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NEWS

1969 EUROPEAN GO CONGRESS

The X111th European Go Congress was held in Ljubljana, Yugoslavia from the 3rd
to the 16th August. Due to a combination of circumstances only three British

The results of the European Individual Championship are as follows:
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Wimmer
Mattern
Mutabzi ja
Rebattu
De Vries
Ekart
Katscher
Skrob
Goddard
Pecenko

The Team Championship results are:

1
2
3
4

Holland
W. Germany
Austria
Yugoslavia

Austria
W. Germany
Yugoslavia
Holland
Holland
Yugoslavia
W. Germany
Austria
England
Yugoslavia

8 wins
750"
6 n
55 "
55 "
u
3 n
3 n
2 n
0 n
62.5% wins
61.8% "
50.0% "
43.yg "

The other British player competing in competitions was Tony Cooper who came
first in Zone | for 2nd and 3rd Kyus.

1970 BRITISH GO CONGRESS

Further details about this Congress, which is being held in St. Johns College,
Cambridge over the weekend of the 2)st March, will be given in the next issue of

the Journal.

ALL CORRESPONDENCE TO:

BRITISH GO ASSOCGIATION,

12 THIRD AVENUE, WEMBLEY, MIDDLESEX




Clubs:

Ratings:

Secretary's Notes

Any members considering forming a club should write to the Secretary for
information and advice.

The Enfield Go Club will be meeting on Wednesdays from 10th September
between 7 p.m. and 10 p.m. at Chace School, Churchbury Lane, Enfield,
Middlesex. All members will be welcome at these meetings.

There seems to be an increasing difference in real strength between
British and other players of the same nominal rating, and it is becoming
necessary to stop this inflation.

Kyu-rated members are asked to be especially cautious and conservative
in assessing their own strength, and to remember that it is of little
importance to beat weaker players. Promotion should be made on the basis
of consistently beating stronger players with the correct handicap.

Any player who desires promotion to a Dan grade, whether from a kyu or a
dan grade, should apply to the Secretary in writing, supplying evidence
to support the claim. All such requests will be considered by the Com-
mittee. In future, each issue of the B.G.J. will contain a list of those
members recognised as Dans.

BOOKS AND SETS AVAILABLE TO MEMBERS -

The following books are available to members only:-

"Go Proverbs Illustrated" sy Segoe. 35/- post free.
"Vital Points of Go" 6y K. Tokagaws. 35/- " "
"Modern joseki and fuseki" by £. Sokata. 35/- " "
"Basic Techniques of Go" by Haruyams & Nagahara. 37/ " "
"Joseki" by £. Sskata. (in Japanese) 12/- " "
"Matsuda Go Letters" by 7. Matsuds (/oose pages) £5 " "

Back copies of "Go Review" are available at 4/- post inc.

A few Go sets are available to members only. These consist of a thin plywood board
and good plastic stones in plastic bowls. While stocks last, the price is 36/~
plus 10/- p/p.

All the above should be ordered from:

The British Go Association,
12 Third Avenue,
Wembley, Middlesex.

GO CLUBS AFFILIATED TO THE BRITISH GO ASSOCIATION, TOGETHER WITH THEIR SECRETARIES
AND MEETING TIMES:-

London Go Club Mondays and Fridays 7 p.m.
Duke of York, 35 New Cavendish Street, London, W.|I.

Imperial College Go Club Tuesdays and Thursdays 8 p.m.
S. Giles, Esq., 1.C. Union, Prince Consort Road, South Kensington, S.W.7.
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GO CLUBS AFF{LIATED TO THE BRITISH GO ASSOCIATION, TOGETHER WITH THEIR SECRETARIES
AND MEETING TIMES (continued) :-

Beecham Research Labs Go Club
D.A. Love, Esq., 36 Wimbourne Avenue, Redhill, Surrey. Redhill 61378.

Dulwich College Go Club
N. Manton, Esq., 25 The Avenue, Orpington, Kent.

Harwell Go Club
Dr. J.K. Perring, T.P. 8.9 Atomic Energy Research Establishment,
Harwell, Didcot, Berks.

Winfrith Go Club
C. Durston, Esq., | Avenue Road, Weymouth, Dorset.

Bristol Go Club Wednesdays 7.45 p.m.
A.H. Smith, Esq., 55 Heath Road, Downend, Bristol.

