes me realise
that some weaker kyu players
may not realise why this appears
to be a seki. Basically, the gun
shape is one of the big-eyed
dead shapes, discussed in rea-
sonable depth in part 3 of
Counting Liberties in BGJ 104.
In this situation the white stones
(seem to) form this five stone
gun shape within a black wall,
with an additional two common
liberties.

If Black was to play on both
common liberties, he would
capture White leaving a five-
point gun-shaped eye, into
which White could replay pre-
venting Black getting two eyes.
Thus Black would be dead.
Knowing this, Black would not
play those starting moves.
Whilst if White filled in all the
outside liberties first and then
Flayed on one of the common
iberties, Black would capture
White and leave a 6-point eye.

That eye would not be one of
the dead shapes and regardless
of what White did, Black could
get two eyes and live. Thus
White wouldn't play this way
either. ’

With neither player wanting
to start the fight, it is a stale-
mate or seki.
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Diagram 12

Diagram 12: .. What seki?
Despite the seki discussion in
the previous diagram, it isn't a
seki. Why? Because Black can't
persuade White to fill the gun
n, so it isn't a complete gun
shape and White has an extra
liberty. This lets White convert
his ‘dead shape’ into an eye
with an internal liberty and kill
Black outright.

At this point we begin to say
"Ah ha! I've solved it," since it
appears that all Black twos fall
to the correct White moves.
However the next diagram
shows a sequence that refutes
this, but before leaving dia-
grams 11 & 12, mull them over
a bit because we'll be back.
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Diagram 13
12at3

Diagram 13: This way Black
lives.

This is a seki and for a long
time I felt it to be the best Black
can do given White 1. Black 4
at 5 lets White kill. White 5 at
7 lets Black live with 2 eyes.

Diagram 14: A better life?
Returning to Diagram 11 with
anew improved Black 8. In this
variation White runs out of lib-
erties too quickly, and Black

Tt

Diagram 14

can now refute the original
White 1 with territory.

This is only ten diagrams for
this particular White 1, it
doesn't even cover every plausi-
ble Black 2, but similar tactics
work for other responses to 1.

T

Diagram 16
10at1

Diagram 15 & 16 show White
1 from Part 1 of this article.

Diagram 15: ko.

Diagram 16: 10 at 1 for two
eyes.

T . T

T

Diagram 17

Diagram 17: An obvious
White failure. Almost any
White 3 is easy to refute.

1

Diagram 18

Diagram 18: Another obvious
White failure. Again almost any
White 3 is easy to refute.
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Diagram 19

Diagram 19: Black can get
this one wrong.
VaaY
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Diagram 20

Diagram 20: This is how.
Black 2 is normally a strong
move, but it doesn't work here.

6,4 1

G

| Diagram 21
12at3

Diagram 21: The right Black
2.
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Diagram 22
i0at5

Diagram 22: The last obvious
White failure. There are a cou-
ple of possible choices here for
White, but all seem to end with
Black getting two eyes.
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Diagram 23

Diagram 23: White 1’s tried
50 far.

Despite the many diagrams,
this article only covers part of
the problem. The moves tried so
far for White 1 are the obvious
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seven, and there are thirteen
other possibilities. Although
some may be unlikely, we need
to investigate moves such as
White 1 at 8,9,6,7,3,0r11 in
Diagram 22.

In the next article I'll address
some of these and expound the
correct White attack and its
variations. In the meanwhile, is
this the correct White 1 and if
so how does White cope with
Black 2 (and all the other possi-
ble Black move 2°s)?

f : |
!

Z ]
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- I I
Diagram 24

Diagram 24: What about
this?

A Problem
from London

by Francis Roads

It is only too well known that
there is a big difference be-
tween solving a problem in a
book and solving the same
problem in the course of a tour-
nament game. Apart from the
competitive pressure, you are
not told whether or not there is
a solution, or several solutions.

You could have seen some-
thing like the diagrammed po-
sition in the main hall at the
Highbury Roundhouse on the
last day of this year's London
Open Go Congress. What were
you doing in the main hall,
Francis? Don't the stronger
players use a smaller room up-
stairs? Never mind about that,
look at the position. I was
White.

Things look grim for the
white group on the left. It has
no eye, while the black group

in the corner has one. This
means that the onus is on White
to fill the common liberties at
(a) and (b) in order to win the
semeai fight between the two
groups. But as soon as White
plays on either of these points,
part of his group becomes short
of liberties, and he may have to
fill in his false eye at (c). So is
(d) perhaps the best point for
White to start?

Problem Diagram

This is quite an easy problem
for a dan player under no tour-
nament pressure. And kyu play-
ers who have studied Richard
Hunter's articles on counting
liberties in semeai fights
shouldn't find it too difficult. I
did find the right answer, but I
will admit to spending the best
part of ten minutes doing so.
My opponent resigned two
moves later. What would you
play as White in this position?

Solution on page 57

Byoyomi
Explained

by Richard Hunter
(hunter@gol.com)

"Cho Kisei, you've entered
byoyomi. Ten minutes left."
That must be a familiar sound to
Cho Chikun, who goes into by-
oyomi in most of his games. In
the Kisei title match, the time
limit is eight hours per player.
There are no chess clocks; the
time is monitored by a time-
keeper. When a player has used
all except ten minutes of his
time, the timekeeper reads out
the seconds, which is the literal
meaning of byoyomi. The style
is not the same as the byoyomi
I remember at tournaments in
Britain years ago. And I hear
that these days, byoyomi has all
but been replaced by Canadian
Overtime. Still I thought readers
might like to know how byoy-
omi is conducted in Japanese
tournaments.

This article was prompted by
the amazing amount of incorrect
information posted on the
rec.games.go newsgroup during
1996. My sources were video-
tapes of recent Kisei and Meijin
games and a 1977 magazine ar-
ticle in Gekkan Gogaku on the
topic of time keeping.

Except for the final minute,
the timekeeper reads the time
like the following example:

"30 seconds, 6 minutes left;

40 seconds;

50 seconds, 6 minutes left;

35, 58."

If the player plays a move be-
fore 60 seconds have passed, no
time is deducted and the next
move is counted the same again.

Is can be repeated any num-
ber of times without any time
being deducted until the player
thinks beyond sixty seconds.

en his Tremaining time is re-
duced by one minute. If he
wants, he can of course think for

several minutes consecutively.
The timekeeper counts off each
minute used.

"30 seconds, 6 minutes left;

40 seconds;

50 seconds, 6 minutes left;

55, 58, 1 minute.

Cho Kisei, 5 minutes left."

Finally, we get:

"30 seconds, 1 minute left;

40 seconds;

50 seconds, 1 minute left;

55, 58, 1 minute, no time
left."

No time left means the player
is in his last minute. He must
play every move within sixty
seconds, otherwise he loses the
game on time (I remember we
used to regard it as a pass in
games I played, but profession-
als have stricter rules). To dis-
tinguish the last minute clearly,
the timekeeper reads differ-
entlg'.

"30 seconds, no time left;

40 seconds, no time left;

50 seconds;

1,2,3,4,5,6,7,8,9."

If the timekeeper utters "10",
the player loses on time. If the
player plays a move before
then, no time is deducted and
the next move is counted the
same again. The final minute is
reused every move. That is why
game records (e.g., in the Igo
Yearbook) often show that a
player took 7 hr 59 m. It is not
possible to take the full 8 hours
of an eight-hour time limit. In
the earlier rounds of the Kisei,
the time limit is only 5 hours
and many players take 4 hr 59
m.

The timekeeper does not say
"Please play"” as someone
stated. The only time I have
ever heard this was during a
friendly exhibition game of
rengo, between two teams of
amateurs. One player in partic-
ular frequently failed to play
within the time limit and had to
be forcefully reminded. The or-
ganizers presumably did not
want the game to end prema-
turely, as would have happened

under professional rules. Ac-
cording to an article entitled
"Time is the Enemy” in Go
World #13, the timekeeper in
TV games used to count "... §,
9, play please". This practice
was discontinued, however, be-
cause the seconds tended to
stretch. Changing the count to
"... 8,9, 10" made things much
more straightforward.

That explains why the current
NHK timekeeper, Kobayashi
Izumi, was replaced for the
games her father (Koichi)
played in. Izumi has gained a
reputation for being an un-
flinching stickler for the rules.
No slowing down or speaking
more loudly from her, unlike
some timekeepers.

