Stein wrote to thank us and tell us that the stu-
dents had really enjoyed the workshop.

That afternoon we managed to do our first
sightseeing in what must be one of the most
beautiful cities on the planet. On Friday the
Morinos and their friend Asaye, who spoke
English, took us on a breathtaking tour as
promised, including what for me was the high-
light - the Temple of the Golden Pavilion, rebuilt
and covered with gold leaf inside and out. Stun-
ning! The day ended with the best sushi and
sashimi I have ever tasted, and much inspira-
tional talk of Go plans for the future.

In October this year we had run two Family
Learning Days for the Imperial War Museum.
The inspiration for this was that the Museum
has an atomic bomb of the same type as was
dropped on Hiroshima. I approached the Edu-
cation Officer with the story of the Atom Bomb
Game and suggested this might be a good way of
bringing the human element into the exhibit in
a new and different way. We agreed to do a pilot
event, which prompted a very helpful turnout
of BGA volunteers, and turned out to be very
well received — ‘The most complete intergener-
ational, cross cultural family event the Imperial
War Museum has ever hosted’” — and we have

A review of Qnext

Ian Davis

I was playing on KGS one night when some-
body from the Netherlands asked me to try
out some new peer-to-peer software with them.
Knowing that such things were the realm of mu-
sic, picture and virus swapping I was reluctant.
Then he mentioned it had a Go Client so I agreed
instantly. It took 15 minutes to download and in-
stall the program on my laptop over a broadband
connection. The program came replete with Au-
dio, Video and Text communication devices as

now been invited to run two weekends on a sim-
ilar theme in August, to mark the 60th anniver-
sary of the event. We decided that the opportu-
nity of visiting Hiroshima was too good to miss,
so we spent the Saturday travelling on the bullet
train, visiting the Peace Muscum, talking to the
Assistant Director, and being given the contact
details for an English-speaking member of staff
with whom to liaise in future.

On Sunday we travelled back to Tokyo, find-
ing it very difficult to leave Kyoto with so much
more to see, and hoping it would not be too long
before our return. Morino sensei is already plan-
ning a conference next year on promoting Go and
further work for the Paralympics. Both Yasuda
Sensei and Morino Sensei have said they would
be willing to visit the UK and we feel that this
would be a very valuable exchange in terms of de-
veloping Go further in both East and West. We
found that our experiences in Japan have given
us greater insight into the teaching of Go and
its cultural and historical context, and we made
many new friends and contacts with whom we
will continue to communicate.

We would like to thank all the people who
helped to make this trip so memorable, we are
profoundly grateful to them.

ian.davis@durge.org

well as a pale grey goban. The 19x19 board was
a little small for my tastes but I liked the 13x13
and 9x9 board sizes. Some people reported occa-
sional bugs with the scoring, but I didn’t notice
one during my game.

Intrigued as to why this program came with a
Go Client I decided to send a few questions to the
company behind it. Their PR Officer responded
promptly with some interesting information. Ev-

ery programmer in the company was a Go player
he said, what’s more the marketing department
regularly had competitions against the devclop-
ment side (which he admitted they usually lost).
Qnext is aiming to attract a broader intellectual
audience beyond the tecn market - Go players
being one such audience. Will it succeed though?

The product is certainly interesting, I found
it better than other applications in this vein I
have touched. However restricting myself to the
Go software I have to join with other opinions I
have encountered in saying it just falls short of
what is expected. If you are used to a Go Server

you will always choose a Go Server over this. The
audio does give useful scope for teaching, but the
client itself is incapable of reviewing the game
which is also an cssential element. You can chat
during the game (as can watching friends) but
that’s all. I also felt the goban looked unappetis-
ing, pale grey is rather cold. The program might
be useful for a private game between friends on-
line, but at the minute T wouldn't recommmend it
for mass Go player consumption. One to watch
perhaps.

You can find the program at www.qnext.com

Go and Chess Servers Compared

Nick Wedd

I have recently read “The Complete Chess
Server Guide”, by Roland Schmaltz. Schmaltz is
a German chess grandmaster, who plays exten-
sively on chess servers, using the name ‘Hawk-
eye’. He is one of the best-known people in in-
ternet chess, and writes about many aspects of
playing chess on servers.

I was interested by the similarities and differ-
ences of server chess and server Go, and describe
them in this article.

Chess Servers

The book lists 17 chess servers, and gives details
of them. The BGA web site lists about 40 Go
servers. But this is not a fair comparison - the
BGA web site is thorough in listing obscure and
little-used servers, while the book lists only the
more popular real-time chess servers, which sup-
port only chess and no other games. There are
in fact over 300 sites where you can play chess
on the internet.

I was surprised by the attendance figures.
The figures given below are for normal daily peak
attendances, when it is evening for typical users

nick@maproom.co.uk

but there is no special event on. The busiest
chess server is said to be ICC, with 2,500 peo-
ple on-line. Six others are listed from 300 to
1,600. This compares with ourgame, a Chinese-
language server, with around 25,000 Go players,
and some other Chinese servers that I have not
been able to access, which I am told have over
10,000. Cyberoro, with an English-language in-
terface but very few Western users, has 15,000.
Even if we look only at Go servers with sig-
nificant numbers of English-speakers, IGS has
around 2,000, and KGS 800.

However, the book was published in May
2004, and I understand that its figures are al-
ready out of date. Attendance at ICC now may
be 3,000, while at playchess.com, a European
chess server, it is 3,500.

Even so, it seems that more than five times
as many people use Go servers as chess servers.
Either many more Chinese than I had thought
can afford internct connections, or East Asians
are more inclined than Westerners to play seri-
ous games.



Time Limits

A big differcnce between server chess and server
Go is the time limits used. For server Go, typical
time limits are about 30 minutes each with 20 to
30 seconds per move overtime. When I want a
fast game, T choose one minute main time, and
25 moves in three minutes of Canadian overtime,
which works out at an average of seven seconds
a move. ’

For internet chess, much faster time settings
are popular. The majority of games played are
five minutes each or faster. Five minutes each
works out at around five to ten seconds a move.
The most popular setting is three minutes each.
Also popular are two-minute and one-minute set-
tings, known as “bullet chess”. One minutc each
might mean an average of a second a move for
the whole game.

Whereas Go servers support “sudden death”,
“byo-yomi”, and “Canadian overtime”, chess
servers support “sudden death” and “Fischer
time”. The way Fischer time works is that you
start with a fixed time allocation (say two min-
utes), and each time you move this is increased
by another smaller time allocation (say two sec-
onds), and reduced by the time you used. While
Fischer time is universally supported, and very
popular, on chess servers, I know of only one Go
server that supports it, the Thai-language games
server ThaiBG.

The book devotes twa sections to coping with
fast time limits. One is about hardware issues,
including mousc tuning and ping times. The
other is about how to actually play using these
time limits: when you should premove (you make
your next move before your opponent has moved,
and then when he moves, if your premove is still
possible, it is sent immediately, consuming no
time); how to take advantage of the possibility
that your opponent may have premoved; how
to choose a move that is likely to win on time,
rather than one that leads to mate.

Such fast time limits are popular because fast

chess is addictive and great fun, particularly for
children. I have a suspicion that fast play is also
popular as a way to avoid opponents who cheat
by using a computer program to choose their
moves. Of course this form of cheating is not
an issue in Go for anyone above about 10 kyu,
because Go programs play so badly. But it is
an important issuc for chess players. The author
writcs “generally said, it is almost not possible
any more to cheat in games with a time control of
However, he denies that

”

3 minutes and below.
cheating is widespread: “the rate of cheaters is
less than 1% on the internet chess servers”.

1 have observed a simple example of time
strategy. Whitc had a king, queen, and pawn,
while Black had only a king and pawn. This
should have been a trivial win for White, ex-
cept that he had only four seconds left and was
going to run ouf of time. Rather than try to
give mate, White concentrated on capturing the
pawn - this way, when he did run out of time,
the server scored it as “Draw. White ran out of
time and Black has no material to mate”. Of
course, the same strategy would work for fast
face-to-face play.

In this game, White was a chess grandmas-
ter. At first I was surprised that a grandmaster
should be playing a game so different from “real
chess”. But I can see that server chess is not just
a way of playing chess on the internet - it is a
whole different. activity, with a culture of its own.
Bullet chess is something that is only made pos-
sible by chess servers - [ defy anyone to complete
a sixty-move chess game in a mimite, including
operating the clock, over a real board. And an
advantage it has over slower forms of chess is
that even at grandmaster level, draws are rare.

Lag and Time-Stamping

When you play Go on a scrver, it is the server
that measures the time. Your clock is stopped
and your opponent’s startcd when the server re-
ceives your move, not when you make it. Your

clock is started again when the server sends you
your opponent’s move, not when you receive it.
So if you have a laggy connection, all the lag be-
tween you and the server consumes your clock
time.

Users of Go servers sometimes ask about us-
ing time-stamping, which would avoid this prob-
lem. This works by your clock being under the
control of your client; so your clock is stopped
as soon as you move, and only starts again when
your opponent’s move appears on your board. I
do not know of any Go server/client pair that
supports time-stamping. The reason usually
given for this is that if the clock were controlled
by the client, players would be able to hack their
clients, or obtain hacked clients, so as to get ex-
tra time.

When you play chess on any good chess
server using any good client, time-stamping is
used. This does not seem to cause any problems
with hacked clients. The better servers check the
identities of clients using them, and if a client is
unknown or suspect, they do not allow its use
for rated games. I guess the real reason that it
is not implemented for Go is that it is not really
worth the trouble - fractions of seconds are less
of an issue.

Chess Clients

To play on a server, you need a client program
on your computer. Fortunately, four of the most
popular chess servers use the same protocol - this
is convenient for their users, as they only need
to install, and learn to use, one client to have
access to these four servers. Unfortunately Go
servers are not like this, all the most popular Go
servers tequire different clients.

I tried out a chess client program, Blitzln,
which is a commercial product. I found it very
easy to use, and slicker than any Go client that
I have used.

The simplest way of cheating at server chess
1s to run your client in one window and a strong

chess-playing program in another, and toggle be-
tween the two, copying moves back and forth.
Blitzln, and other good chess clients, detect such
toggling, and if therc is enough of it to indi-
cate that you may be cheating, they inform the
SEIver.

Overall

My impression from the book is that chess play-
ers are more obsessive, or to put it more politely,
more committed to their game, than Go players.
It even has a paragraph about RSI (repetitive
strain injury), that can result from long sessions
of bullet chess. But much of what it describes
is the same as on Go servers - players who play
continuously and never chat, players who are ob-
sessed with their rating, and people who hang
out on the server to chat, but rarely play.

The Complete Chess Server Guide,
ISBN  3-88086-180-3, is available from
http://www.schachzentrale.de/ for €9.90 (plus
P&P), or from the Chess & Bridge Ltd., 369
Euston Road, London NW1 3AR for £13.99.

