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THE BREAKTHROUGH TO SHODAN



About the Author

Naoki Miyamoto was born in 1934 in Hy&gefecture, Japan, which adjoins the
city of Osaka. In 1949 he became a pupil of Utaro Hashintzo, §rovd-dan),
who broke away from the Nihon Kiin the following year to foun&Ké#msai
Kiin. Miyamoto quickly reached the professional level. Hisofionm record is:

Shodan 1950
2 dan 1951
3 dan 1952
4 dan 1954
5dan 1956
6 dan 1957
7 dan 1959
8 dan 1961
9 dan 1969

He won the Kansai Kiin First Place Tournament in 1960 and the Kansai Kiin
Championship in 1968. In addition, he has gained covetedipldu=dMeijin
League twice, (198364), and in the Honinbo League twice, (1960 and 1964). He
is perhaps best known, however, as the publisher and editor of the monthly g
magazinégo Shinclamd as the originator of ppoo handicap go.



FOREWORD

How The Breakthrough to Skadanto be translated.

This translation grew out of a visit paid in June, 1975, by Richard Bozulich of the
Ishi Press and the translator to the offices of the Kansai Kiin in Osaka. The Kans:
Kiin, or Western Japanese Go Associaia comparatively new agrdwing
body of professional go players, a sort of younger rival for the-Gadgmb
Nihon Kiin. It puts out a monthly go magazine, Itfe Shinchshich has the
distinction of being published and edited bydarOprofessial go player, Naoki
Miyamoto. Mr. Miyamoto has been responsible for a steady stream of imaginati\
feature articles in it, including a famous series girprbandicapgames and
another series of, by now, over five hundretydalid problems. Pax$ these two
series have been printed in book form, and it was to inquirdrabelaiting them
that we made this trip to Osaka.

Mr. Miyamoto was in a genial mood and talked at length about his experience
with thelgo Shincaod about go writing in genekéé. had few words of praif&
most of the go books published in Japan. 'They have different coveag]; he
'but they're all the same inside.' He spoke in particular about handidéaphgof
what you read about it is incorrect,’ he said, 'a lotsebmngieptionpassed on
from one go writer to the next.'

It is a fact that while most Japanese go books list strong professionaglayers
their authors, few of them are actually written by those players. A profgsbiamal's
to give lessons and playoarnaments, not to write books. The taskrgénizing
material, drawing diagrams, writing text, fitting things together gmadke
proofreading, etc. is done by amateurs working for the outfits that plblish
books. In some cases the professiomaregises the writing and suppliesideas
and sequences that go into it, but in many cases he only lends his ndimishedhe
product, taking little or no responsibility for its contents. Miyancotoiments
about such books came as no surprise to us

After getting his agreement about the books we had been interested in Mre asked
Miyamoto if he could recommend anything else for us to translatenétiiataly
suggested a series of articles that had appeareldinShanchbouta year before,
intended for readers who were trying to reach the shodarn eaX.a lot of
trouble over that series,' he said. 'Even the people up in Tiakyat, the Nihon
Kiin), praised it." It had not been published anywhere inflioakso he hunted up
backissues and showed us what he meant. We werelyavopabssed and carried
the back issues home with us.

The series ran from October, 1973, to July, 1974, and its ten installmehes form
ten chapters of this book. To augment the first seven chagiexge selected
fourteen fulboard handicap go problems from the 1974 issued@é tBhincho.



Both the text and the problems deal with thaee fourstone handicap go and
concentrate on developing the awareness of-inbeid strategy and repertofy
technigues that a player needs to cross the barrier between the kyu levéhand the
level. Miyamoto's stdyy-step approach and constant driving home of fun
damentals makehe Breakthrough to Shndampening work, unique in batie
English andhe Japanese go literature.

September, 1975 James Davies
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CHAPTER 1

'| want to get to shodan quickly." That must be the first thought of everyone wha
learns to play go, but the barrier turns out to be unexpectedly thick.-1 some
times hear people who are stalled at thedotive-kyu level sayl,don't haveany
talent.'" Nonsen&eno special talent is needed to reach shodan. Thesegseople
simply falling back on that convenient term 'talent' to justify their mistaken
methods of studying to themselves.

From where, then, comes the differencedsgtivthose who make steady progress
and those who do not? That question can be answered in one word: fundamenta
When a person knows lots of joseki, practicesnlifdeath problems, and plays
great deal, but still makes no progress, it is becafiselammentals are alfong.
'Fundamentals’ should be interpreted, not as something narrow likbybsela,
broad sense, as one's whole approach to the game. Think not of some flims
structure that will collapse in a breeze, but of a tall skysceapgveltself to the
wind, with only its foundation planted firmly in the ground.

A skyscraper cannot be built in a day, nor can you reach shodan overnight.
will take you to your goal, not in one jump, but in a series of easy strides.