Newcastle Go Club

C.H. Gardner, Esq., Il The Ridgeway, Newcastle upon Tyne, NE3YLP.

Edinburgh University Go Club Tuesdays 7 p.m.
J. Allen, Esqg., 40 Bryce Crescent, Currie, Midlothian. 031-4492800.

Liverpool University Go Club Wednesday 7.30 p.m.
N.R. Haslock, Esq., New Students Union, 2 Bedford Street North, Liverpool 7.
Sheffield Area Go Club Thursdays 7.30 p.m.
Dr. R.H. Tipton, 326 Millhouses Lane, Sheffield II. Sheff. [1367324.
Middlesbrough Go Club

R.H. Vie, Esq., 31 Walton Avenue, Linthorpe, Middlesbrough.

Reading Go Club

A. Henrici, Esq., 57 Clarendon Road, London, W.II.

Enfield Go Club Wednesdays 7 p.m.
F.M. Roads, Esq., 4 Nigel Court, Millais Road, Enfield, Middx.

Oxford University Go Society Wednesdays 8 p.m.
P. Mosses, Esq., Trinity College, Oxford.

University of East Anglia Go Club Thursdays 7.30 p.m.
J. O'Neil, Esq., Students Union, Wilberforce Road, Norwich, Norfolk.

Cambridge University Go Society Tuesdays & Wednesdays 8 p.m.

G. Priest, Esq., St. John's College, Cambridge.

National Giro Go Club
Miss B. Ellis, SDD, National Giro Centre, Bootle, Lancs., GIR 00A.

John Rigby Grammar School Go Club
G.H. Bold, Esq., 102 Knetmere Avenue, Carr Mill, St. Helens, Lancs.
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PROBLEM CORNER

QUESTION | UES
This is a familiar handicap QUESTION | QUESTION 1]
joseki. What is the correct con- L] —
ti tic NN
inuation? _‘_ .OO—I'—T—
QUESTION 11 L JW‘IL...OOO‘
, _ _ -5 + 1+ OO
What is the best White can do in 71 - -@-
this situation to take advantage 678 @
of the weakness of the upper 5 ,,@ | | -
Black stones? 3001 - ) {
] Frd
QUESTION 111 [ ] A
With | White has invaded the
Black corner. How should Black
answer it?
QUESTION 111
QUESTION 1V [ |
Black | threatens the White PN P
group. Simply playing next to it () )
is not good enough. How can ’ ® -
White save his stones? 1 7]
@ @
QUESTION 1V ]
g O | ) 1
BL 2T elrelve S¥ 2 Py
| (95SIGR®
- ..(.DOO.
N g —O
@
@ @
F--D—+O
T T
l i
Answers on Pages 5 & 6.
WATARI

by John Tilley

This short article contains three problems on "watari", which means "wading" in
Japanese. Watari is used to describe those tesuji which connect groups along the
very edge of the board.

In diagram |, Black has to join his two groups of stones together. But how is
he to do this? The Go Proverbs state: "Play at the centre in a symmetrical forma-
tion". However, this does not work in this case as can be seen in diagram 2.
Black's only play is at 2, or 4, as you can verify for yourselves easily. This

contd. on page 6
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ANSWERS TO PROBLEM CORNER

QUESTION | Dia. |

The correct answer - Dia.

is as in Diagram |.

Black | and 3 are 6
indispensable to the 4Y8
2

solution. See issue

OQOJr O+

Number 7 for this — 10 )C%

joseki,

QUESTION 11

| in Diagram 2 is the correct answer. |f Black
replies with 2, then White 3 captures the Black
stones as can be seen in Diagram 3.

Should Black play | in Diagram 4, instead as
in Diagram 3, then White must answer with 2 and
produce the same result as Diagram 3. If he
answers as in Diagram 5, then Black 3 captures
a White stone and escapes.

Diagrams 6 and 7 show how Black saves his
stones if White plays another move apart from |
in Diagram 2.

QUESTION 111

OO+

|

OO

Diag. 8 shows the correct

response. With | and 3, Black

O

O

has effectively captured the

White stone on the left and

oo

formed a large potential

territory. Should Black play

ol®

3 at the marked stone in

Diag. 9, then White can force

Black to overconcentrate his

stones badly by following o

this diagram.

