PREFACE

Thank you for waiting so patiently. The five-stone to
two-stone portion of Kage's guaranteed winning methods
for handicap go is complete.

I have placed the emphasis on pro vs. pro handicap games,
in which I had the unstinting cooperation of Koichi Yoko-
yama, 3-dan, my close friend for thirty vears. I would like
to let the actual game records explain, ‘Here is how to win
when you have a handicap.! From the post-game com-
mentaries and discussions, I feel certain that you will be
able to grasp the essential character of go.

Find-the-next-move-type problems accompany the game
records, and seeing how many points you can get should
add to the interest. It will also be interesting to see if White
manages to win any of these handicap games. When you
finish this book and nod in understanding, vour playing
strength will have taken a great stride forward.,

June, 1974 Toshiro Kageyama
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INTRODUCTION

Try playing another amateur and changing the handicap
after every game. Even against an equally strong opponent,
you may sometimes be driven up to four or five stones, and
the reverse is just as possible. It is no exaggeration to say
that such a thing could absolutely never happen among
professionals.

Amateurs’ playing strengths are so unstable that even a
slight shift in mood can affect them considerably. To stabilize
that instability, you must make people regard you as strong
at handicap go. If you are needlessly afraid of stronger
players, that fear will paralyze your hand and deaden your
game. I have good news, however, for those many of you
who tend to yield to the stronger player’s moves and give in
the instant he tries anything rough. Read this book thorough-
ly, and say farewell to those days of submission.

First, let me introduce Koichi Yokoyama, 5-dan, the
other professional who appears in these pages. He was born
in 1919 in Tokyo, but settled in Shizuoka after the war.
He is old enough to have gained experience, but as the years
go by, his game keeps the youthful vigor, breeziness, and
reliance on sheer violence that have earned him the nickname
“The Bully’. He is a close friend of mine, and my senior;
we are both pupils of Yasunaga.

Kageyama: ‘I'll have to show some good examples in this
book on how to win at handicap go, and I'm afraid that if
I make them up myself, it'll become an exercise in self-
gratification. They'll seem too artificial—not alive, like real
games—so I've been thinking of asking for your help and
trying some pro-pro handicap go, mixing conversations and
verbal clashes in with the games to get some living ex-
amples.’

- S

Yokoyama: °I see. There are pro-pro handicap go books
already, but they seem a little far removed from the amateur
level, don’t they—the meijin against some nine dan at eight
stones—the gods at play. Now if you and I played, the ama-
teurs could feel more kinship.”

Kageyama: ‘As long as the games are real, you can’t be
sure that one of us won't lose with a three, or even four-
stone handicap, so the competition will be interesting. And
we should keep the conversations in our usual style, without
holding our fangs in.’

Yokoyama: “Who holds his fangs in? I always show my
teeth when 1 talk.’

Kageyama: *Well, there’s not the slightest bit of restraint
between us, so I'm expecting a few biting comments. If the
readers can get something out of that kind of conversation
between professionals, it should help them to improve,
which is my main purpose.’

Yokoyama: ‘All right, let’s make this an interesting
book, the kind that people will open and just naturally
start reading in the bookstores.’

Kageyama: ‘Anything for the sake of the go fans, even if
they all read it in the bookstores without buying it.'

Yokoyama: “Well then, here’s to success.’



FIVE
STONE
GAMES

All handicap games start from the handicap points, and
it is common knowledge that the purpose of playing on
the handicap points is not to take territory. Rather, the
stress is on building up influence and playing a fast, fight-
ing game. I want you to realize that this is the true meaning
of handicap go, or rather of the handicap stones.

In this game the player who takes the more territory—
even just one point more—wins, so I can understand the
desire to amass territory quickly and defend it firmly to
the end, but please be aware that this strategy completely
contradicts the spirit of the handicap stones.

Let that be the first message in Kage's Secret Chronicles
of Handicap Go.

e i




FIRST FIVE-STONE GAME

White: Koichi Yokoyama, 5-dan
Black: Toshiro Kageyama, 6-dan
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Figure 1 (1—2)

Figure 1. The approach to handicap go.

What does a player think about in the opening of a game,
handicap or even? A surprisingly large number of amateurs
think of building territory right from the beginning. Espe-
cially when they have to put as many as five stones against
a stronger player, all they think about is taking territory
and holding on to their territorial lead from the first stone
to the last. Until they correct that idea, they cannot hope
to get much stronger.

In this game I answered White 1 aggressively with 2,
showing my willingness to get in and challenge White right
from the start.
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Figure 2 (1—11)

Figure 2. Which side to block on.

White 3 to 11 are a joseki. At Black 4 in this sequence,
if Black blocks from the side of 1 in Dia. 1, then after Black
5, White gets to take an ideal point at 6 and Black’s plays
become a bit ineffective. Black
4 in the figure was, therefore,
- - correct.

8% ._r Problem: Where would
you play Black 12?7 Confin-

ing yourself to 4, B, and C,

which would you choose?
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Figure 3 (1)
Figure 3. San-ren-sei.

Black 1, making a san-ren-sei, is correct. The idea is to
enlarge the area in which you have a strong superiority.
The handicap point on the lower side would also make a
san-ren-sei, but Black 1 is better. One has the feeling that
it is the only move.

Black A and B are too biased in one direction.

Yokoyama: ‘I guess the reason that everybody wants
to play A or B is that they're afraid of having White & set
in motion. If Black plays 1, White can jump out to p, for
example.’

Kageyama: ‘Yes. Now that Black has made that wall,
he wants to keep White from turning around and attacking
it. I think we'd better take the trouble to explain this.’

Yokoyama: ‘I have a good example from one of my
teaching games.

s, Tl

‘In Dia. 2, Black answered
my White 1 by pushing out
with 2 and 4, so I went after
his wall with 5 to 9, then got
a good chance to invade two
points to the right of Black
@®. His opening really fell

apart.’