In chapter 1 wehall take up four stone handicap go. If you can forcelavddn
player to give you a smaller handicap, you are probably alreadyimagaty a

People often lament that, 'l followed the book, but I still lost," or, 'Halfway
through he played a diffetenove and | got confused.' Their problem is that they
have become slaves to form, without understanding the spirit behind the form.

'When a professional plays a teaching game, once he makes it close, he doe
have to worry. Those people who act so happguse they think they've won by
five or six points have almost always lost.' Utaro Hashirdam, $aid thidf
we think his words over, we will find a hidden clue about how to become stronger.
1st StrideHave him play the large knight's move.

Dia. 1 is from a game played against Honinbo Dosaku at four stones by Peichi
Hamahika, a famous player of the Ryukyu Islands, when he came to Japan
1682. It is Black's poor mentality, rather than White's skill, that merits attention
Honinbo Dosaku made dhough use of his opponent's compulsion to defend
territory.

Sequences like Dia. 2 often appear. Realizing that his opponent is going to defe
with the large knight's move, White plans his opening so as to make the invasion
5 most effective. The purmosf this thre¢hreepoint invasion is not so much to
gain territory as to frighten Black by appearing to rob him of his base.

Black proudly crawls out along the second line to 22, extends to 24, andbgeems to
thinking to himself, 'Well, that's one graafe,’ but he has been taken in by
White's 'threat'. When White plays 25, the game already looks close.
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Dia. 1 Dia. 2 Dia. 3
Instead of playing 10, Black should have made the hane and connection at 1 a

3 in Dia. 3. When the sequence gets to Black 13,"Widebecome unoessary,
and there is a nice ko, Bladk e left in the corner.

Those who feel compelled to defend the corners often make the diagantl con
play at 4 in Dia. 4, and jump to 6. Then comes the tesuji combination of the
attachment atVhite 7 and the placement at White 9, followed quite likely by the
sequence up to White 29. Dia. 5 should make the result easier to understand. Wt
could hardly be more ecstatic.

If Black makes the diagonal play at 1 in Dia. 6 instead of 18 in Diaadriasd
on through 11, he is one move ahead in the fight, so it is possible for him to thwat
White's measures, but this takes considerable reading out.

As the above is meant to show, White is glad to have Black play the large knigh
move. It leaves himbom for any number of variations, and gives him the best
possibility of forcing Black into a mistake.

You must not forget, however, to consider the reverse of everything in go. If we
take 'Have him play the large knight's move', turn it around, arat fodtom
Black's point of view, what do we get?
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2nd Stride Don't use the handicap stones for defense. Don't miss big points.

If one listens to the complaints of people who are not making progress, one gef
the impression that most of them are comdrtbat the purpose of the haap
stones is to defend the corners. With this terrible misconception for a start, the:
can hardly expect to make progress. It is only when the handicap stones are us
for attack that they deliver their full power.

Look atthe game in the figure. The moves up to Black 10 may seem ordinary
but Black has already made some big errors.

To begin with, there is Black 6, apparently an attempt to make territory in the
lower right corner. This move gives White an easy develophetiig points
were the pincer attack at 9 on the lower side and thensa ata on the left
side.

If White ignores Black 1 in Dia. 7, Black immediately makes the diagacal con
play at 3 and jumps to 5. Against White 6, Black plays 7 and exSratging
all his forces into action. White must now give first priority to taking care of his
three stones. He has no time to plot any schemes of his own, so Black should |
able to take the initiative effortlessly.

Next there is Black 10. It is notmuch the move itself that is bad as the-inten
tion behind it to defend the corner. Here agaimthe left side, dyvon the upper
side, was the big point, but once Black sets out to defend, there is no stopping hir
Perhaps a shortcut to making pragliego learn to be defiant enough to play in
the opposite direction from the sound of your opponent's stones.
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Figure 2 (11—21I)

Black's negative style of play continues in Figure 2. The handicap point on th
left side, (21), would have been correct for White 15, hite¢ Wad read his ep
ponent's thinking and was taunting him by turning away to 15.

Black's last chance to take the handicap point on the left side was missed at
White arrived with apparent ease at 21, and if we take stock of the position at th
moment what with the foustone difference in strengths, we can say that the game
is already pretty close.

Let's back up this statement. Black now has secure territory in the upper right ar
upper left corners, about fifteen points in each for a total of thiyn if one of
the two corners on the lower side becomes fifteen points of territory that make:
only fortyfive points, although one must realize that in this type of position, both
corners frequently end up as rubble.

For his part, White has territoryfour places which seems likely to amount to,
in all, about fortyive points. From here on, it is only a matter of the difference in
strengths asserting itself.

All this came about because Black cared too much for the corner territory an
neglected theidgp points on the sides.

In a fourstone game, if Black locks up all the corners, he gets sixty points, an
that is all. If White can take control of four areas on the sides, he can quickl
balance that amount of territory. Next the battle spreads irtenties, but Black
has no footing to push out from, and suffers a miserable rout.