IN THE DARK

A conversation on KGS

Names changed to protect the guilty

A: Can somebody help me please?

B: whats the problem?

A: T have a problem and not sure where to re-
port it

A: it’s a graphical problem

: the stones never land in the squares

: any idea?

: the stones are placed in the intersections
: ohh you too have this problem?

yes

1 yes its very common

@ Q0 >

: i'll try another server then, thanks




Referee Notes

Geoff Kaniuk

Introduction

In the UK we support various EGF events in-
cluding the European, the London Open tour-
nament and Mind Sports Olympiad every ycar.
These tournaments are international events, at-
tract top players from Europe; often involve sig-
nificant prize money; and so need methods for
resolving players’ problems. Our own local tour-
naments also do sometimes throw up problems
requiring resolution.

The purpose of these notes is to provide
some guidelines for people undertaking referce-
ing duty. The cinphasis is on ways of approach-
ing the matter, rather than a prescription of
rules. There is now a wealth of information
readily available on many aspects of running a
tournament. and useful references will be given.
There is however not much readily available ma-
terial on refereeing, and these notes are intended
to help fill this gap. The notes borrow freely
from the EGF referecs course, the first of which
was held in Amsterdam in May 2000.

These notes formed the basis of the Referec
seminar held at the TOM Go congress in 2004.

Counting

‘I'here are two basic counting methods: territory
counting and area counting. Most players in Eu-
rope are familiar with territory counting as used
in Japancse rules, and have some familiarity with
the area counting variant (Ing) used in the Eu-
ropean Go Congress. There seems to be an in-
creasing attendance at the London Open of Chi-
nese speaking players, who are not nccessarily
familiar with the territory counting method. In
view of this it seems appropriate to have at lcast
a basic understanding of the methods and how
the results may differ.

kui@kangeo.plus.com

In the following we assume that the game has
ended and all prisoners removed from the board:

Territory counting

e Black’s score is the number of points sur-
rounded by Black, plus the number of

White prisoners.

e White’s score is the number of points sur-
rounded by White, plus the number of
Black prisoners.

e Points in Seki do not count.

o Komi is added to White’s score.

Area counting

e Black’s score is the number of points sur-
rounded by Black, plus the oumber of

Black stones on the board.
e Whitc’s score is the number of points sur-

rounded by White, plus the number of
White stoncs on the board.

e Dame points in Seki do not count, but eye
points in Seki DO count.

e Komi is added to White's score.

There is a good description of the counting
methods on Sensei’s Library’s “Scoring” page.
Arca counting seems very different to territory
counting, and I do not regard it as intuitively
obvious that the two methods give the same re-
sult. On the Sensei’s Library “Territory and
Area Scoring” page you will find the following
statement of the Equivalence Theorem:

Assume there was no handicap; the gamc has
ended on two passes in a row; and there are no
sckis with eyes.

Then
if White made the last move,
area-score = territory score.
if Black made the last move,
area score = territory score + 1

The proof is straightforward but please skip
this if you don't enjoy equations.

The actual process of area counting is not
that different from territory counting, only it is
more detailed because of the need to count the
stones on the board. This is achieved by count-
ing territory in groups of 10 and then counting
stones in piles of 10. It is also more scary because
one throws captives back into the bowl.

On this last point, returning captives is ac-
tually safe. In territory counting suppose Black
captures a White stone. This gives Black one ex-
tra point of territory; the White captive is placed
inside White's territory at the end of the game
so reducing White’s score by 1. In area count-
ing Black also gets 1 extra point of territory for
the captured stone, but Whitc now has one stone
less on the board, and so one point less. A recipe
for the technique of Chinese counting is given on
Sensei’s Library, and a very readable account is
given in Tony Atkin’s “Chinese Counting” arti-
cle in issue 134 of this journal.

In Ing counting, a special Go bowl is used
which ensures that both players start with ex-
actly the same number of stones. At the end
of the game, any dead stones are removed and
returned to the opponent’s bowl. Stones from
the bow! then fill the enclosed area. A komi of
8 is scored by placing 4 White stones in Black’s
area. See Robert Jasiek’s “Simplified Ing Rules”
website for further details.

NOTE: Both Territory and area counting
destroys the position at the end of the game,
and you cannot change from one method to the
other. In order to comparc methods you need

a game record or work from a copy of the final
position.

Here are examples of 9x9 games discovered at
the IOM congress, which give different outcomes
under Territory and Area counting.

Each has played 24
stones; each has enclosed
15 points, but White has
a false eye in the seki.

<> Each has played 27
Black has en-
closed 11 points, and
White has 12 points.
Black has 2 eye points in

stones.

the twin sekis.

In the first game, Territory count gives Jigo,
but Area count gives a win for White becanse of
the (false) eye in seki. In the second game, Black
loses by 1 in Territory count, but wins by 1 in
Area count because of the two real eyes in seki.

Finally, to actually carry out the process of
area counting with the least disturbance, you
can do the following without the need for spe-
cial bowls.

1. Play out all the dame in turn before pass-
ing.

2. End the game with Black pass, White pass.

3. Now fill in your own eye points with your
own stones in turn i.e. Black fill, White
fill.

4. The filling phase ends when one player will
have filled all of their territory while the
opponent has some left.

5. The opponent score difference is now the
empty space left.

It takes time, but it’s a safe way of doing area
counting without getting muddled!



THE McMAHON SYSTEM

The McMahon system (and this is the correct
spelling of the inventor's name; Sensei’s Library
again gives details) is designed to cater for fair
tournaments in which players have a wide range
of grades. In a nutshell (from the link to the
BGA wcebsite given in the list of references): ev-
ery player is assigned an initial McMahon score
depending on grade; for each win your score in-
creases by 1, for each loss it stays the same. The
draw attempts to pair players on the same score;
and the player with the highest McMahon score
is the winner. All players above a threshold
called the bar (usually 4d) are given the same
initial score so that they have an equal a-priori
chance of winning the tournament.

The BGA organiser's handbook (see list of
references) also shows how to actually adminis-
ter a McMahon tournament using cards to record
results and do the draw. A more formal and
fully detailed prescription is also available on the
BGA website. In particular this inclndes a de-
scription of the procedures followed when it is
not possible to pair all players with the same
McMahon score, because the number of players
in the group is odd.

The zero point for the initial McMahon score
is arbitrary and is set differently in the UK (1d
has a score of zero) and in Europe (20k has a
score of zero). At the end of the tournament,
if the top players end on the same scorc, one or
more tie-breakers are used to select the winner.
A full description of all the tie-breaks in usec is
given in in the “Pairing Rules” link from the list
of references.

It should now be clear that there is a lot of
fine detail to be considered in running a McMa-
hon tournament, and these days most tourna-
ments in the UK and Europe are run using tried
and tested pairing programs. At the end of the
tournament the results are posted on the BGA
web site, and sent to the EGF for inclusion in
the monthly ratings calculations.

TOURNAMENT
MENT

MANAGE-

A number of activities need to come together at
the right time in order to run a successful tour-
nament, and the BGA organiser’s handbook (on
the BGA website) is a fruitful source of advice on
the practical running of tournaments. Three key
people are involved in running a tournament. In
summary their roles are:

Tournament Director:

e Acquire the suitably temperature con-
trolled, lit and quiet venue.

Publicise the tournament.

Provide the playing equipment

Welcome players at the Opening ceremony.
Provide continuous refreshments or suste-

nance during the tournament.
Acquire and present the prizes.
e Pack up equipment and venue.

Draw Master

o Design the schedule of playing times.

e Record details of players as they enter the
tournament.

¢ Register players actually present and en-
surc that only thosc players are included
in the draw.

e Produce the draw for each round.

e Collect the results at the end of each
round.

e Producc a prize list for the Tournament
Director.

e Produce the information required by the
Web Master for results publication.

e Produce information for the rating sys-
tems.

Referee

Ensure each round starts on time.
Monitor the playing environment.
Resolve players’ queries.

Resolve players’ disputes.

In small tournaments i.e. one day, three
round events it is often the case that one person
may take on all three roles, and even in longer
tournaments, people may well delegate, swap, or
switch roles. It may seem that the referec has
the smallest role, but it is a key one and pro-
vides the glue that holds the whole production

together

As quoted by Nick Van Diepen at the first
EGF referees course, a good referee has these
characteristics: “you should not have seen him,
and you should not have missed him”. This
means that although the referee is very visible
- walks around with a clipboard, or has a yellow
disk stuck to forehead - there is no interference in
what players are doing. When required however
the referee is at hand to sort out any problems.

In the next section, we place the Referee
in the context of the Tournament Director and
Draw Master and discuss each of the referee’s
tasks in detail.

REFEREE’S TASKS
Ensure each round starts on time

If the Draw Master’s work has gone according
to plan, the draw was announced about 5 to 10
minutes before the published time for the round.
The reason why it is important to stick to sched-
ule is firstly that the Tournament Director has
usually booked the venue for a fixed period of
time and often overruns are simply not allowed.
Secondly players may well have made other ar-
rangements on the basis of published times, and
rightly get upset when these plans are disturbed.

Therefore it is the referee’s duty to ensure
that the clocks are started as soon after the pub-
lished time as is decent - say after 10 minutes in
a large tournament. If one player is sitting at
a board with no opponent, just courteously ask
that player to start their opponent’s clock (after
moving if Black). If no one is at the board then
start Black’s clock. You will nced to keep an eye
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on the board to ensure that the clock is again
pressed when the Black player does actually ar-
rive.

At the end of the round when players finish
their games, they are usually supposed to mark
a list with the result. One of the gremlins pre-
venting the next round starting on time is players
forgetting to record their results. So when notic-
ing a game finishing, I sometimes just watch the
players as they get up and leave the board; if
they fail to mark a result, then I chase. One re-
ally does need deputies at this stage of the game,
for the referee cannot be everywhere at once.

Another gremlin is very slow play, usually on
a top board. The players are playing most of
the game in overtime. One solution to this is
to choose two players who have finished, either
of whom is able to play any of our slow players.
Publish the draw for the rest, and pair the re-
maining four as soon as the two slow ones are
done. If the problem is persistent you may have
to impose a time penalty such as the overtime
‘moves per minute’ doubles each sequence.

Monitor the playing environment

The Tournament Director will have ensured ad-
equate lighting and heating when booking the
vemue. By the time it comes to holding the event,
the weather has changed. The referee is con-
stantly aware of the heating and lighting condi-
tions and either makes adjustments or arranges
for adjustments to be made as necessary. So for
cxample, the referee will quietly twitch a curtain
to stop glaring afternoon sun falling on a partic-
ular board.

The playing environment also includes the
space between tables. Obviously, the table den-
sity was discussed at the time of booking the
venue and adequate space allowed around each
table. If it is noticed that the space has become
cluttered by players’ belongings, then the ref-
eree may well ask the player to place belongings



in the cloakroom specially allocated for the pur-
pose. The last thing you want is for some hapless
kibitzer to trip over a bag on the floor and send
the delicately balanced game flying.