Players who lose on time are
generally very well-behaved.
No McEnroe-type theatrics. I
have seen at least two losses on
time in TV games. Recently,
Fujisawa Shuko was counted
out in his NHK tournament
game against Cho. He seemed
bewildered and Cho looked
rather embarrassed at winning
by default. (Cho was just in the
middle of making his corner
live, which would have put him
clearly ahead anyway.) Shuko
said he thought he still had one
minute left. He also said it was
not the first time he had lost on
time.

Another common misunder-
standing about byoyomi is that
the reusable minutes are special
to the end of the game. This is
not so. Throughout the whole
game, no time is deducted if the
player plays in less than one
minute. The Japanese expres-
sion for this is literally "no
time" (in katakana). So when a
player is said to have played in
no time, it actually means
within fifty-nine seconds rather
than instantly. The time is not
kept by chess clocks, but by a
human timekeeper who uses a
watch. He/she keeps a detailed
record on a special form, indi-
cating the time taken, cumula-
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tive time used, and time of day
for every move. These times
only indicate whole minutes;
the seconds are omitted. A
move played in no time is indi-
cated with a slash on the record
sheet. When both players are
down to their final minute, all
the moves have slashes. This is
known as ‘“one-minute go".
Durin% big title matches, only
one official is present for most
of the game, acting as both
ame-recorder and timekeeper.
wo lower-ranked profession-
als take turns. When one player
approaches byoyomi, the sec-
ond official comes in too, and
one does byoyomi while the
other keeps the game record.
The referee, who is a high-
ranking player, is usually only
present to officiate the start,
sealed move, restart, and end.

In one-day games having
shorter time limits, for example
five hours each, the period of
byoyomi is only five minutes in-
stead of ten. However, | believe
the time is still counted in min-
utes (not 30 seconds as some-
one wrote). At least, it was in
the twenty-year-old article I
found in Gekkan Gogaku de-
scribing timekeeping for a mi-
nor game with a five-hour time
limit.

During the 1996 Kisei, while
Cho was in his final minute, he
got up and left the room after
playing his move. At the time, |
wondered what would happen if
Kobayashi Satoru played before
Cho returned, but Kobayashi
thought for a while and Cho
came back. Was Kobayashi just
being considerate? Was this an
unfair imposition by Cho? In
the very next game, while O
Meien was giving the commen-
tary on an exciting ko fight that
seemed likely to decide the
game, the camera switched to
the playing room only to find
both players absent, even
though both were in their final
minute of byoyomi. This was on
nationwide live TV. It was an
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unusual enough event to
prompt O to explain. The time-
keeper doesn't start counting
the time until the player is back
at the board. That's provided he
left in his opponent's time of
course. Once his time has
started, there's no interrupting
it.

Book Reviews

The Go Player’s
Song Book
reviewed by T. Mark Hall

Many years ago, in my days
of innocence, I suggested that
Go songs, poems, jokes etc
should be collected and pub-
lished. Strangely enough, Fran-
cis Roads was one who then
believed that it would be no
bad thing if unused songs were

-quietly forgotten. However, I

persisted and the BGA Song-
book (still on sale from the
Bookseller, quick plug) was the
result. I don't claim that it was
particularly brilliant but it was
the first collection, although
the Dutch and Americans had
published some of the material
earlier in their magazines.
However, Francis has now
taken one step back and two
forwards. The one back is to
eliminate everything but songs;
the two forwards are to be far
more selective and include mu-
sic (very useful if you can read
music— rules me out straight
away!). This naturally raises
several questions such as how
can one ever recognise what the
Finns sing (sing?) at a Euro-
pean Congress as a tune? How
can one fit a tune to a song
where the writer doesn't even
know what the tune was?
(Answer: listen to a CD over
the phone! Song 7, in case
you're interested.) For the Edi-

tor to entrust the review of the
Go Player's Song Book to the
one go player mentioned most
often, is likely to lead to ques-
tions such as "Why is that lu-
natic mentioned so often?" or
"Why not more T. Mark Hall
songs?" (very unlikely, I admit).
However, I say more power to
Francis's elbow or his word pro-
cessor.

With The Go Player’s Song
Book, published by Roding Mu-
sic, I must admit that Francis
has gone one better and we can
only hope that he produces
more volumes later. This de-
pends, of course on there being
enough to collect and publish.
Normally, I would cringe when
I see adverts for the Best of...
Volume 2, but the songs Francis
has chosen are among the best
of the European Go scene (plus
a couple from the States; about
time they got on with their own
edition). All those of us who
love the European Go Congress
Song Party will naturally buy it
to find out what it was we were
singing (mostly because we
usually get merry enough to for-
get the next morning) and I
hope that everybody else will
also get it for the following rea-
sons:-

1. It shows that, although we
may be Elaying the greatest
game in the world seriously at
tournaments, we have fun to-
gether afterwards.

2. It mentions me!

3. Go players include talents
other than those expected of
anorak-wearing, game-playing
nerds.

4. It mentions me!!

5. T agree with Francis's
judgement on Song 28 (buy the
book and find out which and
why).

6. Finally, and most impor-
tantly, it mentions me!!!

Ingenious Life and
Death Puzzles

reviewed by
Matthew Macfadyen

Two new titles which have
appeared since my review in
BGJ 105 deserve special men-
tion. Both involve Yang Yilun,
a top level professional Chinese
resident in the USA, and both
are aimed at quite a high level.

Yang Yilun's /ngenious Life
and Death Puzzles, from Yu-
topian, is a very rare thing. A
collection of completely origi-
nal Life and Death problems.
Regular readers of the Ameri-
can Go Joumnal will have seen
some of Yang's problems, and
will be aware that they are al-
ways challenging. If you think
you have the solution quickly it
usually means that you haven't
understood the problem.

The problems here are in the
top class. Not only do they in-
volve interesting and surprising
moves, but the original posi-
tions look like things from real
go - very few of those wildly
implausible loose stones on the
first line which lesser com-
posers have to patch in to make
their solutions work.

Those of us who are used to
having the text in Japanese, and
ignoring it, in problem books
will not mind that the English
captions add very little to the
dlagyams. Some of the proof
reading is a bit sloppy in this
area as well, but I haven't found
anty mistakes in the diagrams
yet.

The cover describes this book
as volume 1. Yang claims to be
following the late Hashimoto

taro in composing a problem
every day, and this book con-
tains 110 of them. This seems to
Imply the possibility of three
books a year of this type, which
woulg not be beyond Sidney
Yuan's publishing energy, but
might outpace most go p%ayers.

Whole Board
Thinking in Joseki

reviewed by
Matthew Macfadyen

Whole Board Thinking in
Joseki by Yang Yilun and Phil
Strauss, Fourth Line Press: a
new publishing group, a new
sort of book. This time Yang's
go is interpreted by Phil
Strauss, who can write decent
English.

The form of the book is
straightforward. A series of
josekis is presented, and each
time a turning point is reached
Yang produces a set of posi-
tions, often differing only very
subtly, so that each of the
choices is appropriate in one of
the positions.

This gives a new and fasci-

nating insight into the world of
professional thinking, in which
Josekis don't happen in just one
corner, but are part of the solu-
tion to a whole board problem.
It says a lot of things which are
not available in the other joseki
books available in English, but
a word of warning.

The text frequently dismisses
as totally unacceptable varia-
tions in which a player has only
fallen behind by a point or two.
For the purposes of amateur go
the differences are tiny com-
pared with the normal level of
tnaccuracy we apply to life and
death, middle game or yose situ-
ations.

Reading this book thoroughly
will teach you all sorts of things
about how to set up your open-
ing perfectly, but don't expect to
coast to an easy win just be-
cause your opponent selects one
of the ‘bad’ lines.

results.

find out.

for list).
All enquiries to:

New from Games of Go on Disk, a program almost as ad-
dictive as playing the game itself. GoScorer™ allows you to
guess/predict the next move in any game recorded in Ishi

ormat. It keeps your scores, gives hints and makes studying
the professional's games interactive. The hints are for the
general area of the board, the line and direction of the next
move. A built-in clock allows you to set the time you want
to take looking at any game and a ScorerLog will keep the

. How would you score in guessing/estimating the profes-
sional's next move? 10%? 50%? 90%? or 0%? Now you can

Price: £5.00 with GoGoD viewing program or free with
any Ishi format collection purchased (see previous adverts

T Mark Hall,
Games of Go on Disk,
47 Cedars Road,
Clapham,
LONDON SW4 0PN
0171 627 0856

or

Schaak en Gowinkel het Paard
Haarlemmerdijk 147
1013 KH AMSTERDAM
The Netherlands.
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Sansan
Worries

by Charles Matthews
Part 4

This time, an unpopular pat-
tern, namely Black starting with
a 3-3 point and 4-4 point on the
same side of the board.