Isn't there a famous go proverb that says, 'lhgea lost four corners, resgn'

Yes, there is, and it is an-anttout lie. | think | would like to rewrite it as 'If you
have taken all four corners, resign.' Play your own game, and don't be misled |
such facile 'proverbs'.

-11-
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Figure 3 (22——33)
White has made a strashgeking invasion at 23 into what Black had thought was
his territory. White 23 hits the weak point in this shape, andstheregood
answer to it. Black could find no better move than the contact play at 24, but th
sequence to White 29 made a wreck of his corner, leaving him without even e
shape, and as good as ended the game.
Let's take a moment to study White 23. Theesee in the figure is close to
ideal for White, but the ultimate would probably be Dia. 8, which shows Black
really being kicked around and trampled on. For Black 24 in the figure; the side

ways contact play at 1 in Dia. 9 may be the best move. Sitece Whin the

board, Black cannot fight very hard. When Whiteabsent, the descent to Black

1 and pincer attack at 7 in Dia. 10 become effective, but in neither case can Blac
result be called really good. We keep coming back to the fact thajintgk ori
defensive moves were not good.

The thing | would like you to learn from this example is not to use the handicar
stones for defense. Along with that, try not to miss the big points on the sides. D¢
this, and you will stop following your opponent ardhedoard. Perhaps a whole
new field of vision will oparp before you.
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3rd Stride Side attactment? Extend!

| dare say that by now you understand that you cannot win by defending all th
time. Let's get rid of some more mistakes.

There is nothig special about the moves up to Black 12 in this next game, but
White's attachment at 13 set Black a problem. Your first reaction to this side
attachment should be to extend to Black 1 in Dia. 11. If White answers at 2 an
Black continues with 3 and Ssitlear that White is in trouble.

What was wrong with the way Black actually played? At White 17, shift you
glance to Dia. 12. Would anyone ignore White's peeping move at 1 there? If anyo
did, he would be pierced by White 3 and cut by White 5. Iythinkan under
stand my point.

Further on, at Black 18, there seem to be many players who connect at 1 in Di
13 and let White capture a stone with 2 and 4. This is a disgrace. Anyone who h
been cheerfully playing this sequence up to now should battisHyitfrom his
thoughts. Where do such mistakes come from? As explained before, they con
from trying to defend territory.

| || | N
1@ 5 GO 5
of I3 o | T ouele
{1 (P——- ; D N
Dia. 12 :
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Dia. 13 I Figure 4 (1—18)
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Figure 5§  (14—28)

Take a look at the position up to Black 28. Black has, to be sure, made abol
twenty points of territory on the upper side,thate is no telling the role White's
centrally oriented power will play in the game ahead.
4th Stride Thwart your opponent's aim.

It is all very well to drum 'Extend against the side attachment' into your head, bu
you have to know how to proceed froraréh

White's descent to 1 in Dia. 14 is no mean move. If Black makes the diagon:
contact play at 2, expecting WahitBlackb, he is expecting too much. White will
cap him with 3 and start to dictate the pace of the game.

When White descends, | recomchéime onepoint jump to Black in Dia. 15.
White's crossut at 2 and 4, however, presents a difficulty. If Bladkedlyplays
5 and 7 to keep White from linking up, he gives White a fine result; count the
numbers of black and white stones in tl T _
diagam. 610~

r l
|
Instead of playing 7 in Dia. 15, Black shol F_é O——@—
o 0e0%

press with lin Dia. 16. The sequence up to
thwarts White's aim completely. The group he
left with is not even 100 per cent alive.
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Figure 6 (29——38)
5th Stride Welcome the threethree point invasion.

White invadd at the threthree point with 29. This was absolutely necessary, for
if he had done nothing, Black would have locked the door on him at 30 and
completed a huge territory. The sequence up to White 35 was quite proper, b
Black 36 carried it too far. Btashould, of course, have turned elsewhere.

Black in this game is quite strong in local battles; his weakness is that he gets |
involved in them and falls behind over the board as a whole.

As it stands, the corner is unresolved, because Black cah hamé®m. 17,
make the placement at 3, and gain a ko with 9. White, however, will keep Black t
busy to start the ko, and look for a chance later to excfange

Many people seem to fear the thheeepoint invasion, but you should wel
come it. he corners offer White only cramped space, and after he has squeeze
himself into it, you have the whole board to play with.

A mistake similar to Black 36 in the figure that | often see is Black 8 in Dia. 18
Cut by White 11, Black has no time to killcthrmer. It is his own stones, rather,
that are likely to die.

Instead of playing 8, Black's safe course is to press White down with 1 in Dia. 1
White crawls forward to 2, and Black hanes at 3, waiting for a chanceato play

later.
—%@@% :-ofégcg
9 0O
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Figure 7 (39——54)

6th Stride Jump when White crawls in.