[ * Kageyama: ‘That looks like
: DNa. 2 I your high-and-mighty style,

all right, but once you got to
this point, you certainly had a good thing going. Basically,
however, I think White 1 is a doubtful move. I mean, if
Black plays 2 to 10 in Dia. 3, his forces are all solidly tied
together and you have five stones with no base and no
eyes. You've just given him a target to attack. White 1 in
Dia. 4, followed by 2 to 10, comes out pretty much the

same.’
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Figure 4 (1-15)

Figure 4. Key contact play,
If White did not play 1 and let me build myself up with

something like 3, it would be hard for him to find a move,
As for Black 2, the sequence in Dia, 5 is also possible, but

the idea behind Black 2 was
ré'\ to finish quickly, take sente,
and make another san-ren-
—E ;- 42 .
. o set on the lower side.
e Kageyama: ‘That diago-

nal contact play at 8 is one
of my key plays for winning
handicap go.’
__, Problem: Black 16: A, B,
1+ or C?
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A (100%): Black 1 is such a key point that it must be
played. After the moves from 2 to 5, this should be very
clear.

B (60%;): The thinking behind this move is understand-
able, but Black has to feel uncomfortable when White cuts
at 2,

Black 3 to 11 are his strongest counterplays, and there
are probably those who think that Black is doing well to
have captured two stones. Black, however, has made es-
sentially no attack on White.

C (60%,); This turns out about the same as B, s0 we
shall forego a diagram.
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Figure 5 (1-14)

Figure 5. Attack and defense.

Yokoyama: ‘With White 2, I was looking for some way
to handle the attack.’

Kageyama: ‘I didn’t play Black 5 with the blind inten-
tion of cutting, but let’s just see what happens if I do cut.
That's Black 1 and 3 in Dia. 6 on the next page. After
White 4 to 16, I've got things to worry about in the upper
right corner, and even with Black 17, those white stones
in the lower right corner aren't definitely captured, so it"s
not very satisfactory.’

Even though Black 7 let White connect at 8, Black 9
kept the attack going without let-up.

If 1 had played Black 11 to the left of 4, I could have
captured the two white stones, but White would have had
the hane at 11 with which to make two eyes and I would
have had nothing to aim at. Black 11 was unavoidable.

N -

Yokovama: *Was there some danger if I didn’t play
127

He is testing me.

Kageyama: ‘Black 1 in Dia. 7 would have just about
finished you off. Do I have to explain everything as I play
along? That's asking too much.’

Dia, 6§ Dia. 7
02 connects

As Yokoyama knew perfectly well, Black 1 in Dia. 7
leads to the sequence up to 7. White is not dead, but he
is not far from it. Black can win territory and gain
influence while torturing the white group, and White’s
position is clearly hopeless. There was no avoiding White
12 and 14.

Problem: Where should Black play 157
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Dia, 9
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Dig. 8. If Black plays in the lower left corner, then since
White has become strong in the upper right, the jump out
to 1 has become a powerful move. Whereas it would have
been pointless before, (Dia. 3), the surroundings have
changed and now the sequence up to 11 is starting to look
promising for White. Black’s whole group is unstable,
and White 9 is in a good spot.

Dia. 9. So Black 1 is correct. If White responds with
2 and so on, Black need not bat an eyelash. The sequence
up to 11 is simple and good. If Black wants to fight it
out, however, then instead of 5. ...

Dia. 10. Hecanplay 1to9. He should not start this
operation unless he can
read it out to the end, but
by investing a little money
—H - in the left side, he can
: capture the four white
ﬂ s stones on the upper side.

— Yokoyama pointed out
Dia. 10 this strong way to play.
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Figure 6 (1-2)
Figure 6. Timing,

Black 1 had been unnecessary at the very beginning of
the game, but now the situation had changed, and it had
become more urgent. This kind of thing is extremely
common in go. The same move may be good at one time
and bad at another. Always keep this in mind.

Black p on the left side would not necessarily have been
bad, however.

Yokovama: ‘Well, here’s my chance to play at the
three-three point. What's Kage going to do?

Probiem: With 3, should Black answer at 4, B, or C?
Which do you think is correct?

=



Figure 7 (I-7)

Figure 7. How to choose.

A, (Black 1), was correct. The reason is that even if
Black cuts White off, he has no attack on the big white
group. If White’s stones had a little less eye shape, then B,
(Black 1 at 2), solidly blocking the linkage, would be cor-
rect. The strength or weakness of White's big group is
the basis for Black’s choice of moves.

Black 1, however, is almost too much a handicap-go
move. During the game [ wondered if I should not play
C, (Black 1 at 4). But if I started to think about what was
a handicap-go move and what was an even-game move,

I could never play honestly. Black 1 was unarguably
correct.
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Figure 8 (I-21)

Figure 8. That key contact play.

For the second or third time White was invading my
area, and I was all ready for him with the key contact
play at 2. The location was different, but the action was
the same. I am not sureé which of us was being stubborn.

Yokoyama: ‘Look, Kage, let's not overdo the repiti-
tion.’

Kageyama: ‘You're the one who keeps playing the
same old move. Cut it out.’

Up to White 15 we went over exactly the same ground
as in the lower right corner, but I had a plan. This time
the cut worked. I banged Black 16 down onto the board.
‘Hey!” said Yoko. If he played 21 at p, I could handle
him with g.

— O —
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Figure 9 (1-13)

Figure 9. Double attack.

Black 1, 3, and 5 were a heart-rejoicing combination,
bet actually 3 at p would have been better. White would
cut at 5, but I could have handled it in the usual way by
playing a hane underneath and linking up. The exchange
of 3 for 4 made things easier for White, but still. . ..