It is quite hard to find more
than half a dozen examples of
this strategy in professional
games. Go Seigen tried it in
1933. I thought I would apply
the reasoning from Conan
Doyle's Silver Blaze. This open-
ing may be a dog. But it is one
that doesn't bark in the night.
How can two such simple and
sensible plays be wrong? Since
White happily makes this for-
mation, there must be some-
thing to learn about what Black
is supposed to do with the ini-
tiative.

After chewing on this one for

a while, I decided that it could
be a help to recognise a special
character of the tuseki of some
strong professionals. I am think-
ing particularly of the younger
Rin Kaiho. Also of Kobayashi
Koichi, so successful in the last
15 years. I came across this atti-
tude {n openings such as Dia-

aml.

The Rin feeling is to play the
approach at 5, rather than a
more constructive play such as
any of A to E. Black seems to be
saying, "My stones don't need
any more linking together than
they already have.” This is a

acy way to develop, and is
Fikely to lead into a fighting
§ame rather than a moyo game.

preading out over the whole
board is one way to look at it;
negating the optponent's plans
before they get off the ground is
another. However you cut it,
this is actually not the most or-
thodox thinking. Your regular
go coach will always tell you
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Diagram 2 (1—89) Diagram 4 (1—74)

that you are not connecting your
stones up enough, quite proba-
bly without even looking at
your games.

OK then, suppose for the pur-
poses of argument (a) that the
4-4 and 3-3 combination doesn't
primarily aim to connect along
the side, as was suggested in
Part 3, and (b) that makes it a
little off the beaten track as far
as plans for Black go. The
reader is probably impatient to
see how it fares in games.

The game in Diagram 2 is an
example from the Rin Fuseki
Dictionary, companion in
Japanese to the Ishida Joseki
Dictionary in a Nihon Kiin se-
ries of blockbuster books, and
not now likely to be translated.
Which is a pity, what with its
700+ examples. The joseki in
the top left was unusual. If you
trust my Japanese, the scale of
Black's formation on the lower
side up to 29 is praised. The
game was the second of the
Honinbo match in 1962, with
the challenger Handa taking
White against the holder Sakata
(colours given wrongly in the
book). Black did win, so that
grabbing a move with 23 and
leaving the weak group in the
north-west corner succeeded
this time. I tracked down the
game in the May 1962 Go Re-
view, and give more of the
fighting (up to 89) than the
book does. White eventually re-
signed.

Sakata's reputation, at that
time at its height, was for being
able to make anything live, and
for trying any opening pattern
once. There was a spasm of ex-
perimentation with this opening
once again, in the mid-
seventies.

This in Diagram 3 is another
of Sakata's games, from thirteen
years later, though on that occa-
sion he held White against
Kudo. The game got into Go
World 13 for the frivolous rea-
son of holding a trainspotter's
record: three out of four open-
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ing moves on 3-3 points. Again
I'm giving more than the snippet
there (68 takes ko at 52), the
game being in the 1976 Kido
Yearbook = (p.168). Weird
goings-on in the lower left. But
striking the way that White in
the opening got both to break up
the right side and to play 10 on
the left. Black did win, by 9.5
points.

Finally one from the man
himself. Rin Kaiho with Black
Ellays Takemiya in the 1976

oninbo League (Diagram 4).
This game is one to watch
closely, since Rin's style of
rapid development is up against
Takemiya ‘Mr. Connect-Your-
Stones-Up’ Masaki. Up to 74,
who's winning? Not easy to say.
What is noticeable is that
around move 50 Black has five
groups on the board, White per-
haps just two if one takes him to
be connected across the top
side. The game went all the way
into the endgame, but White
won by resignation (as I read
the notes in the 1977 Kido
Yearbook, p.91, it was any-
body's at this stage).

Conclusion from all this? I
think my theory holds water—
this is a special strategy for
when Black is not too interested
in playing a typical parallel
opening where each player cul-
tivates one side of the board.
Go thinking has been moving in
the opposite, constructive direc-
tion for twenty years.
Takemiya's general points about
the opening seem to have influ-
enced many strong players,
where in contrast Kobayashi
Koichi's highly personal style
tends to be called ‘inimitable’.

Note about the Go Seigen
ﬁame mentioned, which might

ave been the first ever with this
opening: it is number 195 in the
collected games, or on the ex-
cellent set of disks from T.
Mark Hall.
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The Seven
Deadly Sins
of Go

by Bill Taylor

To correct the impression
that I’m nothing but a cold fish
devoted to the extremes of per-
nickety logical correctness and
little else, I‘ll make a vague,
sloppy, and subjective post
about some common faults of
go _lgrllayers.

e characteristic of the for-
mer basis of occidental culture,
was its devotion to highl
moralistic forms of religion, of-
ten popularly summed up in
lists of ‘do’s and ‘don’t’s; espe-
cially ‘don’t’s!

The epitome of this form of
medieval superstition, was the
classic and ever-popular list of
Seven Deadly Sins. I was re-
minded of these when I was

-looking at a list of proverbs in

someone‘s homepage.

The standard rendering of
the seven deadly sins in medi-
aeval thought is -

PRIDE - this was considered
the big daddy of all the sins!

ANGER
LUST
SLOTH - i.c. laziness;

AVARICE - greed, in a fi-
nancial or at least worldly
sense;

GLUTTONY - also greed,
but in the sense of immediate
sensual gratification;

ENVY

Or by first letters....

P.AL.S.A.GE - that would
be a nice mnemonic, if it was a
real word!

Now it hit me that for each of
these, there‘s a rather closely
comparable deadly sin in go.
And unless we can rid ourselves
of these sins, we will not
progress to the level for which
our natural ability predestines
us. (And no, I am not, nor have
I ever been, a card-carrying
Calvinist!)

So let’s have a look. We will
consider each in turn; but as
IMHO the big daddy sin for go
is AVARICE, I will promote
that to head of the list!

Avarice

Our club has a common say-
ing: “GREED is the besetting
sin of the go player.”

And how! Just think - how
many games have you chucked
It?, going for too much? Dozens!

ow many points chucked?
Thousands!!  You‘ve already
cut off half a group, but rather
than settle for that and some fur-
ther gentle progress, you fool-
ishly go for the lot, and blow
everything.

That’s greed! You have your
eye on a big point; but rather
than play a finalizing urgent
gote move in the current fight,
you hit the big point. Greed!
Your opponent hammers your
unsecured group, and soon
you’re bleeding.

Play the urgent point before
the big point, goes the proverb.
So true. To do the opposite is
GREED. Avoid it.

Pride

In go this is usually called:-
lack of respect for one’s oppo-
nent. It is a well-known failing.
You don’t think your opponent
will see the one tricky way to
kill your group, so you leave it.
He kills it.

You leave a group hanging
slightly, to get in a ‘forcing’
move elsewhere. You know it

isn’t really forcing, but he’ll
never realize that! Pow!

You play with a general lack
of care and attention; after all,
he’s taking three stones from

ou, the moron! “Hell, I'll beat
him without having to exert my-
self!” Your game never gets up
speed. History.

It’s all PRIDE; lack of respect
for the opponent. It’ll kill your
go soul!

Anger

In go, it especially takes the
form of REVENGE. For exam-
ple. He’s just succeeded with an
unsound invasion. How dare
he! Strike back to show he can‘t
get away with that!!! But no - sit
on your hands, and take several
deep breaths. No matter if it was
sound or unsound, you’'ve still
got a game to play. Pretend
some silly clubmate has been
called to the phone, and you
must complete his game.

The opponent falls back in
good order from a breakthrough
that should have smashed him
completely! Don‘t let it rile you;
an unsound push somewhere
else to ‘make up for it’ will not
help you win!

Trying to catch up on disap-

ointments with ill-considered,
hasty, or over-aggressive moves
1s a sure way to an early grave.

Calm your ANGER.

Laziness

. Well, we all know what this
1s. Slack moves - we all make
‘em!

You can’t see a really good
move straight off to deal with
the current situation, so you
make do with second best. You

lay a routine move out of
abit, without considering there
may be something more special.
ou defend in what seems the
standard manner, in a slightly
Nonstandard situation, and it all

goes wrong, coz you didn’t
look properly.

Too much LAZINESS, and
your winning chances will
evaporate.

Lust

No, I'm not speaking of the
glamorous opponent on the
other side of the table! That
form of lust doesn’t apply at go
(we should be so lucky!). But
this one does:- LUST for bat-
tle! Not anger, or revenge. But
just plain bloody-mindedness
to no purpose. Stirring things
up, when proceeding naturally
will be quite sound. Creating
complications just for the hell
of it, when it doesn’t really suit
your plans. Initiating fights
when a simple move would be
much more profitable. It’s all
lust for battle.