Black | as in Diag. 10 O

would just be foolish as @O

White with the sequence up | +—O@

to 4 has ruined any potential _J_QDZP‘Q>
Black territory, and Black | i

has obtained no compensation
for this loss in terms of Dia. 8
influence because of the

single White stone.




ia. 11 -
QUESTION 1V Dia Dia. 12

"Play at the centre | @ %IJ - T2 @O @
in agymmetrical for- hd 8@* ’;_ 088%() -&L“
OO

mation" says the Go -1
proverb, and this is
the correct answer
here, see Diag. Il. BE
After Diag. 12 White | |
has two eyes.

For what happens

if White plays next Dia. I3 Dia. 14

to the Black stone 00 i ) o oe

see Diag.13. All the TO.; ‘ ; :

White moves are for- _‘__ O,@O@)O ‘¢ U1 _# O“©+©"“
9060000 e

ced. However, should OOO’ OO

Black play his | at N

3 instead, then a 1

White answer as in - 1

Diagram |4 gains him :

two eyes. f - -+

WATAR! (contd.)

illustrates the most important Go Proverb, "Don't follow proverbs blindly!"

0 1 C

. C;)c N y _{j
\| AN T AL
pe |
Dia. | Dia. 2 Dia. 3

In diagram 3, Black is faced with an apparently impossible task, how to rescue
his threatened three stones from the middle of the White formation. Diagram 4
shows his only possible answer at 1. This promises connection to either right or
left, as in diagrams 4 and 5.

The tesuji of Black 3 in diagram 4 is very important as it occurs quite often
in end-game play. Please make sure that no other move than | has these two threats
and thus will not work.
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Dia. U Dia. §

The last problem is that of diagram 6. How can Black save his corner stones as
they cannot make two eyes in the corner? Most players could solve this when pres-
ented as a problem, but how many could solve it when playing a game? Diagram 7
shows the only correct move, and White cannot stop the connection.

Dia. 6 Dia. 7

These problems show that it is often possible to link apparently disconnected
stones together by using various tesuji on the first line.




Vi.

HOW TO PLAY ALONG THE SIDES (3)
by Kaku Takagawa, 9th Dan

Connecting a base to a
large placement is very impor-
tant and often overlooked. In
diagram 32, the difference be-
tween White's play at | and a
move in the corner by Black

Important Placement Points Connected with Bases
19 j\
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Dia. 32

O - @O+

Dia. 33 Dia. 34

Dia. 35

can be seen by comparing the
upper right with the lower
left. The base in the corner
is very important to both
sides, and the difference of
who occupies this corner by an
initial placement is of double
significance.

Such placements should often
be given priority over more
obvious plays. Diagram 33 shows
such a move. If Black omits I,
White will play as in diagram
34. These important points
should be occupied as soon as
the large placements along the
sides are finished. Notice the
effect on Black's base by the
placement of 3 after Black
tries to hold White in diagram
34.

Another example is given in
diagram 35. Here, if White
plays | or Black plays M3 in-
stead, the difference is very
great. In these forms, place-
ments are often on the second
line, but this only means that
the opening has progressed to
this stage and should not be
regarded as contradictory to
the axiom of the third and
fourth lines. (See Part One in
issue No.7.)

In diagram 36, | in the up-
per right secures the base, so
there is an actual gain. At
the same time it threatens the
two White stones on the upper
side. Often Black will play
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Dia. 36

018 instead, with White answering
N18; Black may then play elsewhere.
In this case, though, a definite ad-
vantage for either side cannot be
claimed, | PI8 is still desirable
considered from the partial view of
this corner.

If Black does not play the de-
fence given, we see what may happen
in the lower left corner. After 9,
Black is under a decided disadvan-
tage. Even if White simply plays
E2, and Black answers D3, there
will be a loss for Black. The
struggle for these placements often
precedes some of the other large
placements mentioned previously.

Vii. The Balance of Placements

The axiom for the third and
fourth lines was pointed out earli-

er, in issue Number 7. All fuseki should try and follow this axiom. The balance of
placement means the balance in arrangement of stones on the third and fourth lines.
In diagram 37 each player has extended three or four points from the original at-
tack against the 3-4 stone. At the top, when White plays 'high' with | on the
fourth line, Black answers low with 2 on the third. This is a form of balance.