White 6 and 8 were typical of Yokoyama’s arrogant style,
Those of us who live by common sense would never be
guilty of such behavior.

Black 7 and 11 were perfect double-attacking moves, but
Yokoyama looked not the slightest bit afraid. Quite the
contrary, he gazed about owl-like, hunting for cracks in my
position to pry into, and jumped out to 12.

— 24 —

Figure 10 (I-16)

Figure 10. Temper, temper.

Black 1, which put a gun to Whi‘e’s head, was actually a
way of indirectly holding him back from a push-through
and cut that would have started with 4.

Yokoyama: ‘What a mess we're getting into. What
about this 4 and 67

Kageyama: ‘Your natural bad temper i1s showing
through.’

With that Yoko really did lose his temper and forced his
way through the sequence from 4 to 16. Could these
moves have been anything but madness?

Problem: For Black 17, which is correct: A, B, or C?
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A and B 2

A (80%): Black A would be a lax move. It would be
safe and secure, but would have no rhythm or flow.

B(70%): What about attacking at B? White can make
shape with p, and if Black is clumsy about it, there is the
danger of a counterattack from White A.

C (100%): First take profit while attacking with 1,
wait for White to run out with 2, and then run out yourself
with 3. That is the rhythm. You should learn this way of
making the stones flow.
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Figure 11 (I-10)

Figure 11. White links up.

Kageyama: ‘Black 1 and 3 look a little soft-hearted.
Isn't there some way actually to capture you?

Yokoyama: ‘You're giving me the willies. Stop bab-
bling, or I'll sweep you off the board.’

White 6 was a good move. White's shape was a little
bent, but he was linked up. Black’s splitting play at p was
just potential; it could not be used to cut at present.

Turning to the tesuji at 7, I was aiming at ¢ and casting
sidelong glances at the whole white group, but instead of 7,
Black r in the lower left corner would have shown more
composure.

With 8 and 10 White was trying to play the maximum
forcing moves. He was also holding Black 5 in check.

Yokoyama: ‘Maybe I should have drawn back one
point to the right of & instead of playing 10.
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Figure 12 (1-10)

Figure 12. Wrapping it up.
Yokoyama: ‘White 4 was too early. After all, I had a

forcing play at p, and I should have left myself the possibility
of cutting at 5.

White 6 and 8 were perhaps uncalled for,

The exchange of 9 for 10 had the drawback that it took
White out of all danger, but the time had come to wrap up
the victory.

What I want everyone to appreciate is the unremitting
way in which Black fought against White throughout the
game. Almost never did I make a move purely to take
territory. The territory came naturally as I kept threaten-
ing to capture White, or at least that is the impression one
gets, Now the game was overwhelmingly in my favor.

A

Figure 13 (1-4)

Figure 13. Calculating the end.

Black 1 locked up the upper right corner. Without this
play there would be some danger from a white peep one line
below 1.

With this the stage had been reached where we can begin
to count Black’s territory. Combining Black’s upper right
and lower side, we get fifty points. Considering what
White may make in the upper left, he has twenty odd
points. As we entered the endgame, it would be fair to
say that White was completely out of the picture.

White 2 and 4 on the left side caused the final scufile.
Ignoring victory and defeat, White was just trying to
catch up, even if only by a little.

Problem: For Black 5, which would you play: A4, B, or
C?
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A (80%,): There are probably many who think that this
must be the right time to cut White off with 1. After
letting him live in the corner up to 6, Black can nab four
stones with 7. Could there be anything wrong with this?
Yes, there could. Viewing the lower left quadrant as a
whole, White has been allowed to get away too easily.

B (100%;): Can you see why Black 1, defending the
corner and left side, is better than the previous diagram?
After Black 7, White has to make another move. If he
does not, Black a, White b, Black ¢, and White is dead.

Comparing 4 and B, B turns out to be better by about
10 points.

C (809%): See the next page.

— 30 —

Figure 14 (I-16)
{i& takes ko

Figure 14. Ko rhreais.

Black 1 was a little greedy. As already explained, 1 at
2 was correct.

Yokoyama handled himself very cleverly in the sequence
from 2 to 12. White 4 and 6 were especially good moves.
He had now linked up his four stones and was planning to
live in ko in the corner. This means that Black 1 was
unsound.

So there was a ko, and I had to be careful because ko
threats like p and ¢ would not be answered. After all, if
White won the ko, he could link up along the lower edge.

My ko threat, therefore, had to be on the upper side.
A? B? Which do you think?
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Figure 15 (I-F)

Figure 15. A trade.

The shoulder attack at Black 1 was very sharply aimed.
White could not stop to answer it. The ko looked like
being worth thirty points.

I got to make my two moves at 1 and 3 on the upper
side; how did I do on this trade? Against White 4, Black
5, aiming at White's shortage of liberties, was a well-read-
out play, and if White had connected either at 7 or two
points below there, it would have been bad for him. So
White fled away with 6; better this than total destruction.
After Black 7,

Kageyama: ‘I guess I lost out on this trade.’

Yokoyama: ‘Looks like I didn’t get as much profit as
I wanted. You've gotten too strong on the upper side.’
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Figure 16 (1-8)

Figure 16. Atracking ageressively.

With 5 White had made his escape, while I had made
profit and thickness with 2 and 4, a more or less reasonable
result. Most important, however, was that I came away
with sente and got to play 6 and & in the lower left to set
my mind at ease about the big group there.

Yokoyama: ‘Muts to Black 6. Looks like I've lost by
forty points.’

Kageyama: ‘No, more like fifty points.’

When we played it out to the end, I won by forty-seven
points. By attacking aggressively throughout the game,
I had earned a one-sided victory, but it is interesting to see
how in a pro-pro game, even at five stones, White does not
give in so easily.