One golden lesson we West-
erners have still not really
learned from the Japanese, is
the value of PATIENCE. There
is no need to give in to lust for
battle before your position is
ready for it.

LUST will get you peppered
with a shotgun; at the go board!

Gluttony

As 1 said earlier, this is dis-
tinguished from greed proper,
by its aspect of immediate grat-
ification. It certainly happens
in go. You cut off a little bit,
but rather than progressing on-
ward smoothly, you gobble it
up right away by taking it off
the board, losing precious time.

‘Win the stones and lose the
game’, goes the proverb.
Maybe not always true; but if
you spend your efforts scoffing
up little bits here and there,
when large amounts of influ-
ence and future prospects are
gpi’ng begging - that’s a real
sin!

Too much GLUTTONY and
you’ll soon be sick; sick of

your game, anyway.

Envy

There is really only one form
of this at go, but it is very com-
mon.

After some initial jostling for
Eosition, you think, “My God,

e’s got a much bigger territory
than me! I must get into it! Mess
it up! Steal it!”

Resist this temptation. Hon-
est toil is better than theft,
(usuallfy). And remember, to
most of us, the opponent’s terri-
tory always looks bigger than
your own. He’s probably sitting
there thinking the same thing.

So anyway, in a fit of envy,
you dive deep into his moyo
with an unsound overplay. Ugh.
A gentle erasure will be more
successful in most cases; and in
any event is more likely to leave
him under pressure than you;
whereas the deep invasion will
leave you gasping for air and
losing sente.

ENVY is an ugly thing; many
a fair game of go has been dis-
figured by it!

So there are the seven deadly
sins of go, to avoid like the
plague (or like death, war or
pestilence - though in modern
times this last apocalyptic
horseman has been retired in
favour of pollution).

Maybe I'm exaggerating
here, but I'd reckon that anyone
worse than 7 kyu can probably
gain a whole kyu for each sin,
Just by eliminating it completely
from his game.

Do it!

© W.Taylor; August 1995.
/
@ Bill Taylor is one of the go
players whom Francis Roads
met while in New Zealand. (See

the new series, Francis in Aus-
tralasia.)
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Letters from
Japan: 3
by Graham Telfer

Cho Chikun might be a miser,
but he walked away with the
Meijin against Takemiya. That
means Cho holds the Honinbo,
Kisei and Meijin titles.

He has a distinctive approach
to a tournament. After settling
down on the cushion, out comes
a large travelling rug and two
rubber balls from a bag. The rug
goes over his knees and he be-
gins squeezing the balls. When
he is concentrating he scratches
his head. So distinctive is his
head scratching it even features
on the opening credits of the
NHK television tournament.

Kyoto Nihon Ki-in: entrance

The NHK tournament is a
wonderful chance to see a lot of
professionals playing and com-
mentating. Michael Redmond, 8
dan, has commented twice in
what my wife says is very good
Japanese. The tournament is
also in danger of becoming a
family affair. Kobayashi Koichi
is both still playing and appear-
ing as a commentator, while his
daughter is one of the regular
game record keepers.

Before the tournament match
there is a lesson. For the past
few weeks this has been given
by Go Seigen. He is teaching
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opening strategy. All the

lessons for a month appear in
the NHK magazine.

Kyoto Nihon Ki-in:
a playing room

I am now living near Osaka,
and play every week at the Ni-
hon Ki-in in Kyoto. The pho-
tographs show the entrance and
one of the playing rooms. I am
improving rapidly. A league
table is maintained in the club
and I am now ranked as 2 dan.
Playing at other clubs at this
level 1 have been holding my
own quite well.

A miniature go ban I hope to
donate as a trophy for the
Three Peaks Tournament

Finally I would like to an-
nounce that I am now a dad.
Mitsuko Louise was born on
the 12th Noveber. She made
her first visit to a go club last
week.
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Zlin: Janssen
v Cocke

by Matthew Cocke

Black: Frank Janssen, 6 dan

White: Matthew Cocke, 4 dan

European team tournament,
Zlin, Round 4.

Black makes an unusual cor-
ner enclosure at the start of this
game, at move 5. The continua-
tion of White 18 to 26 strength-
ens this corner, which becomes

large. A better approach may

have been White 18 at 61. How-
ever, when Black continues by
ushing along with 31 etc,

ite seems to complete a large
territory by turning at 48. The

theme of the game is now how
much territory Black can make
from his moyo.

49: Makes this moyo very
large. Maybe it was better to
play this move as a hane on the
centre point, though. From
move 50 onwards White is try-
ing to play lightly and somehow
get a live group 1n the moyo.

60: Is a mistake: it would be

better to hold it in reserve. If

White sacrifices the group con-
taining 60, as in the game, then
it is clearly better for White in
the endgame not to have made
the 60-61 exchange. Since 60
threatens to push down to the
left of 5, it will be sente if it is
ever needed. Despite this mis-
take, the continuation seems to
leave White with a reasonable
position.

74: Seems to be another mis-
take. The continuation of Black
pushing in at 77 and giving atari
1S severe. If White uses 82 to
connect at 83, Black can block
at91 in sente, reducing White to
one eye. Therefore White de-
cided to play ko at 82. 74 at 82
Seems to be safer. White is still
Not in a bad position, however.

9694l

L B

Figure 1 (1—100)
86, ko at 68

18
16
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dhdl
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Figure 2 (101—153)
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92-94: Probably another mis-
take for White. If White had
played at 94 instead of 92, and
the same continuation had fol-
lowed minus the 92-93 ex-
change, then White would be
better off than in the game.

The endgame now starts.
White continues making small
errors. For example, I had over-
looked Black 115. It would be
more profitable to play 110 at
114 directly. 130 would clearly
be better one point higher.

However, by White 132,
Black decides that connecting at
142 will leave him with too lit-
tle territory. Therefore Black
connects at 131, and one last
trade follows. The moves after
153 are not recorded, but it is
known that White won by three
points with the Ing counting
system.

Software
Reviews

Goliath version 3.5
reviewed by Nick Wedd

Goliath is a Go-playing pro-
ram, written by Mark Boon.
e wrote a version for the Atari

many years ago, which won
computer Go tournaments in
1989, 1990, and 1991. However
version 3.5 runs on the Macin-
tosh and on Windows 95 and
NT. (A version for Windows
3.1 may be available: customers
should enquire about this with
the supplier, address below.)
The Wgndows versions require
a 486 processor or better, 256 or
more colour graphics, and a
CD-rom drive. The Macintosh
version requires system 7 or
later, a 68030 or later, a
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640X480 display, and a CD-
rom drive.

Installing it from the CD (the
same one for Windows or Mac-
intosh) is very easy. You just
tell it what operating system
you have, and it installs itself.
Once it is installed onto your
hard disk, you do not need the
CD again.

The graphics are very nicely
done. The appearance of the
board is the best I have seen in
any program. But on a Win-
dows system, it does require
256 colours: with only 16, it
runs but essential information
is invisible.

It has options of 19-by-19,
13-by-13, and 9-by-9 boards;
all four combinations of human
and program playing Black and
White; up to nine handica
stones; and three skill levels. It
allows you to take back moves.

It can record partly-played
games for re-loading later, and
does this using popular "Ishi"
format. I am particularly
pleased about the last point:
most authors of Go programs,
for reasons which I cannot
guess at, devise their own new
and incompatible formats for
game records. Mark Boon has
shown that there is no need for
this, and I hope that other Go
programmers will follow his
example.

A consequence of this is that
you can use it to play through
Ishi-format game records, on a
more attractive board than
other game-recording pro-
grams. You can also use 1t to
record games in Ishi format, by
setting it to a ‘Human versus
Human’ game (however it ig-
nores all comments and varia-
tions). And if you play a game
against it, you can then play
through the game with another
program such as GoScribe or
Yago, and add a commentary.

I found it easy to beat on nine
stones, whereas I have not yet
managed to beat HandTalk, the
current world computer Go

champion, on nine stones (I am
1-kyu). So when I played them
against each other, I expected

andTalk to win. I set each to
its maximum strength, to play
on a full board with Japanese
rules, and Goliath as Black giv-
ing 5% points komi. After a
rather chaotic game, Goliath
won by 16%2 points.

There must be something
about the different styles of the
two programs which allows me
to beat one of them much more
easily than the other. Their
styles certainly differ greatly.
Goliath seems to make good
sensible standard shapes, while
HandTalk has a way of starting
complicated and unreasonable
fights, and then reasoning out,
sometimes correctly, how to
win them.