It is natural for people to gravitate around an
exciting game, especially when the players are in
overtime. The referee now needs to keep a sharp
eye out, for at this point every spectator con-
siders themselves an expert in all things and can
read ever so deeply: This sometimes leads to un-
warranted interference from bystanders. In the
meantime, the crowd just adds to the players’
tensions and can certainly block what light there
is. A piece of string could be used to make a tem-
porary cordon to keep onlookers from crowding
too close.

Of course an analysis room has been allo-
cated and publicised. Nevertheless players will
insist on discussing their close game often with
some vigour. The referee will need to calmly
move these players out of the playing area into

the analysis room.

Resolve players’ queries

Many questions such as ‘What is the komi?’ are
directed at the referee who is assumed to be the
one person who knows all. My favourite answer
to this kind of question is to lead the player to
the Information Centre set up by the Tourna-
ment Director at the start of the tournament.
This is often just a wall on which is displayed
the schedule, tournament rules, and rank list.
Ninety percent of questions can be answered by
providing accessible and decently laid out infor-
mation.

Although seldom written down as rules, there
are the various bits of ‘folklore’ which sometimes
attract questions:

e When capturing three or more stones, the
clock can be stopped.

e The position of the clock is decided by
White.
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e When your opponent is in Canadian over-
time, you set the clock while stones are
counted.

e When recording your game (manually or
electronically) play your move, and then
record it.

e Give komi at the end of the game, not be-
fore.

e You may write down estimates of territory.
Your opponent may then ask to see what
you have written.

Resolve players’ disputes.

In any international tournament such as Mind
Sports Olympiad, London Open, or European,
it is wise to appoint an adjudication committee
of three players with good reputations for having
balanced views and representative of the coun-
tries present. If a serious dispute does erupt, the
players may wish to refer the matter to the ad-
judication committee if they disagree with the
referee’s decision.

If the matter cannot be settled immediately
with a few quiet words then the first step is to en-
sure that the clocks are stopped and then move
the players to another room if possible for dis-
cussion. It is essential that other games still in
progress should be disturbed as little as possible.

Having calmed the players down (Tea? Cof-
fee?), get them to tell you their stories without
interruption from you (except to clarify factual
points). Then decide whether you are compe-
tent to resolve the dispute. For example if it is a
tricky interpretation of the Ing rules, then unless
you have studied the rules in great depth, you
may not be competent. In this case you should
explain the situation to the players: if they can-
not resolve the issue themselves then they can
refer the matter to the adjudication committee.

If it is not a technical situation on the board,
but has to do for example with the mechanics
of time keeping, or player behaviour, then you
are competent and can feel confident of making

a ruling. If necessary seek further information  the problem. For example, give the aggrieved

from spectators if this will help in coming to a  player an extra minute on the clock as compensa-
balanced view. In the great majority of cases, tion for the opponent accidentally dropping some
common sense and some flexibility usually solve  stones on the board.

Look out, in forthcoming journals, for exercises, scenarios and problems which a

Referee can expect to face.
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Ceremonies, Crows and High-tech Loos

Francis Roads francis@jfroads.demon.co.uk

Francis and Jackie (right) with the Championship Organiser, Mrs Taki of the Japan Pair Go
Association
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Tokyo has a crow problem. The crows like
city life, as there is plenty to eat, but a shortage
of suitable nesting trees. So they have taken to
using the poles supporting the overhead power
cables, which the Japanese prefer to our own
buried variety. There is also a shortage of nest-
ing material, so the crows have taken to push-
ing your washing on the line off its (metal) coat
hangers, and using them to build their nests.
Metal coat hangers, power lines. ..

All this was told me by Louise Bremner,
who with her partner Richard Hunter were hosts
to my pair go partner, Jackie Chai, and my-
self during our first three nights in Tokyo. The
British representatives at the International Am-
ateur Pair Go Championship are chosen on a
points system, and after several years of persis-
tence we had built up enough to be selected. We
had arrived late on Tuesday 9th November, a few
days early, to sightsee and lose some jetlag.

On our first afternoon we paid Nihon Ki-in a
visit, to play some go. You pay 1000 yen (about
a fiver) and your name and grade go onto a card.
When a player of around your grade finishes a
game in the playing room, you are paired off with
that person. Wins and losses are recorded on the
card, and you just play as many games as you
wish. They insisted on entering both Jackie and
myself two grades above our European ranks,
but even playing as a notional 6 dan I managed
2/4. Then jetlag started to catch up, and we
retreated to Ogikubo, the suburb where Richard
and Louise live.

Our second full day was spent in Yokohama.
I had met Mr. Sekiguchi at the European
Congress in Poland in the summer, and he had
invited us to visit his home city. Yokohama,
he insisted, was now Japan’s second city, hav-
ing overtaken Osaka in population. As we went
along in the train it was hard to see where Tokyo
ended and Yokohama began.

We were shown the waterfront and all the hy-
permodern buildings, including Japan’s tallest
skyscraper; not a place I'd want to be when
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the earthquake comes. But more interesting to
us was the area from which European influence
spread out in the 19th Century. Here are the
oldest western style buildings in Japan. We were
shown Japan’s first tennis court with great pride.
Later Mr.
house, where we met his koto- and shamisen-

Sekiguchi invited us to tea at his

playing wife.

Next day was check-in day. We arrived at
Hotel Edmont, a posh international hotel, well
before lunchtime, to find that we had no formal
commitment for another 24 hours. But jetlag
still had the upper hand, so we spent the rest of

the day resting.

My hotel room had a remarkable loo. All
the controls were electronic. One enabled you
to vary the temperature of the seat. Another
enabled you to choose whether or not you re-
quired a vigorous squirt of water in the bottom
when you had finished. Once you had under-

stood them. ..

Next day (Saturday) we teamed up with
Philip Waldron of Canada to find the tourist in-
formation office. This gave the impression that
Tokyo wasn’t really expecting many tourists, but
When I
dropped a coin the staff all scrabbled about on

we were met with great politeness.

the floor looking for it. It turned out to be 1 yen
(about 0.5p). We walked back to the hotel past
the Imperial Gardens, which represent Tokyo’s
heart.

At the Opening Ceremony after lunch we
were introduced to various officials, including the
chief referee, Yoshio Ishida, whose monumental
joseki dictionary is on many of our bookshelves.
A pair from Mongolia, one of the four countries
represented for the first time (the others were
Nepal, Belarus and Brazil) went onto the stage
to take an oath on all our behalf that we would
play in a sportsmanlike manner, etc. If there’s
one thing that the Japanese like, it’s a good cer-
emony.

Then on to round 1 of the pair go, where

played Ukraine. Much later, I discovered

what an unusual opportunity this visit was for
Ukrainians and comparable countries. They had
a late flight home on the last day, and wondered
if they could remain in their hotel rooms after
checking out time. They decided not to when
they found that the extra charge would repre-
sent a month’s salary.

After losing that game, we played a “Friend-
ship Game” where all partners and opponents
were selected at random. For this we were asked
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to wear “national costume”. It’s not obvious
what English national costume is, so Jackie and
I had decided to be Morris dancers. These cos-
tumes were to be kept on for the evening Wel-
come Party. Now in my wild youth I actually
did Morris dancing, and it seemed a long way to
take my kit without using it. So I offered to form
part of the entertainment, and duly performed
“Old Mother Oxford” to the sound of a cassette
recording myself playing the tune on the violin.
We didn’t do very well in the tournament, but I
don’t think that the British pair will be quickly
forgotten.

The remaining four games of the tournament
were played on the Sunday. The format is five-
round Swiss. 22 nations were represented, and
pairs representing regions of Japan make up the
required 32. This means that one pair must win
five games, and another lose all five; North Ko-
rea and Nepal had those distinctions. We lost
to New Zealand, Belgium and a Japanese pair,
beating only Indonesia, with a final position of
26th (ahead of France!).

Simultaneously ~with the International
Championship an Open Pair Go Tournament
took place in adjacent rooms, which attracted a
substantial entry. Included in these were Micha
Marz and Manja Lindemeyer of the Deutsche
Go Bund, who had made the trip specially. The

day ended with the awards ceremony and yet
another party.
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Jackie eating snails

You might think that that was all, but on
the Monday morning we were given a presen-
tation by PandaNet, one of the tournament’s
sponsors. That was followed by yet another for-
mal occasion, the conference lunch, where we all
sat around a square formation of tables for a sit
down meal. Each pair in succession was given
a chance to make a short speech; this was re-
ally an opportunity to say thank you. As the
microphone travelled around the square, we no-
ticed that it was usually the male member of
each pair who ended up clutching it. So Jackie
struck a blow for gender equality by standing up
and voicing our thanks.

Jackie had to return to Britain on the next
day, owing to shortage of leave, so that left us
one afternoon for joint sightseeing. We visited
a Japanese garden which had formerly belonged
to the shogun. We arrived at around four o’
clock, and closing time was five; plenty of time,
you would think. But from half past four loud-
speakers from all directions treated us to quite a
loud recorded announcement warning us of the
park’s impending closure, interspersed with per-
formances of “Annie Laurie” for solo piano and
string orchestra. Not quite the meditative tran-
quillity that we had been hoping for.



The Japanese education system is fiercely
competitive, and some parents try to give their
children a head start with private English lessons
after school. Enough of them do that to keep
my cousin Vernon in noodles; he runs a small
language school which I visited after Jackie’s de-
parture the next day (Tuesday).

On Wednesday it was time to take the Shin
Kan Sen (bullet train) to Osaka.
Takechi is a much travelled Japanese amateur

Harumi

go player, whom onc tends to meet at Euro-
pean and US Go congresses. She also came to
the IOM in 2002. Shc had invited myself and
Micha and Manja to her home in Daiwa Higashi,
a small country town about an hour’s train jour-
ney north of Osaka.

Thursday was spent in local sightseeing, in-
cluding a visit to an onsen. These arc spas,
where you have a good shower first and then
plunge naked into the waters of a natural hot
spring. In the evening we playcd pair go just for
fun.

On Friday it was back to Osaka, first to a
shop specialising in Go and Shogi equipment,
where you could spend 1,500,000 yen on a goban
if you wanted to, and then for a visit to Kansai
Kiin (West Japan Go Association.) For histori-
cal reasons they are quite independent of Nihon
Kiin, and they like to be noticed. We were wel-
comed by Muraoka sensei, who scemed pleased
by the visit of two Vice-presidents of European
go associations. He played us all simultaneously,
but seemed more impressed by my ability to eat
a bony fish with chopsticks than with any skill
at, the go board.

In the evening we went to a performance of
“The 47 Samurai” at the National Bunraku The-
atre. Bunraku is where you have puppets each
operated by three puppeteers, all clearly visible
ou stage in black costumes. Voices and musical
accompaniment are provided by actors and mu-
sicians sitting to one side. An earphone device
provides an English commentary. I thoroughly
enjoy plunging into Japanesc culture like this.
Unfortunately shortage of time meant that we
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could only attend the last four and a half hours
of the performance.