Subsequent moves omitted. Black wins by 47 poinis.



SECOND FIVE-STONE GAME

White: Koichi Yokoyama, 5-dan
Black: Toshire Kageyama, 6-dan
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Figure 1 (I-7)

Figure 1. The Kagevama school.

Kageyama: ‘This time I changed my style completely.
I plaved 2,4, and 6 deliberately to build up a solid opening.’

Yokoyama: ‘*That didn't put any pressure on me, but
I guess I understood your strategy. You were trying to win
without taking any chances.’

White 7 is a common extension in handicap go; you
should be aware that it is something of an overplay. Most
amateurs, facing strong four or five-dan opponents, tend
to answer it with a counter-extension to p, and think that
is enough, but such slack moves are strictly forbidden at the
Kageyvama school.
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Figure 2 (1-9)

Figure 2. Invasion.

I feel that the invasion at 1 is the only good move. An
invasion would also be possible at B, but that would let
White link underneath at p and put less pressure on him
than 1. Yokoyama sought complications with 2, but I
answered him by the book, attaching at 3 and extending
to 5, with my eve, of course, on White &,

Kageyama: ‘White § was a pretty solid move.

Yokovama: ‘If I omitted 8, vou could attack immediate-
ly at ¢ and I'd be in trouble. White 8 at r is the joseki,
but with Black € placed low in the upper right corner,
White r doesn’t look very attractive. If Black @ were at
s, I'd play 8 at r. Anyway, let’s see if our readers can
guess whether my next move is going to be 4, B, or C.
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A (50%): To run away with 1
just because White & is in danger
shows shallow thinking. After
Black 2 to 6, White is in all too
apparent difficulties.

C (70%7): White 1 favors @&
and tries to get it squared away,
but Black 2 is severe. Although
White can avoid being shut in with
the tesuji at 3, Black gets to
stretch out in comfort with 6 and 8.

B (100%): White 1, sacrificing
@ and gaining outer influence in
return, is a good move here. You
should know this technigue. Black
4 is the key point in this shape,
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Dia, 1 Dia. 2

and must not be missed. Instead of 4,

Dia 1. The hane at 1 looks natural, but White takes
the key point for both sides with 2. Even if Black resists
strongly with 3 and 5, the second hane at 6 gives White a
good development. This is important, so let’s go into a
little more detail.

Dia. 2. The reason you might react at a if White
pushed you back down at 2 after you had pushed up at 1
is that you are thinking that if White cuts at b, you
can get a good result with Black ¢, White 4, and Black e.
This is true, but you are failing to notice that White can
switch directions on you with 2 in Dia. 1.

—_ 37 —



Dia, 3 Dia. 4

Dia. 3. At first glance Black 1 here looks like good
shape, but once again White takes the key point at 2, and
Black suffers a loss. Even though he resists with 3 and 3,
he ends up being forced.

Dia. 4. The cut at 1 looks like another strong move,
but White 2 remains the key point. After Black 3 and 5,
White can make shape with 6. The sequence from Black 7
to White 12 is then almost inevitable, and since the center
handicap stone joins in the fighting, Black is not doing
badly. With 12, however, White is safe, too, and he has
some potential at a in the upper left corner which should

make Black feel uneasy.
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Figure 3 (I-15)
Figure 3. The key point.

Black 4 was, therefore, a point that I could not let
White take. There was a difference of opinion about the
rest of this figure, perhaps caused by a difference in styles.

Yokoyama: ‘Thanks for playing Black 6; I was afraid
that you were going to play 7. Black 6 let me force you
with 9 and 11, so I was satisfied.’

Kageyama: ‘I'm a stylist—I'd drop dead before I'd
make such bad shape as to play Black 6 at 7.°

Yokoyama: ‘I thought you might play 14 at 15, too.
I would have liked that less.’

Kageyama: ‘What are vou talking about? Black 14
was the one and only move. After I made the upper right
corner nice and secure, I had a beautiful extension all the
way to p on the upper side.’

Problem: Is Black's next move at 4, B, or C?
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A (50%): Black 1 is completely
uninteresting. The white group in
the upper right corner is already
stable, so it does not make sense to
attack it.

B (100%;): Black 1 is excellent.
If White goes into the three-three
point, Black can set his sights on
the outside. The sequence up to 19
is very good for him. Black 19 is
a move that Yokoyama recom-
mended.

C (100%): Black 1 is steady
and reliable. Its intent is different
from the previous diagram, but it,
too, is an excellent move.
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Figure 4 (I-10)
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Figure 4. A good opening.

Kageyama: ‘A two-space extension, White 2 at p,
looks like the ordinary move to me.”

Yokoyama: ‘I don’t like it. If I play 2 at p, vou'll
block me two points to the left, and my group will look
heavy. The idea behind White 2 is to make a light shape.’

At any rate, now came the long-awaited extension
and blocking move at 3, and once I got that point, I had
a good opening.

Yokoyama: ‘It appears that I could have ignored the
upper side instead of playing 4. You got some profit
in sente in the sequence from 4 to 10.°

Problem: MNext I turned my attention to the lower left.
Is A, B, or C the correct move?
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A (60°%): Black 1 is purely defensive, therefore bad.

B (100%): This extension is the right answer. It is
not just concerned with the lower side, it is a ladder-
breaking move aiming at the cut at p.

C (80%): This Black 1 also pressures the white group
to the right. Still, White can slide around it with 2.
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Figure 5 (1-8)

Figure 5. The heavens smile.

White 2 and 4 showed that my opponent knew what I
was up to.

Dia. 5. For beginners’ reference, this diagram shows
that the cut at Black 1 no longer works.
f— Black 1 in the figure was not
I' very good shape in itself, but
,g since it aimed at both the cut at
p and the invasion on the lower
side, it was quite powerful.
Now the heavens were smiling
on me. My invasion at 5 hit
| the board with a ringing sound.
For Black 9, would you pick 4,
B,or C?