As you play, you have an op-
tion of four soundtracks of
background music, or none.
You need a soundcard to hear
this. I have none, so I cannot
comment on the music.

If you use it, you may find
that it appears to be very slow.
It is not: it can complete its part
in a full-board game in ten min-
utes, on my 66mhz 486. But
(on my Windows 95 system) it
has a problem with detecting
that it 1s its turn. I found that I
can overcome this by playing
my stone, and then twitching
the mouse just to wake it up.

Tsume Go Goliath
reviewed by Nick Wedd

Tsume Go Goliath is another
program by Mark Boon. It dis-
Elays Tsume Go problems, and

nows the answers to them. In-
deed, using new techniques in
artificial intelligence, it not only
knows the right answers, it is
able to produce refutations for
all the wrong answers.

System requirements, and in-
stallation, are the same as for
Goliath 3.5, above.

It has a repertoire of almost
1,000 tsume problems, varying
in difficulty from 20-kyu up to
shodan. (Tiat is what the man-
ual says. The program rates me
as 11-kyu, so I would like to
think that the problems are actu-
ally more difficult than this.)

it operates in two modes,
‘browse’ and ‘test’. In ‘browse’
mode, you select one of its 979
Problems, and try to solve it. In
test’ mode, the program uses
its assessment of your strength,
saved from a previous session,
and selects a problem for you.
Either way, when you think you
have found the solution, you
click on the point where you
want to play. The program an-
SWErs (without  revealing
whether you are right or wrong)
and it 1s your move again.
Eventually, 1f you get the entire
sequence right, you see an ani-
mation of a bobbin-doll bowing
to you and congratulating you.
If you get it wrong, it continues
playing until your failure is ob-
vious, and then the bobbin-doll
appears, bows, and tells you to
try again,

At any point while trying to
solve a problem, you can back
up one move, back up all the
way to the start, or give up and
ask it for the answer.

. In ‘test’ mode, there is also a
timer for each problem, set to
two minutes. The program con-
tinuously adjusts its estimate of
your strength, and is able to
show you a graph of how this
has been changing.

The problems are all Black to
Elay: some to kill, some to live.

or a few of them, the objective
€an only be achieved in ko - this
15 not stated, and you are meant
to read it out for yourself. For
others, it is possible to win out-
nght, and if you only achieve a
ko the bobbin-doll” then tells
you so,

I found this program much

more rewarding than a book of
tsume-go problems. This was
because of its ability to refute
all possible mistakes sensibly.
If I try tsume-go problems from
a book, and get one wrong, the
book can generally not show
me why my answer is wrong.
This not only spoils that prob-
lem for me, it leaves an un-
pleasant feeling which distracts
me from subsequent problems.

The problems are ‘real’ ones,
from Japanese composers. |
found these more rewarding to
try to solve than the computer-
generated  problems, with
sealed-off edges, that are of-
fered by Thomas Wolf's Go-
Tools 8rogram (reviewed in
BGJ 102). However, Tsume
Goliath Go, unlike GoTools,
cannot solve problems entered
by the user. Moreover it has
only a finite stock of problems
(GoTools 1is supplied with
12,000 and can generate more).
But there are plans to supply
further problems for it, for cus-
tomers who have worked their
way through all 979.

For anyone wanting to buy a
good program with which to
improve their reading ability, I
would recommend Tsume Go
Goliath.

Goliath costs 169 guilders,
Tsume Go Goliath 99 guilders,
and both together 239 guilders.
(At the time of writing there are
3.0 guilders to the pound.)
They can be ordered from:

Schaak en Gowinkel het Paard,
Haarlemmerdijk 147,

1013 KH Amsterdam,

The Netherlands.

Telephone +31-20-624-1171
Fax +31-20-627-0885

Email paard @xs4all.nl.
They accept Visa, so you can

pay in guilders without incur-
ring a currency charge.

Handtalk
version 96.09

reviewed by
Matthew Macfadyen

I had no difficulty loading it
into Windows, running version
3.11 on a 60 MHz Pentium. The
speed is satisfactory; the ma-
chine uses less that 15 minutes
for a game playing on its highest
level. Probably it would be a bit
slow on a 386.

The advertisement says that
the program has a 4 kyu
diploma from Japan. This seems
optimistic; the first game I
played against it, 1 fave it 9
stones and won by 241. (But I
am a mean handicap player. I
can normally give a real 4 kyu
about 100 komi in a 9 stone
game.) However Handtalk is the

irst computer program I have
seen trying a genuine premedi-
tated swindle, and for much of
the time it feels like playing
someone who knows what is
going on, and possesses a rea-
sonable degree of native cun-
ning. It does not feel stupid the
way most programs do.

A good selection of editing
features includes hints, sug-
gested joseki moves, a choice of
whose rules to play under, and
various ways of changing the
display. It would be nice to have
a toggle which turns off the irri-
tating tune permanently, so you
don't have to hit the space bar to
shut it up every time you end a
game.

One very obscure bug (and it
doesn't happen on all ma-
chines): when I switched to a
monochrome screen the pro-
gram seized up and stopped ac-
cepting moves. Possibly there is
some problem with the way it
assumes the screen drivers are
set up.

In brief, Handtalk is the best
program you can buy for play-
ing go, but the interface is still a
little unrefined.
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Harnessing
the Force

by Charles Matthews

One of the things which has
to be learned about go is that
just because a play is going to
get an answer does not mean
that it should be played. After
this point has been mastered
one can lurch to the opposite
extreme, and question the value
even of good and effective forc-
ing plays (kikashi). That leads
to indecisiveness and creepin
paralysis— the player who will
never waste a single ko threat
needs patting on the shoulder
and being told, "Cheer up, it
may never happen."” But, having
stepped back from the brink,
and seeing that in a real game
some issues do rightly get set-
tled early while others meander
on unresolved, one is never
quite the same player again.

The difficulty of these deci-
sions was brought home to me
recently when I was working
over an old article on shape by
Francis Roads from BGJ 63.
The sequence in Diagram 1 was
in one of the examples.

There is no doubt that Black
cutting at 1 is a misconception
about how to attack. The indi-
rect method of Diagram 2 is
much more like it. If White
lazily assumes that running
away with 2 in Diagram 3 is
enough, Black 3 and so on pro-
vide a rude awakening. That is
enough to show that 1 in Dia-
gram 2 is on a good point for
shape. You could also say that
White would make good shape
by taking this very point. Even
so, I find it interesting to know
whether the forcing exchange of
6 for 7 in Diagram 1 is so good
it needs to be played now, or
should perhaps be postponed.
White can after all play at 8
there without 6 first.
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Diagram 7

You can try to draw up a list
of pros and cons. Against play-
ing a forcing move you may al-
ways say: you might need it
later as a ko threat, you might
some day find you did not want
it played at all, you might subse-
g}lently wish to have played it

ifferently. Here suppose White
played as in Diagram 4. Black
cutting at A can't be a great
worry. After White B there is
still ‘a ladder to catch Black.

ore precisely this leads to C,

, E, F, and White can catch
One or other set of three stones.

It is hard to believe that Black
will give up 1,3,5 and cut be-
low B with any success. Proba-
bly more players would worry
about Black starting at F, deny-
ing White the forcing move.
But when White answers at E
that is fine shape, with 6 on an
ideal point (Reference Dia-
gram). Black at F looks like a
classic move which oughtn't to
be played (yet).

In Diagram 5 we see another
standard reason not to play
atari. If White gets the marked
stone in position later it is 1

there, not 3, which is the good
continuation. As a general rule
one is reluctant to play out the
last atari_and thereby prevent
the sacrifice stone from doing
any further good in the game.

In the other column, possible
losses by omission, one has to
look at the thought that Black
might cut on the third line, as in
Diagram 6. Now there is no
forcing move at A. On the other
hand Black's marked stone has
become ridiculous. One can
imagine Black playing this way
as a special plan— to follow it
up with Black B, White C and
minimise a White territory to
the right. Otherwise, if Black
wants to continue to attack
White, it makes no sense.

My personal conclusion: I
probably wouldn't play this one
in a game, unless reducing the
Black potential territory on the
left side was very urgent, and
my reason would be that I didn't
feel I had to. But I can see that
this could easily turn out to be a
misjudgment. (And I certainly
don't think it a ‘mistake’ that
Francis put it in his original arti-
cle.)