19
18
17
16
15
14
13
12
It
1o

9

3

2

_ e s B -

{
bl IFN o
A\ A
O,
hd_, O\
* S
- N\
O ©; ®-

A BCDEF

GHJ] KLMNOPQRST
Dia. 37

Now, although the next suitable

- place for White is KI7, this move
-would not seriously affect Black

because of his low placement. On
the lower side 2 answers |; it seems
a desirable point, but it allows 3
which is an ideal point for White.
In other words, Black's formation

"is such that he will not be able to

neglect 3 or White will follow up
with N3. Thus 2 on the upper side

“is placed low to prevent such a

move.

In diagram 38, White plays 3
high on the fourth line, balancing
1. Casting aside the idea that
White intends holding all the terri-
tory between | and 3, in general it
is desirable that if one stone is
placed low on one side then the
other should be placed high.

On the lower side one White
stone is low, so that White plays |
high. If | were placed low it would



be a duplication of low placements and also invite a Black invasion at 'a'. But in
this case White can play Ki above 'a' without any danger due to the position of |.

m Ve 3
| N
P U ’3R ® {r Py &),
C &), N &)
J W/ é 6
O Dia. 39
Diagram 38
| @
ey ey
Q O O Y Y
T“C/ L !
| Dia. 40

In diagram 39, | and 3 are placed low so that 5 must be played high between
them. There are points where Black might invade between | and 5, or between 3 and
5, but, if he should do this, White will be able to connect his forces because 5

is on the fourth line.

Diagram Y40 shows | in balance with the two Black stones on the right, but,
viewed in relation to the left, it cannot be said to be properly in balance. But
if it were one point above instead, this would be good in relation to the whole
formation. The 3-3 positions in both corners will be open, but White will not gain
much from playing there.

| | In diag. 41, | attacks the two White

+ /,l\ stones on the left. The high placement

hd on the fourth line is suitable in this

case because of Black's low position to

“ ) 0 ‘ the right. However, if his right hand

‘.* : corner were defended by 04, instead of

N3, then | should be played low at K3
to balance this high position.

Dia. 4l
ViIl. The Limits in Placing Extensions

Most readers are well aware of the principle of 'two stones - three points'
pertaining to extensions along the third line. See, for example, the Vital Points
of Go by Kaku Takagawa. In diagram 42, 5 follows this rule.

Similarly, if there are three stones in a wall, a four-point extension can be
made. (See issue No. 2 for further discussion of the defence of these extensions
in 'Raising Your Strength'.)
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Stones do not necessarily have to be placed one on top of another to use this
rule. They can merely be connected in

being placed between them and cutting
them off from one another. |fa player
makes a three-point extension, there
. is room for invading between the two
Dia. 42 stones; but if there are two stones
placed together on one side to form a wall, this extension is then also solid.

| )i
> «
] |

Dia. u3 Dia. uy4

In diagram 43, we see the maximum extension of five points. This does not imply
that a particular extension of three or four points is always proper, nor does it
mean that one always extends to the maximum. Often one side makes an expansion of
three points even though there is room for a five-point extension. Here there is
room on either side to place two-point extensions later so as to be able to con-
solidate the formations. Although an approach to the White corner would not have
the same attacking value as in the case where the EI7 stone were at EI6, yet it
still tends to consolidate the Black lines. This would be especially true if White
should place a stone between | and QI6. Then, although both halves of the forma-
tion were separate, they would be able to exist independently. | of diagram 44 is
a four-point extension leaving room for a later two-point jump approach attacking
the White corner.

7 such a way as to give the greatest
6 {P strength, as will be explained below.
5 The two-point extensions may not
4 ‘bﬂ 3 be perfect but they are at least
3 2 1( Qg safe. There is no danger of a stone
2

i

ABCDETFGH] KLMNOPQRST

J\\ @

£

PN Diagram 45 is taken from an actual
match game. Apart from the unusual

Ve 5, " shape in the upper left, we see that |
" has room to make a two-point extension

A to either right or left. This stone is
\J” occupying a large placement point and

is entirely different from the case
where a solid extension is needed, as
on the lower side. If Black had fol-
lowed this solid pattern too early,

_~P" then his potential area would be great-
ly decreased. This should be clearly
Diagram 45 borne in mind.

In diagram 46, White plays a five
point extension; after 3, 4 is neces-
sary to defend his- expansion. On the
other hand, if 2 had been at J3, a four
point extension, no direct reply to 3

( _\}_‘ ‘ {j would be needed.