At the weekend we were invited by a friend
of Harumi to a go playing weekend in a town
an hour or so’s drive to the north of Daiwa Hi-
gashi. There were about eight of us, all allegedly
amateur, but my goodness they were strong.
Bath Micha (3 dan) and myself were taking three
or four stone handicaps from some, and losing.
This took place in a traditional Japancse house;
that meant tatami mats in every room, no chairs,
tables or beds, so everything happened at floor
level, and the thinnest of wooden slats separat-
ing both rooms and the outside world. Not a
place to be in cold weather.

After a night sleeping on futons, the plan had
been to drive to Kyoto, but Micha had a stomach
complaint and needed a doctor, so I was packed
off to Kyoto by train on my own. I spent most of
my time exploring a Japanese flea market in the
grounds of a temple. On the next day, (Mon-
day) Harumi took us all to Arashiyama, north
of Kyoto, which is good place (o look at the Au-
tumn colours. Unfortunately many thousands of
Japanese had decided to do so as well, and we
ended up spending more time in the car than out
of it.

Tuesday was time for me to return to Tokyo,
but not before visiting a master of Noh, who has
converted the upper part of his house into a prac-
tice stage, and gave us a demonstration. He is
an amatenr Noh actor, who knows ten of the 240
plays in the repertoire. “How many does your
teacher know?” T asked. “About 230,” came the
reply.

My third week in Japan was taken up with
sightseeing in Tokyo and visiting my cousin's
country house. The only go I played was against
Richard and Louise in the cvenings.

I last visited Japan in 1982, as a guest of-
ficial at the World Amateur Go Championship.
This visit left me feeling that T must try to find
an cxcuse for going back before another 22 years
passes.

Japanese Rules OK?

Simon Goss president@britgo.org

At the referces’ seminar run by Geoff Kaniuk during the Isle of Man congress, it became obvious
that almost all of the fifteen or so people there had major misunderstandings about the Japanese
rules of Go, which we use in the UK. This article describes these rules. How well do you already
know them? Test yourself with the quiz below.

Quiz

1. {No diagram): You are Black in a 3-stone handicap game. According to the Japanesc rules,
where should you place your handicap stones, and in which corner should you not place one?

2. Tt’s Black’s turn, and this position is on the board. Black plays at A.
What happens next?

3. 'This story was contributed by Nick Wedd, who observed something like
it in a game between two players at about 5-kyu. Both players have
passed. Black claimed that the seven white stones in the corner were
dead. White: “I don’t see why”. Black: “T'll show you”. Black played
at A, White captured the four black stones, and then they continued
as in the second figure. Next, White played a ko threat, which Black
answered, and then White recaptured the ko. In the end, White had
more ko threats and won the ko, so the white group was deemed alive.
What is the truth, and why?

4. In a game that Tim Hunt and I played at the recent small-board champi-

onship in Cambridge, under time pressure, we both overlooked a 1-point
ko and passed in a situation similar to this. What is the situation, and
what should happen now? Would it be correct for a referee to order us

to resume playing as if the last two passes had not been made? (In the
game, Black passed first).

5. This position on a 6x6 board was contributed by Robert Jasick. Both
sides have passed. What is the score, and why?

k.
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6. Geoff Kaniuk introduced this position in the referees’ course. It’s very
difficult, and Geofl’s advice is “Explain Japanese rules or call an ex-
pert”. But what is the expert to say? Both sides have passed. Black
thinks he has captured four white stones in the corner and that his own
five-stone group is alive; White thinks that the five black stones are
dead by bent-four-in-the-corner. Who is right, if anyone? What is the

score on the board as it stands?

Japanese Rules Overview

The Japanese rules of Go were a matter of oral
tradition until 1949. The tradition included the
hasic rules of play and how to score the game,
and it also included a number of so-called ‘prece-
dents’, rulings by Meijins on various strange po-
sitions, made as they were first noticed. In 1949,
the Nihon Kiin published an official rules defini-
tion, which included the precedents.

In 1989, the Nihon Kiin published a new ver-
sion of the rules, which discarded the precedents
and replaced them with new rules defining how
you can decide whether a group is dead or alive
in a general way. The main point is that you can
no longer say that a group with some particular
shape like bent 4 in a corner is dead “because
the rules say so”. They don't say so. Instead,
you must show how the stones conform to the
definition of ‘dead’ given in the rules.

BGA tournaments use the Japanese 1989
rules, with a minor exception that I shall de-
scribe later.
Players’ Almanac, or on the internet at www-
2.cs.cmu.edu/~wjh/go/rules/Japanese html .

Associated with the 1989 rules are two other
official documents: a commentary cxplaining the
intent of each rule, and a second commentary
giving examples of how to resolve questions of
life and death after both players have passed.
Since the rules text itself is written in terms that
are quite hard to decipher, it’s important to use
the commentaries to clarify them.

The 1989 rules divide the game into three dis-
tinct stages. First, there is the game itself, the

You can find them in the Go
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contest of skill; then there is a stage known as
‘confirmation’, in which the players agree which
stones are dead, which stones are alive and which
intersections count as territory; lastly there is a
stage covering the removal of dead stones and the
counting procedure that determines the game re-
sult.

Almost all the difficulties people have in prac-
tice arise at the confirmation stage and concern
agreeing which stones are alive and which are
dead. We shall deal with the simpler stages first,
and then the rest of the article will describe the
confirmation.

Playing the Game

The rules for the contest of skill contain few sur-
prises. Playing on intersections, taking turns,
capture, suicide, ko and resignation are handled

as you would expect.

These arc playing rules, not tournament
rules, so komi isn’t mentioned. Nor is handicap
placement. It is a myth that the Japanese rules
specify fixed handicap placement; it is a conven-
tion, not a rule. But it is a strongly established
convention and you should assume that a tour-
nament for which Japanese rules are announced
will require the fixed handicap placement unless
the tournament announcement says otherwise,
just as you should assume that Black is to play
first in an even game (also not mentioned in the
rules).

Now you have the answer to the quiz question
about handicap placcment: the rules say noth-
ing. But, in a three-stone handicap game, the

convention is that you leave the corner nearest
to your opponent’s right hand unoccupied.

The only other thing that may surprise some
people is the so-called “triple-ko rule”. In fact,
the rules themselves don’t mention triple ko at
all, though the commentaries do. The exact rule
is:

“When the same whole-board position is re-
peated during a game, if the players agree, the
game ends without result”.

”

« . .if the players agree ...” is in recognition
that whole-board repetition may be difficult to
check. Now you have the answer to the second
quiz question. What happens next is that the
game continues! It isn’t a no-result just because
a certain shape comes up, only if a certain whole-
board position is repeated.

(Don't bother using ko threats to fight a
triple ko, though. Once you start doing so, you'll
discover that it’s you who has to find all the ko
threats.
retrieve a game you’d lose otherwise.)

Creating a triple ko is just a way to

The Japanese 1989 rules were written for pro-
fessionals. Ending a game with no result is some-
thing that can be afforded in professional events
where the timetable allows a rematch, but not
in amateur tournaments that have tight timeta-
bles. Because of this, BGA tournaments replace
the no-result of a repeated whole-board position
with a jigo.
make.

This is the only modification we

According to the rules, the competitive phase
of the game ends when both players pass consec-
utively. Other ways of stopping the game, such
as saying “That’s all, isn’t it?”, may be tradi-
tional and courtly, but they have led to misun-
derstandings even in professional title matches.
The sensible way to pass is to say “pass” in a
clear voice and press the clock. (By the way, if
You are in overtime when you pass, don’t forget
to return one of your playing stones to your bowl,
otherwise you’ll lose on time while passing!)

Problems have also been known to arise from
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ambignous resignations. Don’t assume that your
opponent is resigning if he plays on a 1-1 point,
even if it seems a silly move to you. Some com-
mon ways to indicate resignation, such as plac-
ing two stones in a corner or stopping the clock
and shaking hands, are surely clear enough. But
beware the ambiguous oues. Saying “I resign”
is always a good policy (especially if you're my
opponent).

You occasionally hear stories of people refus-
ing to accept their opponents’ resignation be-
cause they want to play on and count the score.
This is rude. If your opponent resigns, you've
won already. No need to rub it in.

Determining the Result

There should be no issues here. Once you've
filled the dame and agreed about life, death and
territory points, you just follow the procedure
you're familiar with to count the score.

Although there should be no issues, occasion-
ally there are when people are lazy about filling
in the dame. Under no circumstances should you
ever remave a dead (but uncaptured) stone from
the board, much less fill in prisoners and rear-
range territories, until all dame and reinforcing
moves have been played. Never. It’s asking for
all kinds of trouble.

Best practice is to play all dame on the clock
before you pass. There are people who will try
to make you feel rude or even unsportsmanlike
for such untraditional behaviour, but they are
wrong and there’s no reason to be intimidated by
them. Passing while there are dame is danger-
ous, as we’ll see later. It’s not unsportsmanlike
to pass with dame on the board, and you may
need to if you’re in serious time trouble, but it is
unsportsmanlike to expect your opponcnt to pass
too and then be obliged to alert you to any nec-
essary reinforcing moves while filling dame, or to
expect to be allowed to read them out without
the clock ticking because you've both passed.



Confirmation

The definition of the confirmation stage is given
in this rule: “After stopping [the two consecutive
passes|, the gamne ends through confirmation and
agreement by the two players about the life and
death of stones and territory.”

Note carefully the words “by the two play-
ers”. Even after both players have passed, a
kibitzer who starts pointing out clever lifc-and-
dcath insights, or overlooked dame and ko, is
committing a serious offence. If you're watching
a tournament game, say nothing in the hearing of
the players until they’'ve agreed the result. Even
if the players ask you, don’t do it.

The same goes for tournament officials, with
some cxceptions. Firstly, if the players find the
position too difficult to analyse, or are unclear
about how the rules work, they may seek help
from the referee. Secondly, a referee should inter-
vene if a player is misleading his opponent about
the rules (this may be unintentional, of course).
Lastly, if a tournament director sees that two op-
ponents are taking too long and threatening the
tournament timetable, he is within his rights to
tell them to submit to a referce’s ruling. Other-
wise, if you aren’t one of the players, say nothing
to the players, but it's good to tell a referce if
you see an infringement.

So how do the players “confirm and agree”
these matters? By applying some definitions
that are given in the rules, which we’ll look at

now.

Basic Life and Death in Confirma-
tion

The first thing is to establish which stones are
alive and which are dead. The relevant definition
is:

“Stones arc said to be alive if they cannot be
captured by the opponent, or if capturing them
would enable a new stonc to be played that the

opponent could not capture. Stones which are
not alive are said to be dead.”