To finish with, here is a pas-
sage from one of my games in
which I got this sort of decision
wrong. This was from 1994; I
had White against T. Mark Hall.
Mark commented afterwards
that he thought he was ahead
after the fuseki, which 1
wouldn't deny; but White
seemed to do himself some
good with the reduction se-
quence shown. The problem
comes with 19. Mark believed
that White needed to play this at
once at 20. Black is going to
answer at A, after which the
lone White stone at the top has
had its chips. Now I hate doing
this to my pieces; all my geese
are swans and every scrap of aji
is always, in my mind, going to
save me in my hour of need.
But Mark was quite right. The

reater good demanded that
hite play 20 and take the pres-
sure off the group in the top left.
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Smith v. Rehm
at Zlin

by Paul Smith

This éame from the European
Team Championships in Zlin
was played on 23rd November
1993,) and comes from round 4.
I wrote down the moves after
the event, so apologies for any
errors in the move order.

Black: Paul Smith, 2 dan UK
White: Robert Rehm, 5 dan NL

I didn't feel very happy with
the opening of this game. I'm
sure that I should use 17 to pull
out my stone 13. And when
White played the moves from
24 to 30 I felt that I was being
pushed around.

I played 35 and 37 because I
wanted to limit how much terri-
tory White could stake out here;
but after I had played these
moves [ felt that I had just
helped him to strengthen his po-
sition.

I wasn't at all sure what to do
when White invaded at 40.
Once I got into a ko fight here [
felt that I had to finish it with
63, but White 64 then seemed
very large, especially as I had to
grovel for life in the top left cor-
ner.

After the sequence from 68 to
72, 1 had no territory left in the
top right, whereas White ap-
peared to have good prospects
at the top, on the left side and on
the upper right side. I thought
that all I could do was attack
White's group at the bottom and
then resign once it had defi-
nitely lived. After 92, the White
group was almost connected
out, so I reckoned that things
weren't going too well!

However, after 97 White
didn't get round to connecting
against the cut at 109. Once I'd
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played at 107 and got White to
reply on the right, my stones in
the centre felt less weak so it
didn't seem 100 unreasonable to
g0 back to 109 and cut.

I didn't expect to be able to
capture the large white group -
I thought that my surrounding
stones were too thin, and also
that I was bound to make some
kind of horrible tactical mis-
take! But at 126 it seemed that
White couldn't cut because of
shortage of liberties, and up to
137 none of my surrounding
stones had died.

White then started a ko at the
bottom with 144. The rest of the
moves are not recorded. I lost
the ko, but the large white group
still didn't have two eyes. The
only hoge for this group was
then to fight a semeai (a battle
between two groups only one of
which is likely to live) with my

roup in the top right, but I was
our liberties ahead in this fight
so White resigned.

WWWwW

by Colin Adams

The BGA now has a presence
on the World Wide Web. To
View our pages, point your web
browser at:
http://www.britgo.demon.co.uk
(note that this has changed since
the Winter 1996 issue of the
BGJ went to press). We are con-
tinually attempting to improve
the contents of these pages.
Your suggestions are welcome.

One feature of our web site
that T wish to draw your atten-
tion to is the list of clubs affili-
ated to the BGA. This is kept as
up-to-date as we can possibly
make it, so it will always be
more current than the list
printed in the BGJ.

To help us keep the list cur-
rent, could you please send any
Updates to me, via email, tele-
Phone or letter. Current contact

information is: Colin Adams,
14 Colman Court, Preston,
Lancs PR1 8DL. Tel: 01772-
498247.

Email:
colin@colina.demon.co.uk

I will forward updates to the
Editor of the BGJ so that it will
be current at the time it goes to
the printers.

There are a number of fea-
tures in the web version of the
club list which are designed to
make it easier for you to find go
opponents:

® There is an interactive map
of the British Isles, maintained
by Nick Wedd, showing the lo-
cation of BGA affiliated go
clubs. The locations are colour-
coded according to which days
the club meets (where this in-
formation is known). Clicking
on a location with your mouse
zooms you into the entry for the
club at that location, so you can
read the details.

® The email address of the
club secretary (or another prin-
cipal contact if the club secre-
tary lacks an email address),
where known, is included.

® Many clubs have their
own presence on the web.
Where this is known, we in-
clude a hypertext link to the
club’s home page, so you can
jump to it with a click of the
mouse.

I would particularly like to
draw your attention to the last
item. The BGA is able to offer
up to S0KB of web space to
those clubs who are otherwise
unable to maintain their own
presence on the web. Please
contact me if you are inter-
ested.

Other features of the web site
include a list of tournaments
(maintained by Adam Atkin-
son), reviews of some go
books, and links to other signif-
icant go pages.

oCee

Solutions

Mirror, Mirror on the Goban

It's a mirror go game which I
played because none would ex-
pect an innocent 12 kyu to do
such a dastardly thing. Usually
Black initiates mirror go by
placing a stone in the middle
and copying White’s moves, but
with komi it is favourable to
White if the symmetry isn’t bro-
ken.

Here 1 had a chance to turn
the tables as there was no stone
in the middle— but it is a dan-
gerous thing to do as Black
could have easily avoided disas-
ter by playing move 15 at 16!

London Open Congress

There are indeed several cor-
rect answers to this problem,
because White can play else-
where. Despite having no eye
against one eye, White has
enough liberties to win the fight
even if Black plays first. The
solution diagram shows one
¥ossible attack by Black, which
ails by one liberty. In the game
I played a large territorial move
elsewhere, and my opponent
soon resigned. But it takes
courage to abandon a fight like
this.

So, if you decided to play
anywhere at all in the problem
diagram, I am afraid that you
got it wrong.
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Tournament

News

by Tony Atkins
Peak Practice

The Three Peaks Tournament
in November was again run at
the Marton Arms in the attrac-
tive hill country of the York-
shire Dales. Organiser Toby
Manning delegated the draw to
Sue Pitchford and a combina-
tion of factors in the draw led to
a rather strange result. Of the 40
players present only one won all
his games, namely Hennie
Groot Lipman (1 dan Reading).
He started below the bar and did
not have to play the strongest
rated player namely Alistair
Wall (4 dan Wanstead). Since
Alistair dropped a game to Alex
Selby (2 dan Cambridge), Alis-
tair and Hennie shared the first
place. One of the six-strong Isle
of Man contingent, young
Philip Marshall (20 kyu), and
Epsom Downs' Yvonne Mar-
%ctts (21 kyu) both won prizes

or four wins.

Organiser’s Daughter

The Swindon Tournament fi-
nally broke with tradition and
kept the same venue as the pre-
vious year. However the Allied
Dunbar Club had been refur-
bished in the meantime and now
statues of Greek gods stood
watching over the go activity.

Shutai Zhang and Matthew
Macfadyen were playing game
three of the British title match in
an upstairs room; next door was
the top room where it looked
like one of the four dans would
win. In fact one did, T.Mark
Hall taking the plaudits. Due to
the organiser being unable to
count, several prizes went to the
wrong people. The correct list
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National Junior Go Championship:
Louise Wolf, Under-5 Champion,
with her father Thomas Wolf (AJA)

of winners on 3/3 was as fol-
lows: Paul Clarke (3 kyu High
Wycombe), Mike Talyansky
(12 kyu High Wycombe), Dar-
rell Sturley (20 kyu Mon-
mouth), Yvonne Margetts (21
kyu Epsom Downs) and
Youngik Kim (30 kyu Braken-
hale). Youngik also won the
self-paired 13x13 and Jiri
Keller (2 kyu CLGC) won the
self-paired 19x19. A special
prize for being the youngest of
the 86 players went to the or-
ganiser's daughter, Annabel
Barnard.

BGJ Quiz

The West Surrey weekend
traditionally has an amusing or
interesting extra element. This
year a quiz was run based on
contents of recent Britsh Go
Journals and some go posi-
tions. Winner of the kyu sec-
tion was Anna Griffiths (9 kyu
Furze Platt) with 18/20 and
winner of the dan section was
Tony Atkins (16/20).