The action shifts to the lower left corner. No doubt everyone has been througt
the experience of having White crawl in at 41 and peep at 43.

The trouble is with Black's blocking at 42. Look at Dia. 20 and learn the maxim
‘Jump when Wite crawls in.' This ofmint jump, ignoring trifles and aiming into
the center, is rarely a bad move.

Let's pause at White 47 and look at Dia. 21. The unnecessity ofsBiackl be
apparent at a glance. Every unnecessary move that you are for&kednteana
one move by which you have fallen behind.

Some books say that in this shape, provided the ladder is with him, Black can pl
2 in Dia. 22. Next, when White cuts at 3, Black descends to 4 to capture him, bt
this is not really good.

White will ignee Black's move and start playing somewhere off to the right,
secretly plotting his escape. When everything is ready, he will play 1 to 7 in Dia. -
Naturally he has gotten a stone in place that makes the laderlatWith 9,
Black's position crumisle
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5
Taking sente, White sent his shock troops into [D" -
lower right corner at 55. Almost ebexgy answers @
this move with Black 56, only to be cut to pieces i
White 65. J\j}—

The ideal result for White from 55 is Dia. 24. W C
this is ideal should be undemslable from Dia. 25.

.
s

No one approaching the shodan level would ans , @g ;l B
White 1 there at 2. They would press back, natut [ -
ata. - Dia. 27

Against White 55 | recommend the diagonal play at
Black 2 in Dia. 26. White will counter this with the contact play attBeamext
move is important. Most players seem to press at Black 4 and answer WAhite's cro
cut at 5 by giving atari with Black 6 and 8. Since Whitames out badly
positioned this sequence is not completely unplayable, but it is a shame to start
giving White so much territory. That tends to make the game close.

When this shape arises, it is good to give way with Black 1 in Dia. 27. Whit
seems to be doing well, but Black should be satisfied, since he has received a
mendous gift in White.

If we look back at this game, it seems that Black has not developed his own we
of playing. He has just repeated sequences that he has memorized, and | am afi
he has a long way to go. The first thing he must do is to grasp the spirit that lie
behind the form

-17 -
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7th Stride Take the lead and attack.

NN |
[ | L7 |
Perhaps we have seen enough bad moves. It i __:g; b&;@"?"

so much the badness of the moves themselve
the negative compulsion to defend the corners
the subservient spirit that follows the oppone
around the boarthat is the cause of defeat. By nc
| imagine that you understand this. 1@

This time let's build a model game on the ruins FR
Black's loss in the last game. (White 13 in Figu.. —
becomes White 1 in Figure 9.) Black 2 to 6 are a relaxed sequence. The diago
contact play at 8 and epeint jump to 10 are two more ordinary moves, but the
whole thing adds up to a severe attack.

At 8, Black could also blockade White with 1 in Dia. 28. White would probably
go into the thre¢hree point with 2. Black caps Whitedha with 9 and starts a
double attack with 11, an ideal sequence for him.

Conceivably White will not play 2 in Dia. 28, but try to live with 1 in Dia. 29.
Black peeps at 4, and after White lives in gote, comes crashing down on-the han
cap point on theight side. This type of play does not seem likely to present White
with any good chances.

'Take the lead and attack’ is the safest short road to victory. It goes without sayi
that attack serves also for defense. Keep your opponent off balance awdhattack
all your might.

Dia. 29

-18-



8th Stride Jump through the

center.

White could no longer with

stand a capping attack, so he ha|

T
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to flee with 11. Black jumps to

12 and, after White 13, jumps

e

S
|

again to 14. Since his stones ar
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in the center they exert an
influence hat makes the
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handicap stones in the corner
work most effectely. After

O

jumping through the center of

the board, Black caps his| |

e
i
|

opponent's line of flight with 16.
Stopping the enemy heaal

P

® o

like this is another of the keys to

b
4

fighting.
If Black wants toplay safe
here, he has 1 in Dia. 30. If

Figure 10

(11—20)

White answers atBlackbis good, or if White jumps tBlack playa.
Recall the words that attack serves also for defense. A pair of diagrams will shc
how Black's moves up to 16 serve naturally to defengplee left corner. If
White tries anything there, 1 in Dia. 31 is his usual move. The sequence up to 10
common knowledge, but Black's cut at 14 in Dia. 32, his atari at 16, and th
subsequent squeeze through Black 24 are mighty indeed, strandirfgtdour w
stones high and dry. This is only one example, but | imagine that you can get tt

idea.
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9th Stride Push straight ahead.

After making White run over a series of worthless neutral points, Black invade
the lower side at 20 and opens upva fnent. White is weak all over the board,
and his troubles can only multiply.

His doublehane at 21 and 23 is a standard method of making shape. The
response one sees most often is the connection atlBla¢ka. 33. That is a
peaceful, not necessalifd way to play, but it lacks any trace of defiance.