The status of stones is established by
analysing whether they meet these conditions.
You can do this by playing it out if you like, but
such play is not part of the game. If you play
it out on the board; then, once you've found the
answer, you must restore the original position
and prisoncr count for purposes of counting the
score. It's too easy to make a mistake in this,
so it’s better to play it out on a second board,
leaving the original position intact for counting.

The rule forgets to mention who plays first
in such test play, or in analysis, but the com-
mentaries make this clear: if you're testing the
status of some black stones, White plays first,
and if you're testing the status of some whitce
stones, Black plays first.

The first test for the life of stones is whether
the opponent can capture them if he plays first.
If he can’t, they are alive, full stop. If he can,
we need to test whether the second half of the
definition applics. A simple snapback will serve
as an example.

White, playing first here, can — I
capture the marked black stone,
but doing so would enable Black

to place a new stone on the same \( F——

point {capturing in snap-back),

and White would be unable to capture that new
stone. Therefore the marked black stone is alive.
The two marked white stones are dead because
Black can capture them without enabling White
10 do anything he couldn’t do anyway.

Ko during Confirmation

When analysing life and death after both play-
ers have passed, ko threats arc irrelevant. That
is, if X takes a ko, Y plays a ko threat, and X
answers it, then Y still cannot recapture the ko.
In the confirmation stage, the only way you can

gain the right to recapture a ko is to ‘pass-for-
ko'. Here’s the exact rule:

«Ip the confirmation of life and death after
the game stops ... recapturing in the same ko is
prohibited. A player whose stone has been cap-
tured in a ko may, however, capture in that ko
again after passing once for that particular ko

capture.”

I quote the rule verbatim in order to dispel
a couple of myths. Firstly, if someone tells you
that a pass-for-ko gains you the right to recap-
ture any ko on the board, or that the rule is
ambiguous on this point, they are wrong. The
words “for that particular ko capture” make that
clear. When you are analysing a position and
want to pass for a ko, you must say which ko.

The second myth is more subtle and less com-
mon. It’s occasionally said that you can pass for
a ko before the opponent has even captured it.
Wrong. You pass for the ko capture, not for the
ko shape.

Bent 4 in the Corner

We can now answer quiz question 3. The white
stones are dead. But if you said “because the
Japanese rules declare bent-4-in-the-corner to be
dead”, then you score no points, I'm afraid.

You may be surprised at this if you've read
the explanation of it in Life and Death by James
Davies, which does say that there is such a rule.
But Life and Death was written before 1989,
when indeed there was. In the current (1989)
version of the Japanese rules, which we use in
the UK, there isn’t.

The Black player in quiz question 3 was al-
most completely right. Full marks to him for
realising that he needed to show why it’s dead
rather than appealing to a non-existent rule. His
only mistake was to allow White to get away
with an illegal recapture of a ko for which she
had not passed. If she had passed for the ko,
then of course Black would have captured the
white stones, and that’s why they are dead.
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Territory and Seki

Once you know which stones are alive and which
are dead, you have to determine which points are
territory and which arc not. The rule that ad-
dresses this is so badly worded that I'm not going
to quote it, though you can look it up in the Go
Players’ Alamanac if you like (it’s article 8 of the
rules).

Intersections are called ‘eye points’ if they are
surrounded entirely by live stones of one colour.
Points that are not eye points for either player
are called dame.

Eye points are territory unless some of the
stones that surround them are ‘in seki’, so the
rules have to define what ‘in seki” means. As
it happeuns, stones in a seki always have dame
points next to them, so this fact is used as the
definition: “Stones that are alive but possess

dame are said to be in seki”.

This definition is strange. It’s like observing
that Dalmatians are white with black splodges
on, and declaring that anything white with black
splodges on must be a Dalmatian, even if it’s re-
ally a cow. But that’s the rule, and it means
that any group, however many eyes it has, is ‘in
seki’, and thus cannot count the points it has
surrounded as territory, if it is next to a dame
point.

If you overlook this and accidentally leave a
dame next to that group of yours with 17 eyes,
there’s usually a remedy: you can resume play.

Resumption

The Japanese rule states: “If a player requests
resumption of a stopped game, his opponent
must oblige and has the right to play first.”

Now we can answer quiz question 4. The
black stone in the forgotten ko is dead because of
the scquence: White captures - Black passcs for
that ko capture - White connects. But the rule



allowing you to remove your opponent’s dead
stones before counting only allows you to remove
those that are in your territory. This one isn’t,
so White cannot remove it.

Both Tim and I realised that, and so Tim
(who was White) allowed me fo fill the ko. This
was sportsmanlikc and didn't affect the result
of the game, but it gave me an undeserved point
that I, too, overlooked in the heat of the moment.
The empty point next to the ko is a dame, and
that means that the two-eyed black group to the
right of it is ‘in seki’, so Black cannot count any
territory for it.

To get the territory back, what I needed to
do was to request resumption. Tin would then
have had first move and could have captured the
ko. Being in time trouble, I'd have passcd rather
than fight it. Now it’s White who needs to fill
so as not to be ‘in seki’. When he does so, both
sides have territory again.

In answer to the second part of question 4, it
would have been wrong for a referee to order re-
sumption and mandate that Black (who passed
first) should get the first move of the resump-
tion. That would have handed me the point that
Tim would get under the correct procedure. The
rules actually say nothing about the role of the
referee, but to order resumption and to specify
who shall play first is always categorically wrong.
To do so is to weight the game in favour of that
player. Moreover, that player profits from any
insight gained from the analysis done when try-
ing to solve the life-and death question. The
Japanese resumption rule, which says that who-
ever wants resumption must allow his opponent,
to play first, avoids this problem. -

New Effective Move

It is possible, especially amoug amateurs, that
the players may have passed when there is some-
thing unresolved on the board, and then they
discover it. If the situation would mean that the
player to go first would win, neither playcr can

afford to request resumption. What then? The
Japanese rule is:

“After the game stops [the two consecutive
passes| ... if the players find an effective move,
which would affect the result of the game, and
therefore cannot agree to end the game, both
players lose.”

A
Let’s see if we can work
_out what this rule means.
This is one of the posi-
tions given in the

Japanesc commentary to explain it. It is as-
sumed that all black stones in this diagram are
alive and have no dame points next to them, and

that bath players have passed (!!)

In this situation, if either player asks for re-
sumption, his opponent gets the first move and
can play at A. So, if the game result hangs on
the local score here, neither side will ask for re-
sumption. The rule then says that if the players
“cannot agree to end the game”, they both lose.

But hold your horses! The rule we quoted be-
fore defines “alive” and then says “Stones which
are not alive are said to be dead.” Once both
sides have passed, stones cannot be unscttled
any more - they are either alive or dead by virtue
of the definition. In diagram 7, the White stones
are dead by the definition, as you may verify.
The rule is allowing White to whine that he
could have saved them if he had noticed it, and
to claim that he must be let off the hook.

This is ridiculous, and you will find many ref-
erees who will not allow White to apply the rule
in this way, insisting instead that the score be
counted with the white stoncs trcated as dead.
If a referee takes this approach for one of your
games, you may not like it, but you have no ar-
gument against it. The fact is that there are
two inconsistent rules, and the referee may legit-
imately apply either of them.

This kind of position is the strongest reason
of all for filling your dame before passing. Once

you have passed, if you find yourself in a position
where you need to resume in order to fill dame
but cannot afford to because of something like
this, you have no means to fill those dame and
you will lose points because of the definition of
seki.

There is one good use for the new effective
move rule, though. Ian Marsh tells of a local
tournament he organised some twenty years ago.
Two players got into a fight and were still fight-
ing it when they both realised they were in time
trouble. Not wanting to lose on time, they both
passed. Apparently they then passed a few more
times each, before agreeing to copy down the po-
sition and ask Ian to adjudicate. Ian’s ruling was
“both players lose” - a perfect application of this
otherwise bizarre rule.

Wording Problems and Inconsis-
tencies

Most requests to resolve a disagreement or mis-
understanding between players can be dealt with
fairly easily by a referee who knows what the
rules actually say. But there’s one problem you
ought to know about. It’s quiz question 5.

I hope you concluded that all the stones in
the top four rows of the diagram are alive in seki
because of the double ko, that the white stone at
the bottom is dead in black territory, and that
Black therefore has six points on the board while
White has none.

That is correct, but did you spot that there’s
actually a big problem here? I've told you all the
relevant rules already. Now go ahead and try to
demonstrate that the white stone at the bottom
is dead according to the rules.

You can’t! To demonstrate this, you must
show how Black could capture this stone without
enabling White to play a new uncapturable stone
where he could not otherwise play one. Black
takes g liberty of the white stone - White takes
ko (atari!) - Black takes the other ko to escape

the atari - White passes for Black’s ko capture.
Now White threatens to retake the second ko
with atari on his next turn, and the only way
for Black to escape that atari will be to reply by
recapturing the first ko, so he needs to pass for
that ko right now. And then White recaptures
(ataril) - Black recaptures - White passes for ko
. and so on for ever.

Black never gets time to capture the stone
at the bottom. If he takes time out to do this,
he allows White to dissolve the double ko. In
other words, Black’s capture of the stone at the
bottom would enable White to play a new un-
capturable stone where otherwise he could not,
so again Black fails to prove the White stone
dead.

This is not just a freak small-board position
specially constructed for the amusement of rules
geeks. The same reasoning can be applied to any
position where there is a double ko seki to argue
that any stone on the board with more than one
liberty after both players pass is “alive”. Double
ko seki is not exactly an everyday occurrence,
but it does occur in real games and is more than
a mere curiosity.

What has happened here is that the authors
of the 1989 rules, who were Go professionals, not
mathematicians or lawyers, failed to write them
to achieve exactly what they intended. The pass-
for-ko rule and the definition of dead” were de-
signed to get the traditional result in positions
like bent-4-in-the-corner and snapback, but the
side-effect in positions with double ko seki was
overlooked. Fortunately, in this case, the second
official commentary includes a position (example
11) where this particular problem comes up, and
it shows that they intended the stone with two
liberties to be dead anyway. Other examples of
similar problems exist, but they are very much
less common and you needn’t worry about them.
The truth about all those that I know of is also
revealed in the second commentary.

If you are a referee and are asked to rule on a
position where a close reading of the rules seems



to lead you to a conclusion you find absurd, you
may find help in the Japancse commentaries. I
have never yet seen a situation that cannot be
dealt with reasonably either by the rules or by
the commentaries, but maybe some are yet lying
in wait for us. If one pounces on you while you're
a referee, there won’t be a single right answer,
I'm afraid. Good luck!