S | .



A (80%): Black 1
is the mnatural next
move i1 the sequence,
but here it is a little
slack. 'White makes
shape with 2. Black
can push through the
cracks in White's posi-
tion with 3 and 5, but
Whitegivesupthelower
side and comes piling
into the right side at
12 in return,

B (100%): Black 1
is a move which cannot
be played without first
carefully studying the
surrounding positions,
but here it is powerful.
That is, White has 4 to

.——Q 3, [ ] 6, but Black can answer
@ x#%()g——. with 7 and 9. With the

stone marked @ on
the board, if White
uses 10 to extend to
the left from 6, Black can block to the left of that and
win the fight hands down. If White plays 10 in the
diagram, Black can give him a bad position with 11.

C (70%): Black 1 is another slack move. It is not
good for Black to be pressed in by White 2 and 4.
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Figure 6 (I-9)

Figure 6. A mighty hane.

To link up with Black 1 at § etc. would have been very
slack. Black 1 was a mighty hane.

Yokoyama: ‘Meeting you head-on with White 2 was
questionable. 1 should have plaved White 8 right away,
or better vet, have turned down at 3.’

Because of White 2, the sequence up to 7, which had
been just what I had in mind, appeared before my eyes.
It was hard to understand what my opponent was doing
here. :

Kageyama: ‘What're you doing, Yoko?

Yokoyama: ‘I lapsed for a moment. Anyway, this
next stone should restore my reputation a bit. Let's see
if our readers can guess another of my moves.!

Problem: White's next move: 4, B, or C?
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A (80%): If Black answers White 1 at 2, White cai
carry on with 3 and get a fine result. Black, however
is more likely to play 2 at 4. Then White will play 2, bu
if that is the case. ...

B (100%): White should start with the attachment
at 1. If Black answers at 2, White can bend over the
head of the black stone with 3. That makes B the right
answer.

C (50%;): Ridiculous, This is no way to play go.
N LS

Figure 7 (I-14)

Figure 7. Get rid of the threat.

1f I had played 2 at p, White would have cross-cut at
3, and T would have been fighting with the constant threat
of White g in my rear. In this kind of situation, the best
thing to do is to get rid of the threat once and for all.

Black 2 did that. With 3 my position on the right side
looked very bad, but I ignored it and went my own Wway.
If I could trade @ for the six white stones, 1 would have
the better end of the bargain. To think that Black must
try to save ¢ and White must try to capture it 1s to think
in too greedy terms. Everyone knows that only too well,
but if most people were sitting at the go board, all they
would see would be Black @. Their own stones look s0
dear to them that they cannot bear to let them go.



This may be human nature, but if you save your own
stones first, you have to postpone attacking you opponent’s
stones. That cannot be allowed. Please count to see which
group of stones is bigger before you decide whether to
attack or defend.

Kageyama: ‘I was expecting you to play 5 at r and
make sure of the right side. White 5 was a little imper-
tinent. I went and carelessly played the hane at 6, but
suppose I had cut instead; then what would you have

done?
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Dia, 6

Yokoyama: ‘Cut, would you? That's exactly what I
was hoping for. Take a look at White 2 to 4 in Dia. 6.
How's that? I'm in great shape. You're lucky: most of
the moves you go and carelessly play are good ones. It's
disgusting.’

Yoko had looked as if he hadn't been reading, but he
had the sequence all figured out. He’s a pro, after all.

The way White defended his shape with 9 after the 7-8
exchange deserves approval. The following two moves,
11 and 13, were fully worthy of Yoko’s reputation for
being a bully. With my connection at 14, White was
getting nowhere.

Yokoyama: ‘Here's another problem for our readers.

Let them think over which is best for White's next move,
A, B,or C.

S [

Kageyama: ‘It was the fall of 1943 when I first got to
know you., [ was all of seventeen years old.’

Yokoyvama: ‘You have a long memory.’

Kagevama: “The first game I played against you, you
told me to take four stones, which irked me, even though
I was only a kid. After all, I didn’t have to take a
handicap from anybody at the Shimbashi go club.  1thought
I had you pretty well beaten by the endgame, but Il
never forget that lower left corner.

|
I
!
|
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Ref. Dia. 1. *That Black group looked so solid, I was
shocked when you came in at 1. I managed to capture
vou with Black 12 and 14, as far as that went, but it
took a lot of moves in that five-space eye to get you off the
board, so I was squeezed tight around the outside and lost
the game. That really got me, at the time.’

Yokoyama: ‘Haha, that’s right. I remember, too.
Instead of Black 12, you could have captured the white
stones much more easily with Black 1, White 2, and Black
3 in reference diagram 2, but you didn’t know that. Still,
you were really weak back then. [ didn’t feel I could lose
to you at four stones, and your game wasn't improving,
either.’

M |



A (100%): With
1, White 15 doing
well,

1 I B(50%;): 1f White
; plays here, Black can
1E T stop him short with

2. White 1 would
| have to be called

'M_-'I. i Elmpiﬂ-m]ﬂdﬂd Figure 8 {1_?'}
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Figure 8. [Impetuous, bad move,

Yoko was starting to grumble.

Yokoyama: *White 1 was a bad move, an impetuous
move. 1 had to leave this cut unplayed, as something to
aim at, and take the point 4. I was overestimating the
value of the atari at 5, if you want to know the truth. To
2"“ '!."he .EI'IEI‘H}”S Key ha;Fn:c?}ni:::ZE 11::;2!:][11:313 11:?:1:: i‘;u'er:u these grumblings

point 1S your own, ;

g;‘ and Black 4 is the of his can be taken as sincere. It was starting to appear

! C (50%): This
White 1 is too early.
Black 2 and 4 give
White a bad result.