In this case the proper moves are to give atari at Black 24, connect at 26, the
push straight ahead with 28 and so on. This sequence displays an iron will. Wh
has little choice about any of his resps.

If White omits 31, Black will press him down at 31 and choke him off. If he
omits 33, Blackin Dia. 34 will end the game.

There are some people who would worry about White's cutling Bia. 35,
but this matter is so small as to need a magngldss to be seen.

Pushing straight ahead like this is not always the right answer to White's doub
hane, of course, but it is the kind of maneuver that should definitely be a part o
your repertory.

-20-



10th Stride Find the vulnerable spot.

Let's stand dick and take a look at the board. The first thing that strikes one is
how it seems to be divided in half, right and left. That is the work of the line of
black onepoint jumps reaching down from the upper side and crossing the center
White is strugglingitiin a big black net. Tightening the net little by little, Black
can gain a sure victory. This storture methodf winning is perhaps the most
unkind.

Black 34 hits at one of White's weaknesses. White connects at 41, first having
make two painful pping moves at 37 and 39, but before he can catch his breath,
Black sends another missile his way at 42. Up to Black 46, White's camection
been broken again, and he has no hope of being able to save everything.

Instead of Black 34, Blatk Dia. 36also looks possible. White has to jum to
and Black makes a vicious shoulder attack at 3. If White pushes his wag,du with
pushes Black into surrounding him with 9, and once again, the game is over.

This figure and diagram show Black finding \§hiténerable spots and wiimg
an overwhelming victory.

Don't miss decisive moves. When the time comes that you see you can finis
your opponent, go resolutely into action. If you delay, you may give him a chanc
to recover.
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Figure 12 (34——46) Dia. 36
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11th StrideDon't allow a triple kakari.
For some reason, there are people who, when White attacks the corner, igno

him twice as in Dia. 37 and cheerfully suffer the blockade at 5. Dia. 38, in whic
Black lives with the diagonal play at the hree point, seems to have gotte

into their brains like a cancerous infiltration. If you are one of these people, ric
yourself of this cancer without delay. At the beginning of the game there can hard
be any reason to allow both White 3 and White 5.

After Dia. 38, White can play 1Dm. 39, or the reverse in Dia. 40. As the books

show, Black can live with 2 to 14. What the books do not point out isstenton
danger that if a white stone appears at one of the points marked 9 or 11 in the:

two diagrams, Black will die.

® e
O
( )__ e | |
|
Dia. 37 Dia. 38

12th Strde: After the attachand-extend joseki, go halfway down the side.

Dia. 41 shows the popular attacitextend joseki. The questionable move is
Black 8; this kind of defergely move can hardly be good. It is better to extend
with 8 toa, halfway down thside under the handicap point. Consider how this
move works with the handicap stone in the lower right corner.

| feel that the way to win with a fesione handicap is essentially to put the
handicap stones to work in attack. | left the attadiextend gseki, and the joseki
in which Black ignores White's kakaris, for last because they go along with

defensive mentality.

— )

1/3“\

Dia. 41
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Take the methods taught in this chapter, try them in your own games, discove
their true character, and master them for yourself.

Problems Py
The two problen ),
at right are bo
taken from fow — 1
stone games. In ei

o
Black is to pla .(.)_
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points markedA to
E. The answers ¢
pear at the back ‘
the book.
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CHAPTER 2

If a person who was approaching the shodan level askeesaipnef, 'How can
| get bette? most professionals would probably answer, 'Play agaimsnt®po
two or three stones stronger than you.' That is indeed the way. Thedestop
are those who are close to your level, but a little above it.

Take away one of the four corner handicap stones, and the go board sudder
becomes much more open. For a person who has been playing nothing bt
handicap joseki to feel lost is quite utdedsble. 'All | have to do is get an even
result in the open corner,' think some people, but go is not as simple as that. If
were, one could graduate from the tsteae handicap just by learning some
evengame joseki.

A threestone handicap demandermseverity than does a fstwne handicap.

You may get off to a good start, but a few slack moves later can even up the gar
in a hurry. The most important thing you need is the power to carry out
independent planning and make the corner joseki wydufor

1stStride: Don't fear a double kakari. Make positive pincer attacks.

In this chapter we shall start our study of thteee handicap go with the
knight'smove kakari against a stone on the ffa@epoint. The example game is
one | happened to vt in the Kansai Kiin building betweenda amateur and
a tkyu.

White's twespace high pincer attack, Black's diagonal play at 4, and his slide int
the corner at 6 form one of the shortest joseki. Since it gives an even result there
no need to dissss it, and Black's pincer attack at 8 was also good. So far he had
fine opening, but

Black 10 was questionable.
| consider it an outright mis 9~
take, because | feel nothing ® a bl .’
positive in it. Surely Black
should have made a pincer O
attack aa

If White answred with the
double kakari at 1 in Dia. 1
and Black followed with the ijf
diagonal play at 2, then
jumped to 6, nothing would
be the matter. All White's f§
forces would be piled up on
the right side, whereas Black } é @€ Ozms
would be well developed g
over the whole board. f | {'?‘{""

Figure 1  (1——10)
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The attackandextend combination of Black 1 and 3 in Dia. 3 is held to be a little
soft locally, but here it, too, looks playable. Black 13 takes the key point at th
junction of both sides' spheres of influence.