Anti-Seki

We can now tackle quiz question 6. It’s difficult,
but one thing is clear: both players’ claims are
wrong. Black claimed that he had captured the
white stones, but obviously he hasn’t. White
claimed that Black was dead by bent-4, but, as
we've seen, there is no such rule. In genuine
bent-4 shapes with fewer than two outside lib-
erties, the side you expect to be dead does turn
out to be so because of the pass-for-ko rule. But

this isn’t such a shape.
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by P Once both players have

White's
stones in the corner are

passed, four
dead. Black can capture
them with the sequence
in the first diagram here.
However, even if some
of your opponent’s are
dead,

them

you can remove
from the board
at the end of the game
only if they are in your
territory. The four White
are dead, but
they aren’t surrounded

stones

by Black stones, so they
arcn’t in black territory.
Therefore Black cannot
remove them!

Black’s five stones are
dead too, as shown by

the second two diagrams.
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But they too cannot be removed, because not
all the white stones that surround them are alive.
The alert reader may notice that this depends on
reading “surrounded” in one way rather than an-
other. This is true, but an analogous position in
the second Japanese commentary (its example
9) makes clear how it is to be read.

Therefore we have dead stones of both
colours in the lower left, but they cannot be
removed because they are not inside territory.
Such positions are called anti-seki by rules ex-
perts. The empty points here are dame, and the
large white group surrounding it is in contact
with them, so it is in seki and its two cye points
in the middle are not territory for White.

Either side could have won by playing first in
this position, so some referees would apply the
new-effective-move rule and declare that both
sides lose. Others would score the position ac-
cording to the definitions and would conclude
that it’s 7-3 to Black on the board.

Apparently this position really arose in a
tournament game. The moral of this tale is: il
you don't know clear and certain reasons why
stones on the board are alive or dcad, then don’t
pass if you can win by playing.

Summary: Advice for Players and
Referees

e Fill all the dame beforc passing, unless
you're in serious time trouble.

e Never remove any dead stones until all
dame have been filled.

e Don't belicve in a bent-4 rule. There isn’t
ole.

e Know the pass-for-ko rule and dont let
your opponent prove falsehoods by using
ko threats.

e Know how and when to resume, and do so
if you can win playing second.

e Unless you know the life and death status
of all stoncs on the board, with clear rea-
sons, play on rather than passing if you can
win that way.

o If you're a referee, use the Japanese com-
mentaries as well as the rules. They do

help.
o If you're a referee, don’t get bogged down

in semantic issues. There are some, but
they are matters of judgement, and the in-
vitation for you to be referee is an expres-

sion of trust in yours.

Diary of a Go Plonker — But is it Science?

Ian Marsh

Is Go an art or a science? My answer would
be both.

By art I do not mean artful, in the cun-
ning sense that my opponents seem to have in
spades. Rather it is when games take on an es-
oteric creativity all of their own. There is some-
thing about the stones, the flow of the game, and
the interaction between players that make some
games a joy to play, whether you win or lose.

If the Tate Modern can spend thousands on
an arrangement of bricks, just what price should
they put on a carefully crafted arrangement of
stones?

Nor by science do I mean the science fiction,
which somehow results from my inept reading
of Go positions. In this case I mean science as
the acquisition of knowledge ascertained by ob-
servation and analysis and systemized as a set of
general principles.

If you think of Go in this sense, then it gives
a good insight into teaching and explaining the
game to others.

To do this it is essential to realize that sci-
ence is not reality; rather it is a series of care-
fully crafted lies to explain the real world. For
carefully crafted lies I could substitute the word
proverbs. For instance a common proverb taught
to DFKs is don’t make empty triangles.

A good proverb, but not necessarily help-
ful when trying to fill in an opponents eye
Space. Eventually someone might explain that

[<3]
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ian.marsh@uk.fujitsu.com

the proverb is about efficiently connecting diag-
onal stones together, and that a wasted move
is the near equivalence of giving your opponent
a free move. But then as you progress you re-
alize that the diagonal move in itself can often
be an inefficient way to connect stones. Indeed
there are of course occasions were you shouldn’t
be trying to connect at all.

So why isn't the proverb “don’t play ineffi-
cient stones”? The answer of course is that the
case of the “empty triangle” is a concrete, casy
to grasp, concept. It is a learning aid towards
the acquirement of knowledge?

— and yes, I still end up playing empty tri-
angles in my games.

Not only is the level of reality of the infor-
mation important, so is finding the right person
to explain it. The story goes that a foreigner
waiting for a train at the station turns to the
man next to him (who happens to be a univer-
sity professor) and asks, “What is time?” To
which the professor replies, “That is a deep and
philosophical question.”

I think the best Go teachers pick on a single
aspect that is deficient in the pupils game, and
then are capable of explaining it in terms the
pupil can understand.

After all if you are faced with a charging
thino, at that particular point in time, the ad-
vice of “climb a tree” might be more appreciated
then a review of how one could have avoided that
situation.
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Kiseki Go

The diagram

White can kill. Black can make a ko for life.
Unless White has far more ko threats, Black

If both players had (after the passes) become
aware of all the possibilities of this position and
then played correctly, Black would have done one
point better than this. Informally, in my experi-

www kisekigo.com

This is the site advertising the teaching services of Tony Atkins. Most interesting if you have not

secn a set yet is the page about the Fridgeplay Fridgego set.

What is the right defence? Part 3

The proposed move at our club was white 10 on the left.

Black 11 is forced, as otherwise White will play at A and Y
OBOOOO. ill the larze black black would be caught in a :
/DQODP. kil the large black group, as black wou ¢ caught in a <
+ ¥ shortage of liberties. Whitc now has time to drop to the edge ™
 with 12. As Black must approach from the corner, Black will
take the four stones on the edge. White will capture the corner =
T stone, and the position on the right arises. White can now force
black to play the “under the stones” sequence, but with a ko on )

the corner to determine who lives or dies.

Surely this must be a betier line for White, or have we

missed something?

A Referee Writes — Solutions

The photo.

To the right of the centre of the position, you can
see two black stones sitting there with no liber-
ties. When White captured these stones, he was
more intercsted in the connection he was mak-
ing, and did not notice the capture. He left them
on the board, and pressed his clock.

When this happened, White had, technically,
made an illegal move. Black would have been
within his rights to claim a win when this hap-
pened. But Black was Li Shen, who is much
too well-mannered to act like this. In fact, Li

Shen did not react at all (many players would, at
least, have drawn attention to the mistake). As
referee, I happened to witness this illegal move,
and I belicve | was correct to say nothing.

About thirty moves later, White was count-
ing, and noticed the illegality. It was Black’s
move at the time, so White properly waited un-
til it was his own move, then drew attention to
the two dead stones, apologised, and removed
them to his lid.

should start the ko at some paint before passing; ~ €nce, this usually happens by White saying “I'm
and White should connect on the edge, killing, going to have to play here”, and connecting on

rather than allow White to start the ko. the edge. Formally, one procedure giving the
“correct” result is:  Black requests a resump-

tion / Whites passes / Black plays to start the
ko / White captures / Black passes “for the ko”
/ White connects / Black passes / White passes.

In the game where this position occurred,
both players passed, and both agreed that the
ten black stones were dead. They were therefore
treated as dead.

A Game with No Result

Richard Hunter hunter@gol.com

In April 2004, TV Tokyo showed a game that ended in no result because the players repeated
an earlier board position as a result of taking a cycle of four kos. Besides this rarity, the game was
interesting in that it featured several practical life-and-death positions.

This game in the 2nd JAL Super Hayago tournament was broadcast in two parts on consecutive
Sunday mornings (05:45 to 06:15). I don't get up that early on Sunday, so I recorded it as usual to
watch later.

Black was Yoda Norimoto Meijin and White was O Meien 9 dan. The commentary was by
Haruyama Isamu 9 dan with assistance from Makihata Taeko 2 dan.
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After Black blocks off the left side with 115,
Haruyama points out that the White group at

the bottom is not alive.

Haruyama: “What’s going to happen? Ah,
White has a little potential at 119" When
White plays 116, he says, “The group dies when
Black makes a placement at 117.” Black indeed
plays 117 and 119. “Locally, it’s dead. Tt can’t
make two eyes. But there are no weaknesscs to
aim at, so it’s dead.” We hear O grumbling:
“Ah, I see, I see, there isn’t time for that. 1
made a mistake. Ahhhh.” Haruyama seems sur-
prised: “This shapc has been known to be dead
since the olden days.” At this point, the program
nears the end and proceeds to the wind-up dis-
cussion stage. The program host asks Haruyama
to summarize the situation.

“OK, let’s look at the white group in the mid-
dle. If Black pushes down, White cannot cut
him off. White can cut, but if he connects the
ko, Black can capture these two stones in the
middle. Instead of connecting the ko, White will
have to play an extra move in the middle, but
that lets Black take the ko.” (This actually hap-
pens later in the game, as you can see in moves
141 onward.)

“Then, there’s this white group at the bot-

tom. In the present state of affairs, it’s dead.
The most difficult line White can try is to con-
nect on the first line (at the 1-7 point), but if
Black plays correctly the result is a five-point
nakade.” This is a position T covered in BGJ 123
in my series on Nakade and Ishi-no-Shita, so I'm
not going to show the details here. Haruyama
says, “Professionals learn shapes like this: this
shape is dead, this shape is ko, etc. You have to
learn one or two thousand such positions. Still
White has a potential territory at the top, so
it’s not totally over yet.” Nevertheless, vicwers
might wonder if it’s worth getting up early next
Sunday morning to watch the second half, so the
program took the unusual step of showing a pre-
view. (The games are usually played a few wecks
prior to the broadcast date.) “Tune in next time,
something incredible happens.” They flash up
the final board position and show the players,
who both look embarrassed. However, it’s hard
to tell from their cxpressions who actually won.

In part two, the game continues from move
120. Haruyama points out how White could have
lived at the bottom. Instead of playing 116 and
letting Black play the vital point of 117, White
could have played 116 at 117. Black would push
at 116, White would block to the left and Black
would defend at 119. Then White could live by
dipping down to the first line in the centre of his
group. This is a well known shape that makes
miai to form a second eye on the left or right.
However, in this case, Black’s throw-in on the
left (1-7 point) is senlc, so he can capture the
left half of the white group. This is a reason-
able result under the circumstances, but it’s so
awful that White preferred to risk everything by
keeping his stones connected.