3
e 0-0.

as if I was going to win this game, too, by a wide margin.
It would not have done to let up now that I had a chance
to decide the issue with one stone. Yoko must have been
able to see what was coming on the right side.

Problem: Where should Black play next: A4, B, or C?

key point for both
| sides.
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B (70%):; When Black plays 1, he has seen that if
White answers at 3, be can descend to 2 and be in control,
but White will not give him the chance. White will give
atari from underneath with 2 and continue with 4, which
15 not what Black expected.

C (80°%): This can be a devastating move when the
surrounding positions are strong enough, but here White
has the double hane at 6, which practically forces the
sequence up to 15. The result is unsatisfactory for Black.

A (100°%): The shoulder attack at 1 is more flexible.

If White replies at 2, Black
| ' can play 3, and then answer
4 by giving atari with 5 and 7.

1 o
. |
Or if White plays 2 at 4, Black
= B can of course push down at
(I} & 5 ul 2. Either way is good for
1‘\. [l
é O‘ him.
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Figure 9 (I-6)

>

Figure 9. Taken aback.

Yokoyama: ‘I was expecting Black 1, but now that I
see it on the board, I'm taken aback by how strong it is.

Kageyvama: ‘Wasn't White 6 a mistake?’

Yokoyama: ‘Yes, it was. I had to follow the sequence
in the explanation on the next page.”

Yoko was grumbling more and more, and not without
reason. I had taken territory on the left side, all across
the lower side, and on the upper side, and on top of that,
I could cut at p in the center. Where, one wants to ask,
was my opponent’s territory? This was not just a wide
margin, it was a huge, vast margin, and in addition the
right side was coming into question.

Problem: Which is better for Black’s next move: A,
B, or C?
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A (70%): Black 1 is a fairly
valuable move, worth more than ten
points, but White can play 2, 4, and
6, and Black cannot be satisfied.

B (100%.): This Black 1 is best.
If White defends his shape at 4, he is
vulnerable to Black 5 etc., but if he
defends his lower group, Black will
hit him at 4.

C (709%): This stops the hane,
(White a), and connection, but not
White 2, which is pretty much the
same thing. Just as in 4, White has
no trouble settling himself on both
sides, and Black cannot be satisfied.
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Figure Iﬂ (I-4)

Figure 10. The benefit of attacking.

Yokoyama: ‘Black 1 and 3 were too much to allow.
I had to play the hane and connection myself, instead of
6 in the previous figure.’

Kageyama: ‘That’s right. I'm starting to feel sorry
for you. Considering that I never asked for any territory,
it's surprising how much I've gotten. That's one of the
benefits of attacking.’

Before taking the point p in the upper right, it would be
fun to jostle the white group in the center a bit. This had

been a thoroughly enjoyable game for me.
Problem: Black would like to test White's reaction in

the center. Should he play 4, B, or C?

SR e



A (100%): Black 1 takes the key point, and suddenly

White is in trouble.
B (50%): White answers at 2—this is still the key

point—and has no trouble managing his group.
C (50%.): Black 1 captures a stone, but White 2 makes
that meaningless.
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Figure 11 (1-10)
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Figure 11. Toward a simultaneous attack.

Black 1 was the key point. Yokoyama answered with
2 to 6, but he still was not definitely alive, and Black 3
reached out to reinforce the black group on the right side,
setting the stage for the attack at 7. If given the chance,
I was ready to mount a simultaneous attack on the center
white group and the one in the upper right. I could not
help joking a little.

Kageyama: ‘I feel as if I'm looking around at a bargain
sale and finding so much that I don’t know what to take
first.”

Yokoyama: *,..°

For once Yoko was lost for words,

Problem: Where would you play Black 11: at 4, B,
or C?

R



A(70%;): To play 1 is to have
been forced. White pushes out
to 6 and puts himself in trim.
Black @, thc stone so carefully
played at the key point, becomes
ineffective.

B(100%): Black 1 and 3 look
unimaginative, but they keep
White from escaping to the out-
side. This is the thick way for
Black to play. [If White plays a,
he does so in gote. If he does
not play a, Black can play there
in sente, which is no small advan-
tages.

‘But that doesn’t capture White,’
you may complain. Indeed it
does not. In a game Dbetween
professionals, even with a large
handicap, vou cannot expect to
capture groups like this.

C (70%): If Black cuts with
1, White will again push out at
2, and answer Black 3 by pressing
at 4. Even a biased judge could
not award Black any laurels for
this performance.
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Figure 12 (1-14)

Figure 12. Another mistake.

I began with Black 1, anticipating the sequence in B
on the previous page, but Yoko, who had gotten on edge,
made another mistake, with White 2. Because of it, I
was able to omit Black p. He was probably afraid that
if he played 2 at 6 I would play Black 8, White 7, Black g.

Now I embarked on one last profit-making venture. I
peeped at 13, and Yokoyama naturally connected at 14.

Problem: Which next move would bring Black the most
profit: A, B, or C? How should you approach this prob-
lem, which may be a bit difficult,

50—



B (60%): With 1 Black seems to be trying to save the
forcing stone @Y. White will connect at 2 and risk every-
thing on being able to save his group on the upper side.
Whether Black can get anything this way or not is
doubtful.

A (705.): This connection looks preferable, but White
will connect at 2 again, and Black will be faced with the
same problem as in the previous diagram.

C (100°%): The cut at
1 in the center is therefore
the correct answer. Ob-
serve the way Black is coldly
stashing away sure profit
while slowly taking aim at
the white group.
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Figure 13 (I-I7)

Figure 13. A rich man ...
The spirit was all gone out of White. He could have

fought back with 2 at 3, although that move did not really
look very promising.