The best move in principle is the attactiblock combination of Black 1 and 3
in Dia. 3. White can give atari at 4 and surround the corner with 6, but Black play
the forcing cut at 7, then turns away to 9, and it is hard to see what White ha
accomplished.

White, then, instead of playing @ia. 3, should connect at 1 in Dia. 4, letting
Black come out with 2 and 4. Black 2 can be plagetwtBlacka, which only
defends the corner, is rather dull.

Anyway, if you keep defending all the time, White will reach the big points ahea
of you. Ifyou keep after White, as in Dia. 4, he will not be able to turn elsewhere
and you will not lose the initiative. Master the technique of running in tandem witt
your opponent. 'Attack as you run, run as you attack' should be a recurrent then
in your games

| L1,
ol oI
OO O30
8 28 8
2@ O
)

e
|

+0
|

Dia. 3 Dia. 4
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Here are some more doukbkari variations. Against White 1 in Dia. 5, the

diagonal move at Black 2 is easy to understand. Black 8 is a point that White mt
not be allowed to take, just as was Black 13 in Dia. 2. The continuation up to 1

gives Bick a firm shape.

At 6 in Dia. 5, the worst thing Black can do is to make a small capture of the
white stone with 1 in Dia. 6. That leads to the sequence shown up to Black 1°
Once Black is forced into this kind of overconcentrated shape, he can fotget abo
winning.

Now that you have lost your fear of double kakaris, let's return to the game

White 15 and 17 were preparations for developing the stone markethe 15

16 exchange reduced the value of 18, a move that Black should not have played.

18,the important point was the jumpato

5

¥ ®
@ o
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i @ { =

1 a0
-1 D1 @O @+
g e

Figure 2 (10——20)
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Black a is no mere routine
onepoint jump. Besides -at
tacking White' , it promises
Black 3 and 5 in Dia. 7. The
sequence up to 12 has White
crushed flat. Black should not
carelessly exchange for b,
since that wouldill his own
liberties, but when he has an
opportunity, he can play the
big sequence shown in Dia. 8.

If White uses 6 in Dia. 7 to
give atari at 1 in Dia. 9 and
connect at 3, he will be in
trouble when Black cuts at 4.
Such a territorial loss will not
beeasy to make up.
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Dia. 7 (2 elsewhere Dia. 8 Dia. 9

2nd Stride Don't use the diagonal play against the twspace high pincer.

Our threedan White sought development on the lower side with the jump to 21
and attachment at 23, and from this point on it was only his skill that stood out
When he played 35, | drew away from the board. | thought the game was alrea
close. Black had just followed White around, letting him take two big points on the
sides and never attacking him, so it was only natural that the game had becol
close.

Black's mgative approach started all the way back with his second move. Th
joseki he chose in the lower right corner is fair to both sides, so | havetion inten
to find fault with it, but | think | can say that it conceals the roots of his defeat.

After slidhg down to the
second line and letting White I
take one of the big points on ey
the sides so early in the game, b
Black must naturally get some ,
compensation or he will fall ‘ o
behind. That compensation
should be sought in an attack
on White 3 in Figure 1. If you [~ @ 1
arenot determined to attack, {5 O
then don't use the diagonal | |
play against the twapace

\
&
@

)

[
l
__¢ a
be scattered on the board at O

high pincer. Joseki are not to 8318 @-O
24
random and left to fend for | @9 1O ——6 O+
themselves. They have to be [~ 6 ® ‘
followed up. f VDR 97
(

Figure 3 21—35)



3rd Stride Push right along

the fifth line.

| asked a professional who had

gone out into the country to

give some lessons whether h

had gotten any interesting

games, and he straightaway laig

out Figure 4.

With his onepoint jump to 4,

Black seemed to want to avoid a

difficult joseki. His next mey

the push at 6, is judged bad in

some books, but that is not

always true. It may be a bit

disadvantageous in even gamesg,

but at three stones it can work

splendidly, pnaded it is

@ @
3

@61 9@

e 5)
® OB j: OH
EA AN

followed up.
The bad move was Black 8;

that was completely inconsist@iot.be consistent, Black should have kept pushing
right along the fifth line. It seems good for White to keep extending, as in Dia. 10
but actually the more he extends, the more he is shortening the time till he has
resign. Seeing the sequence up tkBla, you will understand that the handicap
stones are going to exert their full force.