The forms shown in diagrams 47 and
U8 are well-known joseki. In the first

ote




case, White makes a three-point extension by virtue of the strength around 3, and
finally Black plays at D6. But in diagram 48, White makes a maximum five-point

| I B : .
é Dia. 47 Diili. 48 -
[ | o~ : :
4PN < ) T
L @ - 4
Dia. U6

extension, based on the potential strength of the left side due to possible White
plays at D7 or E6. If Black plays 6, however, then White must follow with 7 as
this potential has ceased to exist. Of course, if Black plays elsewhere, White can
also delay this defence.

L1
- Q HrS NG b ——
I )
3 4 3 (3H a
|
Dia. 49 Dia. 50

in the joseki of diagram 49, White is justified in extending three points by
the two stones 3 and 5. This idea can be further complicated by further advanced
strategy as shown in diagram 50. Here the joseki is changed by White for a speci-
fic purpose. One purpose for which this would be correct is if there were a Black
stone at 'a' and a White one at 'b'. Then this three-point extension also pincers
the Black stone at 'a'.

_f'-,\ (3 e
|
5

+O+O

f-|°ﬂa ISJ a | ]

The joseki of diagram 51 creates a three-stone wall, allowing White to extend
four points. The only drawback here in theory is that, if Black plays at 'a', there
would be a danger of invasion at NIS. (If White defends against this, Black is
ready for a big expansion on the right side.) Thus, in order to check this possi-
bility, White often resorts to only three-point extensions. Notice that this would
be foolish in the case of diagram 52, where a three-point extension would enable
Black to consolidate the right side with a two-point Jump.

In diagram 53 is shown a very important handicap joseki - the tsukenobi -
where the extension should be five points to 8. This is true because of the power
in the upper area considered equal to four stones. Playing 8 Q14 would not be good
for Black; if he wished to play here, he did not have to play 2 at all, but could
have played Ql4 immediately after 1. Of course he added to his position with 2, U
and 6, but White 3 and 5 in combination with 7 are very strong. Black's position
is overstrengthened and heavy if he plays at QlU.

Diagram 54 illustrates where it would be bad policy to play this joseki, since

12



the space left for Black's extension to the left is too narrow. Instead, it would

I :
(N A O

1) ( 5?2 Diagram 54
€ N -

5
- ®0
\

N

Dia.- 53 J

b am
be better for Black to play P6 or Q7. Another example of a good extension is shown
by White on the left side of this diagram.

A LOW RANKING EVEN GAME

Comments by John Tilley

The idea behind including a game between two 7-kyu players like this is to show
the weaker player some of the basic mistakes they should try to avoid in playing
Go. Players stronger than about fifth kyu will not find very much of interest in
this game.

Only the basic mistakes of the two players are commented on.

I- 8 A good start.
9 Usually at 67.
|0 Bad. White has to make a too narrow extension to |12, in reply to I3, too

early in the game. The joseki of diagram | is fairly |
common in such a position.
I3 Dubious. Corner plays are normally much larger than 6
plays along the side early in the game. \T[
I4 Very bad. Partly for the same reason as the above, R
and also because it is already pincered by 13 and so -*—a— 8
is under strong attack already. 10
15 An interesting idea as it makes White's group heavy. ()
It also protects the corner against future White \3 2
attacks. — 12

|7 Perhaps better at 'a', to separate White's weak
groups and thus simultaneously attack them. Proverb-
Keep weak groups separated and onewill probably die.

I8-24 Funny. A typical example of a non-joseki. White

tries to make Black heavy and then take away his Dia.
ideal extension to 20. A play like 18 only works if
20 has already been played, or a strengthening move around 43 is already
there. If 20 has already been played then White plays 43 after Black res-
ponds at |9.

21 Correct. Black now shuts White into the corner, showing White his mistake
in playing 18 and 20.
instead of 18 a pincer play at 87 would be good.

13



28
30

31-41

42

4y

50

52

53

Must be at B17 instead to give himself some share of the corner.

Gives White ideal extensions in both directions, but his position is over-
concentrated for this early stage of the game. Also, he should play high on
the fourth line to balance up his position properly.

An interesting ex-
change by which Black
profits. ;
Very bad as the ladder 36426
created by 43 favours \? 28 34 2K
Black. Q 40
Interesting, a ladder 38 36)¢8
breaker for two lad- 40 4
ders!