Also a tradition is the teach-
ing session on the Saturday.
This year over 30 students and
teachers met in Burpham vil-

lage hall to study various as-
pects of the game, including
some material provided by Na-
tional Trainer Matthew Mac-
fadyen. Highlight of the day
was the analysis of the conclud-
ing British title match game,
which Shutai and Matthew had
played in the back room. The
Handicap Tournament on the
Sunday was attended by 50
players the best of whom
proved to be the winner T.Mark
Hall (4 dan) and France Ellul (3
kyu High Wycombe) and Alis-
tair Brooks (27 kyu Swindon)
who all won 4/4. All on 3/4 got
plaques too: runner-up Edward
Blockley (2 kyu Worcester),
John Rickard (4 dan Cam-
bridge), Tony Atkins (2 dan
Reading), Gerry Mills (1 dan
Monmouth), Clive Wright (1
dan Nottingham), Paul Clarke
(2 kyu High Wycombe), Colin
Weeks (4 kyu West Surrey),
Steve Ashing (8 kyu West Sur-
rey), Mike Talyansky (10 kyu
High Wycombe), Ged Fari-
mond (12 kyu Epsom Downs),
Niel Ings (18 kyu Brakenhale),
Oliver Edwards (29 kyu High
Wycombe) and Jessica Ballan-
tyre (35 kyu Brakenhale). David
Hall would have been rewarded

for his second duck in a row,
put he had gone home, but Anna
Griffiths was rewarded for two
wins and two lost jigos. The
self-paired 13x13 was almost a
complete wash-out, but one
prize was awarded to Elinor
Brooks (7 kyu Swindon).

Team Successes

For the third year running
Wanstead won the Sonoyama
League, but this time by only
half a game won from second
placed Cambridge. Last years's
runners up, CLGC, were this
year third ahead of Stevenage
and the Open University. (For
full results see the article which
follows this one.)

Following the sucess of the
Cambridge-based British team
at the European Teams event in
November, the BGA decided to
promote Alex Selby to 3 dan
and Matthew Cocke to 5 dan.
Vic Morrish was also given 1
dan rank, but declined to accept
the award due to poor match re-
sults and not being a BGA
member. In January Hennie
Groot Lipman was promoted to
2 dan and Martin Smith to 1 dan
after recent good results. Not
promoted, but putting in a good
result was Sue Paterson (2 kyu
London) who was our represen-
tative at the 1996 Women's
World Amateur in Japan; she
only lost to stronger players and
ended reasonably up the order-
ing.

Cold Weather

Bitterly cold east winds
chilled the 23rd London Open.
Luckily the snow shied away
from London and the Highbury
Roundhouse was soon warmed
by the 150 players attending.
Again 40% were from overseas,
Iepresenting 12 countries in all.

he party of 19 Germans had
the best results as can be seen
rom the prize list. Again the

National Junior Go Championship:

Adam Eckersley-Waites, Under 10 winner (P.Smith)

main event was run over eight
rounds with a knockout section
for the best four after round six,
and the initial overtime period
was again the experimental 1
stone in 5 minutes; this year a
survey was held to gauge sup-
port for this form of overtime,
with most players being in
favour.

Guo Juan, the Chinese pro-
fessional now 7 dan from Hol-
land, was expected to win fol-
lowing her recent win at Brus-
sels and her previous London
results, and sure enough she
was unbeaten after 6 rounds.
Lee Hyuk (the Korean 6 dan
from Moscow) had only lost to
Guo: Shutai Zhang (7 dan UK)
and Vladimir Danek (5 dan
CZ) lead the group on 4 wins.
The Grand Prix points were
awarded at this point to the top
4 plus Soong-June Kim (6 dan
UK), Matthew Macfadyen (6
dan UK), Tony Goddard (5 dan
UK), Sun-Bok Bae (5d D),
Matthew Cocke (5 dan UK)
and Felix von Arnim (5 dan D).

In the semi-finals Guo beat
Zhang and Lee beat Danek,
then in an exciting final Guo
came home by the smallest of
margins to win the Open's first

prize of £1000. Lee Hyuk took
the second prize, ahead of
Matthew Macfadyen who was
pleased to end with 6 wins, even
though third was not as good as
his win at Gothenburg in
November. Joint fourth were
von Arnim, Bae and Danek
(who beat Zhang in the last
round). No one else won all 8,
but on 7/8 from Germany were
M. Krings (11k) amd C. von
Arnim (6 kyu). On 6/8 were D.
Lanz (19 kyu D), B. Wagner (17
kyu D), B. Dubois (7 kyu F), M.
Raab (5 kyu D), J. Hossanlopp
(4 kyu F), A. Hollosi (3 kyu A),
M. Smith (I kyu UK), E.
Warkentin (I kyu F) and E.
Kouris (1 dan F). Best 2 dans
were V. Bayle (5/8 F), M.
Charles (5/8 UK) amd M.
Cumper (5/7 B). Best three dans
on 5/8 were J. Clare (UK), J.
Fincke (D) and A. Wettach (B);
Caspar Nijhuis (4 dan NL) also
won 5/8.

Youth awards went to the
various members of the Braken-
hale team: Fighting Spirit Abi-
gail Molyneux (30 kyu) and Jes-
sica Ballyntine (30 kyu), best
percentage (3/4) Samantha
Hughes (17 kyu), most promis-
ing player Youngik Kim (25
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National Junior: Thomas Blockley, Under 14 Champion

v Laura Coe, Under 16 Champion (AJA)

kyu), best result David King (1
kyu) and Being-France-Ellul
France Ellul.

Guess the Move

Using John Fairbairn's latest
software, T. Mark Hall ran a
guess the next move competi-
tion using a professional §ame.
Best guessers were Stuart
Barthropg, William Connolley,
Andrew Grant, J.S. Park (1 kyu
UK), E. Kouris (1 dan F) and
best kyu Thomas Blockley (6
kyu).

The lightning tournament
was a group system followed by
a knockout, which allowed Lee
Hyuk to come first ahead of
Shutai Zhang and Jim Sadler (1
kyu UK).

The New Year's Eve Rengo,
held before the Old Street In-
dian restaurant trip, was won by
the Franco-Belgian team of E.
Warkentin, A. Wettach, V.
Bayle and A. Knippel (3 kyu).
The continuous 13x13 was a bit
slow getting underway until the
rumour of a £200 prize started.
Prize winners were all Brits: Jo
Hampton (13.5/20), Andrew
Grant (8/11) and Francis Roads
(5/5).
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Finally thanks to Hitachi's
generous sponsorship, a raffle
of go bowls and remaining
prizes was held. Gifts went to
B.D. Min, S. Paterson, M.
Raab, G. Kaniuk, J. Rickard, F.

“Ellul, S.J. Kim, A.M. Jones, E.

Brejon and D. Strowlger. Any-
one who had already gone
home, such as Marcus Bennett,

lost their draw prize to some-

one who was still there.
Awards also went to Geoff Ka-
niuk for running his improved
go draw program and to others
that had helped Harold Lee run
another very successful tourna-
ment.

Free Lunch

Again the first event of the
new year was the Furze Platt
Tournament and again Hitachi
Europe threw open the doors of
their Maidenhead headquarters
and threw in a free lunch as
well. 93 players took part and
T. Mark Hall continued his
form of the end of 1996 by win-
ning another event. Runner up
was Toby Manning (3 dan
Leamington). All on two wins
got a prize, as did the following

on three: Jiri Keller (2 kyu
CLGC), Sue Paterson (2 kyu
CLGC), Terry Wright (4 kyu
Bristol), Francis Weaver (8 kyu
Brakenhale), Anna Griffiths (9
kyu Furze Platt), Pauline Bailey
(14 kyu West Surrey), Nicola
Hurden (20 kyu Brakenhale)
and Oliver Edwards (29 kyu
High Wycombe). The
Wycombe club won yet another
team prize. In the continuous
9x9 winner was Brakenhale's
Neil Ings, with runners up Carl
Chapman, Alistair Brooks and
Nicola Hurden.

Youth Record

A recent record of 32 young-
sters attended the 1997 Youth
Championships at Brakenhale
School Bracknell, on the day af-
ter Furze Platt. Winner and un-
der 18 champion as expected
was BracknelFs David King (1
kyu); runner up was Anna Grif-
fiths (8 kyu Furze Platt). In the
Under 16 section Laura Coe (13
kyu Brakenhale) was winner
beating school mate Emma
Marchant (9 kyu) into second.
The under 14 section was close
between winner Thomas Block-
ley (5 kyu Worcester) and run-
ner up Francis Weaver (7 kyu
Brakenhale). The Isle of Man
team's long journey was re-
warded with Clare Franklin (35
kyu) winning the under 12 sec-
tion ahead of Alistair Brooks
(28 kyu Swindon). The Cam-
bridge Chess and Go Club got
both places in the Under 10 as
Adam Eckersley-Waites (24
kyu) finished ahead of twin
brother Tom (19 kyu). A special
section this year was the Under
5 section won by Luise Wolf
(37 kyu London).