Accordingly, White should not play 6 in Dia. 10, but resist with the hanes at
and 3 in Dia. 11. Black should quietly extend to 4 in reply. When White connects
5, Black makes a deadly pincer attack at 6. By Black 10, White's plight is plain
see. Black should be able to make up for his original territorial loss without dele

on the left side.

Figure 4 (I—13)
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4th Stride Give White one big territory.

Being stood up and attackia this is painful for White, so let's imagine that he
replaces 5 in Dia. 11 with 1 in Dia. 12. Then Black must cut at 2 and extend to ¢
Not wanting him to jump down, White plays the knight's move at 5, but Black
keeps his lead by making therssrse at 6. Once his forces start cooperating like
this, the rest of the game should be easy.

Since there are probably many people who feel worried about giving White s
much territory right in the beginning, let's try counting it. We shall assume tha
after Da. 11, the position has developed as in Dia. 13. If Black starts the endgam
Black 1 and White 2 can be thought of as approximate miai. Up to Black 9, White
territory is only a scant thirty points.

Next, if Black starts at 1 in Dia. 14, since Whitmlikely to answer 7, the
sequence continues up to 14, and White has a little more than thirty points. Th
choice between these two endgame sequences depends on the circumstances,
either way, for all his efforts White gets only about thirty poietsitdry .

Although Black seems to have made a territorial loss, since his handicap ston
are joining in the battle, he should be able to balance accounts satisfactorily |
attacking.

In general, it takes about sixty points to win a game of go. Whyenpogiv
opponent about half that at the start, then, as he plays the rest of his moves c
neutral points, take more territory for yourself? Making only one big territory is &
dangerous strategy, and White will not enjoy being forced into it. Even what i
generally scorned as countrified go can, if played consistently, be a weapon
destructive power.
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5th Stride Enfold your opponent's stones.

This is a game between a yourdgr8professional and al&n amateur. It is a
bit advanced, but it exhibitsglamateur's characteristic brand of power, and has
much to teach us.

Black's twepoint jump to 4 and pincer attack at 6 are gpfastd joseki that
aims mainly at attacking White 3. The knight's move at 7 is the key to White'
counterattack. Black's refed answers at 8 and 10 exuded confidence.

In a threestone game it is important for Black to get his head out into the center.
If he keeps ducking down to the sides, his handicap stones will never get a char
to work properly.

White 11, making shape hetcenter, is correct in this situation. Many people
would probably play the knight's move at 1 in Dia. 15 and meet with astal dis
all for the sake of just a little territory. If anyone plays this way against you, pus
back with Black 2 and 4, exddo 8, and surround his stones with 10, dobiewn
ideal formation. Your opponent will be in instant distress, and White 1 may evel
turn out to be the gamlesing move.

Enfold your opponent’'s stones. Encircle them and stare in at them frem a dis
tance that is the secret of attack. Above all, do not wade in and try to capture
them. A cornered lion is a dangerous animal.
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Figure 5 (1I—11I) Dia. 15
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Figure 6  (12—20)
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6th Stride Jump along the fifth line.

Observe Black's jump to 12; it should give you a taste of this player's strength. (
course a, making a semsei on the upper side, would have been an excellent
move, too, but in a thrextone game Black has some leeway.

White 13 was an invasion that could hardly be avoided. There is nething ai
tractive in the kakari at 1 in Dia. 16 thatBéack defend at 2.

If at 14 Black defends with 1 in Dia. 17, White blocks his exit with 2, and the
white stones work to their fullest. Such a spineless way of playing is no good. Dor
dodge fights. The closer you come to playing on even terms, tly@unioaee to
fight.

To use 17 to connect at 1 in Dia. 18 would be unworthy of White. Once Black
makes the diagonal play at 2, White has lost his chance to fight.

| think you will realize that Black 12 was suddenly starting to shine much
brighter. Just anrdinary ongpoint jump, when it is partnered with the handicap
stones, exerts tremendous power. Jump along the fifth line, take control of th
center and attadkhite ona large scale.
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Figure 7 (19—30)

Dia. 20

7th Stride Push and attack.

White was having a hard time. He wbalde liked to try some variation around
here, but could not find anything good.

For example, if he had extended to Dia. 19 instead of connecting at 19 in the
figure, Black would have willingly pushed him out with 2 etc., then peeped at 1
and attaclke strongly at 14. If at any point White made the attachnerilatk
would bend over the head of his line and take control of everything.

Push and attack. The value of this strategy is that it keeps the enemy und
constant pressure.

White would also ka liked to switch thin Dia. 20, but it does not lookibhe
could have survived the cut at 2. Accordingly, there was nothing for him to do bu
to connect at 19.

Black 28, which took a key point for eye shape away from White, wentmpor
Next Blak 30 stopped White head. To cap the enemy head on is another
important fighting technique. You greatly increase your own influence while
blocking your opponent's path and making him defend.