White 2 silenced the threat of Black p, but it let me
surround territory with 3, and the margin grew wider.
After this 1 tried nothing more, and let my opponent have
his way in the endgame; a rich man should not pick
quarrels. In spite of that, I won by 64 points.

I could boast of an overwhelming superiority from first
to last in this game. My opponent helped me out with
a few impetuous mistakes, but what really enabled me to
win without any risk was my refusal to let him get away
with any overplays. As this game shows, if you combine
that attitude with a five-stone handicap, you should win
easily.

Subsequent moves omitted. Black wins by 64 points.
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THIRD FIVE-STONE GAME

White: Koichi Yokoyama, 5-dan

Black: Kenji Nakano, 3-dan {amateur)
35 wears aold, Proprierer of @ coffee shop in Shizieoka,
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Figure 1 (1-13)

Figure 1. Difference of opinion.

Now let’s take a look at a game between a professional
and an amateur. Concerning the pros and cons of Black 4:

Makano: ‘When I played 4 to 12, I was hoping to keep
the game simple.’

Yokoyama: ‘Black 4 was lukewarm. A contact play
at 8 or 10 would have been better that 4.’

Kageyama: ‘I'm sorry to make comments about Yo-
kovama's comments, but I think Black 4 was all right.
It's the moves that followed that I can’t approve of. Also,
with 4, I think you could have changed direction com-
pletely and made an attachment at p. Mot just “could have,”
I'd like to recommend p above all the other choices.’
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Dia. 1. The attachment at Black 1 is worth recom-
mending on the grounds of simplicity, but beyond that,
Black @ comes to be perfectly placed. If we assume the
sequence from 2 to 6, Black 7 becomes an irresistable thick
move. It would not be too much to say that the black
formation dominates the entire board.

Kageyvama: ‘What do you think of that, Yoko?'

Yokoyama: ‘Hmm, I have to admit that you're certainly
right.’

Kagevama: ‘I feel a bit let down to hear you just admit
something like that.’

Nakano: ‘Will you show me how I should have played
after Black 4 in the actual game?

Kageyama: ‘If you play 1 in Dia. 2, the moves up to
White 4 are necessary, but then Black 5 is correct, the
hane and connection, The sequence continues with 6 to
9, and Black 9 takes hold of White (& nicely and makes
good shape.’

Yokoyvama: ‘I still think Black 1 is lukewarm, but
once you've played it, then I guess the hane and connec-
tion are the joseki.’

— 63 —



Figure 2 (I)

Figure 2. Big points.

Yokoyama: ‘Most people think that Black 1, or a
large knight's move one line to the right of it, is huge.
That’s probably because they figure that if White played
1, the whole upper side would become his territory, but
instead of this kind of move, the san-ren-seis on the left
and lower sides are always bigger.’

Nakano: ‘I thought Black 1 was the key point in this
opening.’

Kageyama: ‘Try comparing the two diagrams on the
next page. In the first diagram, it almost looks as if
Black had a nine-stone handicap. In the second diagram,
White’s reaching the sides faster, and Black doesn't
seem to have so much of an advantage. That should be

clear without any explanation.’
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Figure 3 (1-9)

Figure 3. Excellent move.

Nakano: ‘I thought I was doing pretty well when I
made that pincer attack at 3, but then you hit me with
a move I'd never dreamed of. My knees were trembling
as I plaved Black 5 and 7. Were they all right?’

Yokoyama: *You could have played p and put up a
fight, but Black 5 was an excellent move. Up to White
8, whatever else may be true, you had pushed me down to
the second line, and there can’t be anything wrong for
you in that. The questionable move was Black 9; that
was funny. If you had first played Black g, White r,
and then Black 9, mindless as that seems, you could have
built yourself a perfect outside wall.’

MNakano: ‘I thought I'd be laughed at if I played
9atg.’

M-

Figure 4 (1-10)

Figure 4. The particular situation.

Yokoyama: ‘You could have cut with Black 7 at White
8—I noticed that right after I played 6. I would have
played 7 and you would have connected at 10, and I had
no effective ko threats anywhere, so I would have been in
trouble.’

Nakano: ‘I didn’t think about it much. I just figured
it had to be wrong to cut at 8 and have you come shooting
out at 7. I guess my not-very-good common sense got in
the way of my thinking.’

Kageyama: ‘Nothing’s less reliable than common sense
in go. If you can’t adjust yourself freely to the parti-
cular situation, you'll let precipus opportunities slip right
past you. This was one good example of that.
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Figure § (1-23)

10 takes ko. (B takes ko (@ connects the ko.
Figure 5. A ko fight.

MNakano: ‘I didn’t know how to connect around the
ko, so I decided to take the big point at 1 and wait to see
what you would do.

Yokoyama: “That showed courage. If I had been you,
I would have connected at 6. Anyway, since you had the
brass to play like that, I had to cut at 2.

White 2 to 8 were more or less forced, but instead of
Black 9, connecting the ko would have been more severe.
If I hit you with 9, you could come down at p. Then no
matter how much nerve I had, to continue with g and be
cut at r would be pointless.”

Nakano: ‘Is that true? My commeon sense told me I

couldn’t afford to be hit by White 9. That's why I played
Black 9."
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Figure 6 (1-15)

Figure 6. Far in the future.

Nakano: ‘I didn’t know whether to play 8 or to cut
you off with p.’

Yokoyama: ‘I guess that was only natural. In this
position it's hard to tell which is correct. There was no
uncertainty about Black 12, however, that was terrible.
What did you mean by that move?

Makano: ‘I thought I might be able to play ¢ in sente
and do something to the white stones in the center.’

Yokoyama: *Youdid? That was really looking far into
the future. If you were going to do that, why didn't
you exchange Black r for White s first, and then play 127

Makano: ‘I wasn’t sure you'd answer Black r. Oh,
I see, next Black r would be severe.’