Winners of 5/6 in the handi-
cap section were Philip Mar-
shall (13 kyu IOM), Youngik
Kim (22 kyu Brakenhale),
Kathy Cowen (37 Kyu IOM)
and Amy Schade (37 kyu IOM).
On 4/6 was Davinia Balham (37
kyu IOM) and on 3/6 were Paul

National Junior: David King, Under-18 Champion,

v Anna Griffiths, runner-up (AJA)

Hyman (15 kyu Brakenhale),
Ben Morris (23 kyu Cam-
bridge), Abigail Molyneux (32
kyu Brakenhale), Emma Fair-
brother (32 kyu Brakenhale)
and Luke Corking (33 kyu
Brakenhale). In the continuous
13x13 most points (wins +
bonuses) were 24 scored by An-
drew Marshall (14 kyu IOM),
18 by Natasha Boddy (30 kyu
Cambridge) and 16 by Saman-
tha Hughes (16 kyu Braken-
hale). Daniel Cawley (35 kyu
IOM) got a prize by answering
a go question first, set by tour-
nament director Simon Goss.

Fish and Chips

Wanstead moved a little fur-
ther out of the city this year by
choosing the Mornington Hall
in Chingford as the venue. In
honour of the hall's name a

ornington Crescent tourna-
ment was advertised; prize win-
ner was Tony Atkins.

Iso nearby was the Official
Tony Atkins Favourite Fish and
hip shop, which sells wet fish
as well as battered skate wings
and other unusual items.
Owever, mostly due to the

Wanstead Ski Trip clashing
with the tournament yet again,
only 44 people turned up.
Slightly unusual was the 69
year age gap between oldest
and youngest competitor. The
man to beat was Korean 5 dan
Hyung-Soo Park, but best at-
tempt was John Rickard (4 dan)
who only managed a jigo. On
sos tie-break Park was the win-
ner ahead of John (both on
3.5/4).

The only player on 4/4 was
Jim Sadler (1 kyu Brighton).
On 3/4 were Alistair Wall (4
dan Wanstead), Geoff Kaniuk
(2 kyu CLGC), Martin Solity (3
kyu Wanstead), David Hall (4
kyu Camberley), Tony Lyall (8
kyu Norwich), Paul Hyman (15
kyu Brakenhale), Carl Bate (24
kyu Brakenhale) amd Robin
Chapman (30 kyu Hemel).
13x13  winner was Mike
Charles (2 dan).

Sonoyama
League 1996

by Paul Smith

Here are the results of the
1996  Sonoyama  League.
Wanstead are the champions,
just as they were in 1994 and
1995. At least this time the final
position was very close.
Wanstead and Cambridge were
level on match points, so ac-
cording to the rules the winners
would be the team which had
won more games. Wanstead
were ahead on this tiebreak by
just half a point!

Ten matches were played:

Stevenage 5, CLGC 5
Stevenage 7, OU 3
Cambridge 8, OU 2
Cambridge 8, Wanstead 8
Wanstead 8, OU 6
Wanstead 5, Stevenage 3
Wanstead 6.5, CLGC 5.5
Cambridge 6, Stevenage 2
Cambridge 5 CLGC 3
CLGC7,0U 3

And the final table was:

Ist Wanstead 27.5 games, 3
wins, 1 draw

2nd Cambridge 27.0 games, 3
wins, 1 draw

3rd CLGC 20.5 games, 1 win,
1 draw, 2 losses

4th Stevenage, 17.0 games, 1
win, 1 draw, 2 losses

5th OU 14.0 games, 4 losses.

Charles Matthews is organis-
ing the 1997 competition.

The Journal is in need of ideas for the front cover. If you have an
unusually interesting photograph, picture or design that might be

used, please send it to the Editor.

(Photographs are always returned.)
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Aji: latent possibilities left be-
hind in a position.

Aji-keshi: a move which de-
stroys one's own aji (and is
therefore bad).

Atari: the state of having only
one liberty left.

Byo yomi: shortage of time.

Dame: a neutral point, of no
value to either player.

Damezumari: shortage of liber-
ties.

Furikawari: a trade of territory
or groups.

Fuseki: the opening phase of
the game.

Gote: losing the initiative,

Hane: a move that ‘bends
round’ an enemy stone, leaving
a cutting-point behind.
Hasami: pincer attack.

Hoshi: one of the nine marked
points on the board.

Ikken-tobi: a one-space jump.
Jigo: a drawn game.

Joseki: a standardised sequence
of moves, usually in a comer.

Kakari: a move made against a
single enemy stone in a corner.

Keima: a knight's move jump.
Kikashi: a move which creates
aji while forcing a submissive
reply.
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Komi: a points allowance
iven to White to compensate
or Black having the first move.

Kosumi: a diagonal play.

Miai: two points related such
that if one player takes one of
them, the opponent will take
the other one.

Moyo: a potential territory.
Ponnuki: the diamond shape

left behind after a single stone
has been captured.

Sagari: a descent towards the
edge of the board.

Sanren-sei: an opening which
consists of playing on the three
hoshi points along one side of
the board.

Seki: a local stalemate between
two or more groups dependent
on the same liberties for sur-
vival.

Semeai: a race to capture be-
tween two adjacent groups that
cannot both live.

Sente: gaining the initiative; a
move that requires a reply.

Shicho: a ladder.

Shimari: a comer enclosure of
two stones.

Shodan: one-dan level.
Tengen: centre point of board.

Tenuki: to abandon the local
position and play elsewhere.

Tesuji: a skilful move in a lo-
cal fight.

Tsuke: a contact play.

Yose: the endgame.

World Wide Web

BGA pages are now at:
http://www.britgo.demon.co.uk

Wanted

Go Reviews from 1961 and
1968, quarterly numbers vol. 3-
10, ancci1 Go World 8, 12, 57.

Charles Matthews, (01223-
350096.

Advertisements

These are charged at £50 a full
page and pro rata. For part page
adverts, the space allotted may
exceed what has been paid for
where it is convenient for lay-
out. Small adverts not for profit
are free.

Contributions for next Jour-
nal by 4th May, but please
send earlier if possible. Text
can be accepted on both 5.25"
and 3.5" disks (plain ASCII,
not right justified, and né tab-
ulation) but should be accom-
panied by a print-out in case
of difficulties.

Diagram references: please
use A,B etc., not K10, C3
style notation.

\_ Y,

© 1997, BGA. Items may be
reproduced for the purpose of
promoting go, provided that all
such copies are attributed to the
British Go Journal. All other
rights reserved.

Views expressed are not neces-
sarily those of the BGA or of
the Editor. .

Goods Direct

The BGA bookshop, with a wide range
of books and equipment, will certainly be
at the Dublin, Coventry, British Go
Congress (Egham), Bracknell, Scottish
(Glasgow) and Leicester tournaments. A
limited range of books will probably be
available at the Candidate's tournament.

Price Reductions!

In The Be%inning (G10), Tesuji (G12) Life
and Death(G13) and all the Get Strong... series

have been reduced to £8.00.

An Asian Paradigm for Business Strategy
(H1) has been reduced to £10.00.

Most other Ishi books are now £10.00.

NOW AVAILABLE

Ingenious Life and Death Puzzles, Vol 1 (Y14, £10.00) by Yilun Yang, published by Yutopian, is
a most welcome new book now that the Graded Go Problems series is almost unobtainable. In this
volume there are 66 elementary and 44 junior problems, which are harder than one would expect. I
like the cover, too. (See Book Reviews, page 45.)
. Whole Board Thinking in Joseki (4WB1, £14.00) from a new publisher, Fourth Line Press, is now
in stock. Yi-Lun Yang (again) demonstrates his thesis by using over 100 elegant examples in a
well-presented book.

Invincible: The Games of Shusaku (K01, £20.00) and Tournament Go 1992 (K01, £16.00) by John
Power are now in stock.
Two copies of the Kido Year Book for 1996 are still available at £36.00.

Go World: Subscritptions to Go World for 1997 (starting at issue 79) are now due, and will be
unchanged at £18.00 for four issues. Back issues continue to be available at the same price as new
1ssues, 1.e. £4.50 each, and I am prepared to negotiate discounts for quantity.

COMING SOON?
The Art of Connecting Stones (Y09, £10.00) mentioned in the last Journal, has not been published
as expected, and I do not know when it will be available.
Pro-Pro Handicap Go (Y13, £10.00) has also been delayed, but it should be available shortly.
SUPPORT THE BGA!

Finally, may [ appeal to you to support the BGA by building up your collection of back issues of

g;‘etﬂg%ﬂll(al. These are available from me for £1.00 per copy, all of which helps to promote the game

All prices quoted above included the cost of postage and packing.
Note that credit card facilities are not available.

Orders, accompanied by cheques made payable to ‘British Go Association’, should be sent to
R.G.Mills, 10 Vine Acre, Monmouth, Gwent NP5 3HW. (Tel: 01600-712934)
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