In a position like that created by Black 24, an attackingpmtwe left side and
the heaebn capping play in the center are always miai.
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White tried to advance with 31

and Black drew back to 32. Td

hane, (Black 35), in this positior

would only be to leave a cutting

point while giving White a good

oppottunity toextend tca

Black 34 was also -correct

inviting further movement on

White's part. To build up

@

strength like this and watch th

enemy squirm is most telling or
him.

When White pushed foard at

35 and 37 Black haned at 36 an

extended to 38. White wascied

to make the diagonal connection
at 39. |

If he had pushed on further
instead and got cut by Bldrke
would have been in danger.

iLaEE
& |
930 800 v O
iR P4 MACAR, P
oo e+1O SH
?
Figure 8 (31—40)

Black 40 was an absolutely ideal move. By now Black's lead in the game was cls
Since White 31 etc. did not turn outlwene wonders if White could have

"
oy

Dia. 21
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shifted posture and invaded the
upper side with 1 in Dia. 21
instead. Then,
however, Black would have
jumped forward to 2 in the
center. If White defended at
3, Black 4 and 6 might have
caused him even modistress
thanhe suffered in the figure.

So far neither side had had
time to make much secure
territory, but Black, who had
pushed out and around his
opponent, had huge territorial
prospects in the remaining open
spaces on the board, while
White had practically no
progects at all



White 41 was intended to
frighten Black and take
some profit from his fear.
Black had to stay calm and @
live in the correct way. 4

If he became intimidated
by White's threat, he might
make a headlong dash for |
safety, as in Dia. 22 below. *-
Thatwould certainly save his
group, but White 2 would
considerably alter the status —® p Q
of the six white stones in the O".‘d)__
lower left. One can imagine A |
Takeo Kajiwara seeing Dia. | el
22 and saying, 'If that's the !
way you're going to live, why I
don't you just drop dead?' Figure 9 (41—54)

Black's contact play at 42
was the key point for making eye shape. Thismatises frequently, so you
should learn it. If White answers with the hank iatDia. 23, Black 2 takes
another key eymaking point, leavirgandb as miai, and Black can beesof
living easily.

White 43 was, therefore, necessary. When White pushed through and cut with
and 47, Black made a good sacrifice move by descending to 48. If White no
pressed at h Dia. 24, Black would wedge in at 2 and descend beside him at 4
erdangering the two white stones in the corner.

Thus Black made effective use of hisdtwoe sacrifice and linked up with his
upper right corner. When it comes to life and death, try not to panic, but to reac
the question out thoroughly and then play.
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With the black group on
the right side settled, the
upper side became the only
remaining large area, so
White 55 was a natural
invasion. Black's forward
hane at 60 was a nice move
taking profit while
attacking. When Black
connected at 70, White-re
signed.By now Black was
winning by a wide margin.

If White had kept on
playng, he would have had
to try to spoil one of
Black's tettories. The first
point that strikes one is the
threethree point in the
upper left corner, but Black
could let White live ais
Dia. 25, then attack at 10.

Figure 10

(55—70)

In this position you must be careful of Black 1 and 3 in Dia. 26. They are sente
but there is no need to hurry with them. If you want to attack Whitkack 3
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would work better ah,
so it is wise to hold off
with these mwves for a
while.

White might try to
strike into the lower left
corner as shown in Dia.
27, but if Black bridged
across at 8 and attacked
the large white group, he
would soon be able to
recover his loss. He had
won a perfect victory in
this game. White wer
had the slightest chance.
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8th Stride Jump out in front to make OT0O1@® "Q__
shape. c'z -
This ends our study of actual games in J |
the present chapter. Next we shall touch Dia. 31
on a few of the other twgpace high @ elsewhere (2 connects
pincer joseki.

When Black answers the pincer with apemot jump, the contact play at White
1 in Dia. 28 is another popular variation. If Black draws back at 4, White cuts at *
and the sequence up to Black 8 is the basic joseki.

Here White has a choice between two moves. One is to grip the black stone wit
9 inDia. 28, but Black plays 10, and this is too simple for anyone who is giving
threestone handicap. The next key point in this shape, by the way, is a black pu:
ata

White's second choice is to jump out to 1 in Dia. 29. Black's answer in a three
stonegame should be to jump out in front of White in the center at 2. If White
plays 3, Black makes the pincer attack at 4, and if White pushes upwards at 5. BI;
connects at 6. This puts silent, heavy pressure on the three white stones.

If White does not play in Dia. 29, but pushes through at 6, then after 8lack
Whiteb, and Black; the two white stones on the lower side are in a difficult posi
tion.

How should Black play i##Vhite pushes directly against him with 2 in Dia. 30?
He was waiting for thispthanes at 3, and when White hanes back at 4,-he con
nects at 5. White has no choice but to give atari at 6 and connect at 8, and tf
pincer attack at 9 puts Black effortlessly in the lead.

Whd if White ignores Black's jufhBlack jumps again, to 3 in.[3i&, forcing
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