Very funny!! A verbal A 4Q4 3
exchange between the 13@%* 72
two players made White
(who admits to being y-
gullible) believe the N b 76}—
ladder didn't work! (20)(88)(9%0 )62

Never listen to your A
opponent! ' 52>—"‘¢ D4

Too small as it only
tries to surround a 3
little territary in

@
O

the centre. There are 9 .4 9 TP 8 6
many larger moves a- 2418 12X ¥ (k) (58 (64
long the sides.

inthis situation says 22¢L 98)(96
—don't make territory
around an open skirt. A g ¢ 0 E F 6 H J K L W N O P @ R ST
Black's open skirt is

around 99, for White fills at 15

can play one point to
its right to invade
this territory.
However at this point
White has lost the game because he has two weak groups on the right and all
Black's positions are strong.

White attempts to consolidate his position. | am undecided about the merits
of this move.

White does well.

Very bad. Never play like this because White easily captures 3 by playing
the atari at 66.

Mysterious.

A clever move, it seems, but White cannot live in the corner or connect to
14 with proper play, so it doesn't amount to much.

No. It must be 79 to stop White joining and kill him in the corner.
Almost totally useless. Worth precisely one point.

A perfect example of what not to do. Well defended territory should be re-
duced from the outside is the rule. White could invade at 107, though. A
play like 92 is only applicable in a large handicap game. White is now very
hard pressed to live.

Not good. The proverb 4 97 93 K 94} é 56 Gof
@

MOVES | - 100



103 110 is better.

107 Bad shape but effective in
this position.
Good shape. This ensures that

[1] cuts White off in this di-

08

rection and that his groups
are connected.

Not so good. 1t forces |14,
which in turn forces |15, and
then White can quite cheer-
fully play 116. |f Black plays
120 immediately he is in bet-
ter shape and White is attacked
more strongly. A
Should be played at 127 or 12980
to get out to the centre as 98112
he isn't going to form two eyes oo
along the side. N
A fatal mistake. It must in-
stead be played at 142, and
then one or both of White's

96

13

8294 &
78)€

24

139
26

84
86)€

2 3

62
54

76 )
64)( 0

56 &

52 (58

24

30)34
4 32
1) €1).47 €),2 9

4 Q

36 22

38

12)(60 11032 :
0501510
50 0
66 90

20) b (E)4s

18

(2,89

10

B97 4
: 12

70

141116

attacked groups should die.

No further comments on moves
140-2186.

217 was very big, being worth
at least six to eight points and
should have been played much ear-
lier.

White resigns after 217 as he
is at least 20 points behind.

MOVES 101 - 217

CORRECTIONS TO ISSUE NUMBER 8

Page 14

The lettering around Figure 1 should be A - T,

Page 15

The last sentence of Pags 14 should read:

emitting 1.

' without coming under any disadvantage at all. Hence 14 should

have been replaced by 1
The missing stones from Diagram 2 are:
Blank white at F17, 4 at E17, 5§ at D17.

The missing stones from Diagram 3 are:
Blank white at F17, 4 at €17, 5 at E17,
11 at C18.

6 at G17,

in Diagrams 2 and 3.°

9 at B18, 10 at B17,




A SHORT GLOSSARY OF GO TERMS ~

g ey

A number of Japanese terms are frequently met in any text on Go, and though
none of these are essential to the understanding of the game these terse terms
do have certain advantages. We shall keep the use of them to a minimum, but here
are most of the ones that ought to be known.

SENTE

GOTE

JOSEKI

FUSEKI

YOSE

 TESUJI

KATACHI

KE IMA
_OGEIMA
KOSUMI

SEK!

The initiative. "This play is sente"” means that the opponent must
answer this move or suffer a loss.

Sente is relative, however, as the opponent may seize sente elsewhere
on the board by threatening to take there more than he would lose if
you continue playing in the original position.

The opposite of sente.

A correct, or accepted, sequence in the opening corner play. This term
only relates to the corner considered on its own. A joseki may be good
or bad in a particular corner, depending on the overall situation of
the board.

The opening plays of the game involving the whole board, including the
various joseki played, until all the sides of the board have been
occupied.

The end-game. The stage at which most of the major battles have been
completed and the finishing touches have to be put to the various ter-
ritories.

A clever move, which only relates to a local situation.

Good shape, or form, or the move which produces the good shape of the
stones.

A small knight's play, e.g. E3 to F5.
A large knight's play, e.q. E3 to F6.
A diagonal play, e.g. E3 to FH.

A life and death battle which can't be won by either side, and so re-
mains on the board stalemated.