Haruyama points out that a white descent on
the left, which threatens to connect out, is not
sente against the corner, so Black can answer it.
White’s placement at 126 is a well-known trick
play for trying to pull a rip-off in positions like
the L+2 group, which is unconditionally alive.
Getting a ko would be ok for White, but it's
not going to become ko. It looks like double

ko, which is alive. Yoda plays the predicted se-
quence to 135, but then exclaims loudly: “Id-
iot. That’s no good.” Makihata is the first to
realise that double ko mecans White has an in-
finite source of ko threats for fighting thc ko in
the center. Haruyama catches on immediately.
With 140, White goes for a huge territory at the
top. Could it be enough? Yoda cuts at 141 and
145, so White takes the ko in the center.
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Figure 4: Moves 151-167
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The game continues with Black invading at the top and White countering by invading Black’s

top-right corner, where another ko arises. 'The kos are all so large that neither player can afford to

give way. When they cycle through the set of kos without making any independent ko threats, the
final position at move 213 is a repeat of the position at 205.
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Figure 7: Moves 190-199
& at 1)
This is easier to follow on a computer and

the sgf file can be downloaded from the BGA
web site. Haruyama can see it coming and ex-

plains for the benefit of viewers. He thinks that
the playcrs are well aware that playing the four
kos will nullify the game, but considering the
short time limits, neither player wants to risk

|

Figure 8: Moves 200-207
& ot 03
losing. He says that four-ko games arise about

1 in 3000 or 5000 games. While he is talk-
ing, sub-titles flow across the screen informing us

&

that there was one in 2000 and have been eight
in the last 40 years (presumably only counting
Japanese games). Three-kos games with no re-
sult are much more common.

white stones on the outside are dead, the black corner is alive with territory. Although Haruyama
didn’t mention it, I think we must assume that before playing 6, White exchanges White A for Black
B otherwise it looks like Black can connect out.

A rematch was held a few days later. The game wasn’t broadcast, but the game record was

posted on the program’s web site. Yoda won.

IN THE LIGHT

Go Variants

www.di.fc.ul.pt/%7Ejpn/gv/gv.htm
If you thought that the Diary of a Go Plonker article in the last journal did not have enough
variants then see this site. Put together by Jaca Pedro Neto in Portugal, this site has many

variations divided into four sections: other rules, other boards, other pieces and other players.
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Figure 9: Moves 208-213
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Finally, Haruyama summarizes and explains how the problem arose. Black misplayed the bottom-
left corner. If he had played as in Diagram 1, the result would have been a seki locally, but since the
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ABERDEEN: Nir Oren, noren@csd.abdn.ac.uk.
Meets: Monday 18:00, Room 245, the Meston
Building, University of Aberdeen, Aberdeen,
AB24 3UE.

BARMOUTH: (Also called WEST WALES) Jo
Hampton, 01341 281336. Meets: Meets
regularly.

BATH: Paul Christie, ccsphe@bath.ac.uk,
01225 428995. Meets: Tuesday 19:30, The
Rummer, Grand Parade, Bath, BA2 4DF. In
the centre of Bath, near Pultney Bridge.

BELFAST AREA: Ian Davis,

ian davis29@btinternet.com, 07952 184010
{mobile). Meets: Meetings by arrangement.
Contact Tan if you would like & game.

BILLERICAY: (Also called EssEX) Guy
Footring, Guy@Footring.demon.co.uk, 01277
623305. Meets: Monday evening.

BrMINGHAM: Zac Tsai, 07899 795000. Meets:

Monday 19:30, Muirhead Tower, floor 4, lecture
room 6. Birmingham University.

BorTon: Tony McFadden,
Chancegardener@aol.com. Meets: Tuesday
7:30pm, Upstairs in The Gypsy’s Tent pub, 178
Deansgate, Bolton, BL1 4AB. On the corner of
Deansgate and Moor Lane.

BOURNEMOUTH: Marcus Bennett, 01202
512655. Meets: Tuesday 20:00, 24 Cowper
Road, Moordown, Bournemouth, BH9 2UJ.

BRACKNELL: Clive Hendrie,
Clive.Hendrie@freenet.co.uk, 01344 422502.
Meets: Tuesday 20:30, The Duke’s Head,
Wokingham.

BraproRD: David Keeble,
D.R.T.Keeble@bradford.ac.uk, 01274 581577.
Meets: Wednesday 19:30, The Victoria, Saltaire
Road, Shipley.

BRIGHTON: Granville Wright,



granville.wright2@btopenworld.com, 01444
443599. Meets: Tuesday 20:00, Grand Central
Pub, Surrey Street. Opposite Brighton Station.

BrisToL: Paul Atwell,
Paul5Bristolgo@aol.com, 0117 949 0924 (home),
0117 908 9622 (fax), 0781 195364 (mobile); Bob
Hitchens, bob@hitchensl0.freeserve.co.uk.
Meets: Wednesday 19:30, Ex-servicemen’s
Club, 50 St Paul’s Road, Clifton, Bristol.

CAMBRIDGE CHESS AND GO CLUB: Paul
Smith, andreapaul@ntlworld.com, 01223
563932. Meets: Fridays from 19:30, term-time
only.

CAMBRIDGE UNIVERSITY AND CITY:
Jonathan Medlock, j.medlock@ntlworld.com,
01223 519431. Meets: Monday during
University terms, from 19:30, Latimer Room, E
Staircase, Old Court, Clare College; Tuesday
from 19:30, The Castle Inn, 38 Castle Street,
CB2 3AR; Thursday 19:00-21:00, Reading
Room adjacent to Coffee Lounge, 3rd floor, the
University Centre, Mill Lane; Friday
19:00-21:00, CB1, 32 Mill Road; Sunday 16:00
onwards, Informal meetings possible at CB1, 32
Mill Road.

CARDIFF: (Also called SoUTH-EAST WALES)
Neil Moffatt, neil.moffatt@ntlworld.com, 0292
0412539. Meets: Tuesday 19:30, Chapter Arts
Centre, Market Road, Canton, Cardiff, CF5
1QE.

SHELTENHAM: David Killen, 01242 576524.
Meets: Thursdays 19:30, Meets various places.

CHESTER: Dave Kelly, crashxp@fsmail.net,
01244 544770. Meets: Wednesday 20:00, Olde
Custom Honse, Watergate Street.

CHESTER STUDY GROUP: Tristan Jones,
xenafan@btinternet.com, 01244 344829. Meets:
Meetings by arrangement, Tristan Jones’s
home.

DEvoN: (Also called EXETER) Tom
Widdicombe, tomwid@btopenworld.com, 01364
661470. Meets: Mcetings by arrangement.

DuBLIN COLLEGIANS: Noel Mitchell,
noel@ovation.ie. Meets: Monday and
Wednesday 21:00-24:00, Pembroke Pub, 31
Lower Pembroke Street, Dublin 2. Off Baggot
Street.

DunpEE: Rich Philp, richphilp@hotmail.com,
01382 202283. Meets: Monday from 20:00,
Mennic’s, aka the Speedwell Bar, Numbers
165-167 Perth Road, DD2 1AS.

DuUrHAM UNIVERSITY: Jenny Radcliffe,
go.club@dur.ac.uk. Meets: Monday 20:00, 'The
Victoria Hotel, Hallgarth Street; Thursday
20:00, Parson’s Field House Bar.

EDINBURGH: Donald Macleod,
donald.macleod284@virgin.net; Phil Blamire,
0131 663 0678. Meets: Thursday 19:30, Union
of Communications Workers (UCW) Club, 15
Brunswick Street, EH7 5JB. Off London Road.

EpsoM: Paul Margetts,
Paul@yuhong.demon.co.uk, 01372 723 268.
Meets: Friday 19:00-22:30, 7 Ripley Way,
Epsom, Surrey KT19 7DB. Check with Paul
first.

FARNBOROUGH VILLAGE: Brian Dackombe,
briandackombe@hotmail.com, 01689 857944.
Meets: Meetings by arrangement, Near
Bromley.

FirE: (Also called WEST FIFE) Donald
Macleod, donald.macleod284@virgin.net, 01383
410405. Meets: Alternate Mondays, as far as
possible.

Grascow: John O’Donnell,
jtod@des.gla.ac.uk, 0141 339 0458 (home), 0141
330 5458 (work). Mecets: Wednesday 20:00
except during holidays, The Research Club,
Hetherington House, 13 UniversityGardens,
University of Glasgow.

HASTINGS: (Also called EASTBOURNE)
Patrick Donovan,bootlepop67@yahoo.co.uk,
01323 640552, Meets: Meetings by
arrangement.

HEWLETT-PACKARD BRISTOL: Andy
Seaborne, andy_seaborne@hp.com, 0117 950

7390 (home), 0117 312 8181 {work). Meets:
Wednesday and Friday 12:00, Hewlett Packard.

" Please contact in advance to ensure there are

players available.

HurL: Mark Collinson,

councillor .collinson@hullcc.gov.uk, 01482
341179. Meets: IrregularWednesdays, 12
Fitzroy St, Beverley Rd, Hull HUS 1LL. Phone
for details.

IsLE oF MaN: David Phillips,
leophillips@manx.net, 01624 612294. Meets:
Sunday and Wednesday19:30, Ring for details

of venue.

LANCASTER: (Also called GREGSON) Adrian
Abrahams,
adrian_abrahams@btopenworld.com, 01524
34656. Meets: Wednesday 19:30, Gregson
Community Centre, 33 Moorgate, Lancaster.

LEAMINGTON: Matthew Macfadyen,
matthew@jklmn.demon.co.uk, 01926 624445.
Meets: Thursday 19:30, 22 Keytes Lane,
Barford, Warwickshire CV35 8EP.

LEICESTER: Richard Thompson,
richard@leicestergoclub.org.uk; Toby Manning,
01530 245298. Meets: Wednesday 19:45, Ring
for details of location.

LivErrooL: George Leach,
Leachg.kd@merseymail.com, 07739 897172;
Jason Leather, jaybones@gmail.com, 07900
308996. Meets: Sunday 19:00-23:00, The Ship
and Mitre, 133 Dale Street, Liverpool L2 2JH.

LoNDON ScHoOL oF EcONOMICS: Azan Aziz
Marwah, a.a.marwah@Ilse.ac.uk, 07931 332 025.
Meets: Wednesday (during term) lunchtime or
early afternoon, check their web site to be
sure., Z032, LSE.

LONDON, CENTRAL: Keith Rapley,
raPle)’keith@hotmail.com, 01494 675066.
Meets: Saturday 14:00-22:00, International
Student House, 229 Great Portland Street,
Regent’s Park, London, W1W 5PN.

AI‘HZ:”')ON’ EAST: (Also called WANSTEAD)
alr Wall, alistair@ajwall.demon.co.uk, 020

8556 4232. Meets: Thursday 19:15, Wanstead
House, 21 The Green, Wanstead E11.

LoNDON, IMPERIAL COLLEGE: (Also called
IMPERIAL COLLEGE) Jimmy Mao,
jimmy.mao@ic.ac.uk. Meets: Wednesday from
12:00 to 14:00 (during university term), The
Blackett Laboratory (either room 539 or 737),
Imperial College, Prince Consort Road,
London, SWT 2AZ.

LoNDON, NORTH: Martin Smith,
nlgc@talk21.com, 020 8991 5039. Meets:
Tuesday 19:30, Gregory Room, Parish Church,
Church Row, Hampstead.

LonDpoN, NORTH WEST: David Artus,
artusd@uk.ibm.com, 0208 841 4595. Meets:
Thursday 19:00-22:00, Greenford Community
Centre, Oldfield Lane. South of A40.

LONDON, SOUTH WOODFORD: (Also called
WOODFORD) Meets: No longer meets.

LONDON, TWICKENHAM: (Also called
TwICKENHAM) Colin Maclennan,

colin. maclennan@btopenworld.com, 020 8941
1607. Meets: Wednesday 20:00, Pope’s Grotto
hotel, Twickenham.

MAIDENHEAD: lain Attwell, 01628 676792.
Meets: Friday 20:00, Meets various places.

MANCHESTER: Chris Kirkham, 0161 903 9023.
Meets: Thursday 19:45, The Town Hall Tavern,
20, Tib Lane, MANCHESTER, M2 4JA.

MiD-CORNWALL: Paul Massey,
go@smartsw.co.uk, 01209 891093, 07966 474
686 (mobilc). Meets: Monday 20:00, 5 Trekye
Cove, Sandy Road, Porthtowan, Truro, TR4
8UL.

MIDDLESBROUGH: (Also called TEESSIDE)
Gary Quinn, g.quinn@tees.ac.uk, 01642 384303
(work). Meets: Friday 12:00, University of
Teesside.

MiLtoN KEYNES: (Also called OPEN
UNIVERSITY) Fred Holroyd,
f.c.holroyd@open.ac.uk, 01908 315342, Meets:
Monday 19:00, The Wetherspoons pub, 201



Midsummer Boulevard, Central Milton Keynes,
MK9 1EA.

MonmMouTH: Gerry Mills,
bga-books@britgo.org, 01600 712934, Meets:
Meetings by arrangement.

NEWCASTLE: John Hall,
jfhall@avondale.demon.co.uk, 0191 285 6786.
Meets: Wednesday, Meets various places.

NORWICH AND NORFOLK: Tony Lyall,
TONY@ccn.ac.uk, 01603 613698. Meets:
Thursday 19:30, Caf Rouge, 29 Exchange
Street, Norwich, NR2 1DP.

NoTTINGHAM: Jo Kling, go-club@printk.net.
Mects: Wednesdays 19:00, Crown Inn, Church
Street, Beeston, Nottingham, NG9 1FY. Please
check with the club secretary beforc attending.

OxrForD CrTY: Richard Helyer,
tickanddick@macunlimited.net, 31608 737594.
Meets: Tuesday and Thursday 18:00, Freud’s
Cafe, Walton Street.

OxrForD UNIVERSITY: Niall Cardin,
niall.cardin@ccc.ox.ac.uk. Meets: Wednesday
19:30-23:00 in termtime only, The Arts Room,
Trinity College, Broad Street, Oxford, OX1
3BH. If the door to Trinity is shut, press the
buzzer and tell the porters you are going to go
society. All are welcome.

PENZANCE: (Also called WEST CORNWALL)
Johnu Culmer, john_culmer@talk21.com, 01326
573167. Meets: Thursday 20:00, Flat 3, 1
Causewayhead, Penzance, TR18 25N.

PURBROOK (NEAR PORTSMOUTH): Peter
Wendes, pwendes@hotmail.com, 02392 267648.
Mcets: Most Thusday evenings, Normally
Peter’s house, but if he is away Mike and
Suzi’s. Phone to confirm.

READING: Jim Clare, jim@jaclare.demon.co.uk,

0118 9507319. Meets: Monday 18:30, Brewery
Tap, 27 Castle Street.

SHEFFIELD: Phil Barker,
pdbarker@clara.co.uk, 0114 2551440 (home},

01709 826868 (work). Meets: Sunday 19:30,
Devonshire Arms, 118 Ecclesall Road, Shefhield,
S11 8JB.

SHERBORNE AND YEOVIL: Julian Davies,
Julian.davies@screwfix.com, 01935 423046.
Meets: Wednesday 19:30, Brewers Arms, 18 St
James Street, South Petherton, Somerset. Just
off the A303 near Yeovil.

SOUTHAMPTON: Xinyi Lu,
x12503@soton.ac.uk, 0774 509 9411 (mobile).
Meets: Meets irregularly. Tclephone if you
would like to mect for a game.

ST. ALBANS: Mike Cockburn,
cockburnm@yahoo.co.uk, 01727 834035; Alan
Thornton, 01442 261945; Richard Mullens,
01707 323629 (home), 07816 372001 (mobile).
Meets: Wednesday 20:00, The White Lion, 91
Sopwell Lane, St. Albans. Non-regular visitors
should ring to confirm a meeting.

SwANsEA: Sam Woodward,
goswansea@gmx.net, 01792 470071, Meets:
Sunday 15:30, The JC’s bar. On the University
campus.

SWINDON: David King,

info@swindongoclub.org.uk, 01793 521625.
Meets: Wednesday 19:30, Prince of Wales,
Coped Hall Roundabout, Wootton Bassett.

TAUNTON: Meets: Seems to have ceased to
exist.

WARWICK UNIVERSITY: Sam Aitken,

S.J. Aitken@warwick.ac.uk. Meets: Tuesday
during University term 17:00-20:00, Room
B2.09; Saturday during University term from
12:00, The Graduate. Email first, this meeting
docs not always happen.

WEST SURREY: (Also called GUILDFORD)
Pauline Bailey, pab27@compuserve.com, 01183
561027. Meets: Monday 19:30-22:00 except
bank holidays.

WINCHESTER: (Also called HURSLEY) Alan
Cameron, alan.cameron@iname.com, 01794
524430 {home), 07768 422082 (work). Meets:
Wednesday 19:00, The Black Boy Public House,

1 Wharf Hill, Bar End, Winchester. Just off
the M3.

Notices

Journal Contributions

Please send contributions for the Autumn Jour-
nal as soon as possible and no later than 31st

August.

Articles and comments on recruitment and
teaching beginners are particularly welcome,

Ideally articles should be in plain text, with
diagrams in SGF format.Pictures or photographs
may be in any standard image format. If this is
difficult for you, or if you are going to be send-
ing a large file by email, please let me know (edi-
tor@britgo.org). You can also post contributions
to Jenny Radcliffe, 62 Albert St, Durham, DH1
4RJ. In particular, I will be delighted to scan
photographs for the Journal and return them to
you.

The Journal reserves the right to edit as the
Editor sees fit, although where possible the orig-
inal author will be consulted about changes.

Glossary of Go Terms

WORCESTER AND MALVERN: Edward
Blockley, 01905 420908. Meets: Wednesday
19:30.

Advertisements

Advertisements are 100 per page and pro-rata for
black and white. Contact the Editor for colour
cover rate. Privately placed small ads, not for
profit, are free. Discounts are available for a se-
ries.

‘Web Addresses

Web addresses in the Journal are generally given
without the http:// prefix which can be as-
sumed and may need to be added.

(©BGA. Items may be reproduced for the
purpose of promoting Go and not for profit
provided that all such copies are attributed
to the British Go Journal and the con-
sent of the author has been sought and
obtained. All other rights reserved. The
views expressed are not necessarily those
of the BGA or of the Editor.

'I.'his glossary is, by its nature, incomplete. A more full description of these terms, and a far wider
list of terms, may be found at Sensei’s Library (http://senseis.xmp.net/).

AJL: latent possibilities left in a positicn

.. AJI KESHI: a move which destroys one’s own
aji (and is therefore bad)

ATARI: having only one liberty left: stones

67

are said to be “in atari” when they can be cap-
tured by the enemy’s next move

BYO YOMI: shortage of time; having to make
a move in a given time. Overtime is now more



usually used in tournament play

DAME: a neutral point; a point of no value
to either player

DAME ZUMARI: shortage of liberties
DANGO: a solid, inefficient mass of stones
FURIKAWARI: a trade of territory or groups

GETA: atechnique that captures one or more
stones in a “net”, leaving them with two or more
liberties but unable to escape

GOTE: losing the initiative

HANE: a move that “bends round” an enemy
stone leaving a cutting point behind

HAMETE: a move that complicates the situ-
ation but is basically unsound

HAsAMI: pincer attack

HosHI: one of the nine marked points on the
Go board

IKKEN TOBI: a one-space jump

ISHI NO SHITA: playing in the space left after
some stones have been captured

J1Go: a drawn game

JOSEKI: a standardised sequence of moves,
usually in a corner

KAKARI: a move made against a single en-
emy stone in a corner

KATTE YOMI: self-centred play; expecting
uninspired answers to “good” moves

KEIMA: a knight’s-move jump

KIKASHI: a move which creates aji while
forcing a submissive reply

KoMr: a points allowance given to compen-
sate White for playing second
KosuMrI: a diagonal play

MIAL: two points related such that if one
player takes on of them, the opponent will take
the other
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MovYo: a framework which could potentially
become territory

NAKADE: a move played inside an enemy
group at the vital point of the principal eye-space
to prevent it from making two eyes

O10TOSHI: “connect and die”, capturing by
a cascade of ataris, often involving throw-ins. If
the stones all connect up to escape, they all get
caught.

PONNUKI: the diamond shape left behind af-
ter a single stone has been captured

SABAKI: a sequence that produces a light,
resilient shape

SAGARI: a descent extending towards the
edge of the board

SAN REN SEI: an opening which consists of
playing on the three hoshi points on 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 between two ad-
jacent groups that cannot both live

SENTI: gaining the initiative; a move that
requires a reply

SHICHO: a technique for capturing stones,
more often called a ladder, where at each step
the attacker reduces the defender’s liberties from
two to one

SHIMARI: a corner enclosure of two stones
SHODAN: one dan level
TENGEN: the centre point of the board

TENUKI: to abandon the local position and
play elsewhere

TESUJI: a skillfull and efficient mnove in a
local fight

TSUKE: a contact play

YosE: the end game

SuperSize Your Go Knowledge

Get Bruce Wilcox's Go Dojo: Contact Fights then fill up on Sector Fights. Unlike
ordinary Go texts these really have all you need to know in each area. Contact
Fights runs to 1400 pages and Sector Fights is even meatier with 1900 pages.

Dojo is suitable for players of all strengths from beginners to Dan players.
Quizzes at each step check you are digesting things properly before moving on
to the next level of understanding. In fact, Dan players have commented that
they needed to go through the beginners’ sections carefully as the tests showed up weaknesses in
their understanding.

Contact Fights- /t has really transformed the way | think about the stones on the board and is exactly
the kind of information | needed. | wish I'd had this program three years ago... (2 kyu)

Sector Fights- / found Contact Fights really useful and wondered whether Sector Fights would be as
useful. Actually, to my surprise, | found Sector Fights is probably even better... (7 kyu)

Products are MS-Windows only programs. See: members.cox.net/wilcoxeureka. To order: use
www.paypal.com to charge a credit card (sending money to brucewilcox@bigfoot.com) or send cash
or international postal money order to Bruce Wilcox, 2138 Buhne St., Eureka, CA. 95501 USA.
Specify what you want and whether or not you want delivery by email or CD (takes longer to get it).

Contact Fights: US$25 or 15 pounds or 20 euros Sector Fights: US$35 or 20 pounds or 30 euros