Ll
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Figure 7. A damaging move.

Kageyama: ‘The way you went around answering
White 3 at Black @, White @ at Black 1, and White 2
at Black 3 was so negative, I didn't think you were trying
to win any more.’

Yokoyama: ‘The reason that I couldn’t get the lead
must have been the power of the handicap stones, and the
fact that Nakano counter-attacked occasionally. For ex-
ample, when I bent around him at 10, he cut at 11. He
fought back when I was least expecting him to.'

Kageyama: ‘Now that you mention it, he wasn't always
on the defensive, was he. Black 11 was quite a damaging
move. White seems to be in trouble.’

Figure 7 (I-11)

i N

Figure 8 (I-18)

Figure 8. Plain.

Kagevama: *You certainly didn't waste any time with
White 1 to 9. Maybe this is typical bully behavior, but
to forge straight ahead like this was too plain, wasn’t it?
If I had been you, I'd have played 1 at p, or in the corner
at g, to see how Black answered and to try for some
variation.’

Yokoyvama: ‘Right. Nakano was behaving himself so
nicely that when he suddenly came out with something
strong, I lost my composure.’

Kageyama: ‘Maybe he was softening you up with all
those slack moves so as to throw vou off with a change
of pace.”

Makano: ‘I never even thought of doing such a thing,
but he did make it easy for me up to Black 16.

T
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Figure 9 (I-7)

Figure 9. White territory.

Nakano: ‘To tell the truth, when White kept pushing
me forward, I was afraid that he would get all the territory
on the upper side, but I couldn't help answering those
pushes, so I just let myself be pushed along. I never had
time to think about whether I was ahead or behind in the
game.’

Yokoyama: ‘I played White 1 to see what Nakano would
do, but when he made the right answer at 2, I had to settle
for surrounding territory with 3. I didn’t want to play
White p, Black g, White r, because then he could have
played 6.

Nakano: ‘I asked for time to think about my next
move."

Yokoyama: ‘*After that long huddle you had to come
up with something decent, and you did indeed.’
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Figure 10 (I1-15)

Figure 10. The game-winning move.

Nakano: ‘I was afraid of what might happen in the
corner if I played 1 at 10, and if I took too firm a grip on
the corner stone with 1 at 11, I'd be leaving you a monkey
jump in the endgame, which would mean a loss. I con-
sidered this and considered that and finally managed to
choose Black 1, but it looked so loose, I thought you
might laugh at it.’ %

Yokoyama: ‘Laugh at it? That was the move that
won you the game. [ put all [ had into the endgame after
that, but. .. .

Makano: ‘I was thinking of White 2 and Black 3 as
miai.’

Kageyama: ‘Good for you. This wasn't the same
Nakano who went around answering everything in the
middle game. To be honest, I was afraid that you were
going to answer White 2 at p.’




Figure 11 (1-21)

Figure 11. A solid endgame.

Yokoyama: ‘It hurt to have to go back and defend
at 7, but if I hadn’t done so at this point, then Black p,
White ¢, Black 7, White connects, Black r, White s, Black
t, and I"'d be done for, so I couldn’t help it.’

Nakano: ‘That's what I was aiming at from the begin-
ning, but I was afraid of making a mistake, fouling it up,
and taking a loss, so I kept putting it off.’

Kagevama: ‘When you made all those slack moves
during the middle game, I had the feeling you were going
to lose, but you came on strong after that and nailed down
the victory micely. You're not weak at all. That was a
solid endgame.’

Subsequent moves omitted. Black wins by 6 points.

g ¢ L di

FOUR
STONE
GAMES

To try to win by making territory is a niggardly way
to play, and it will not get you anywhere. Once you
see a target of white stones, attack, attack, and attack
it again. Strike with a whole series of blows and make
the stronger player tremble.

Savoring the thrill of attack is what makes handicap
go fun. Once you open your eyes to the true meaning
of the handicap stones, your progress will be remark-
able.

Go is a pursuit of such value that one can devote
a lifetime to it and have nothing to regret. Why not,
then, challenge the limit of your powers.
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FIRST FOUR-STONE GAME

White: Toshiro Kageyama, 6-dan
Black: Koichi Yokoyama, 5-dan
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Figure 1 (1-4)

Figure 1. Slacker?

Yokoyama: ‘How many years has it been since I've
taken four stones? What a pleasant feeling!”

Kageyama: ‘Say, that Black 4 was a slack move. You
should have invaded at p, or at g.’

Yokoyama: ‘Say yourself, I think Black 4 was an ex-
cellent move. I was getting settled and waiting calmly for
a chance to invade.’

Kageyama: °‘It's slack. How can you not invade an
extension as spread-out as White 1 and 37

Yokoyama: ‘Maybe you like to jump in whenever the
enemy spreads out, but I take a more studied approach.

R AT

I build up pressure slowly from the outside, and then come
in for the kill.’
This did not sound like Yokoyama.
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Figure 2 (1-4)

igure 2, One-space pincer.

Kageyama: ‘White 1 makes one of the ideal shapes.
I'm going to play this game slow and steady.’

Yokoyama: °‘If you had left White 1 out and played
somewhere else, I was planning to invade. That would
have been pretty devastating—I don’t expect you could
have defended against it. Anyway, I think 1 got a nice
fast opening development with the san-ren-sei at 2.

At White 3, an invasion one point to the left of 4
would have been more unhurried, but then Black could
have played on the upper side and got an even faster
opening development. See if you can guess how I met the
strong one-space pincer attack at Black 4.

Problem: Would you play White 5 at 4, B, or C?
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B (70%): White 1 is possible in certain circumstances,
but here it is questionable, since it solidifies Black on the
lower side. White 11 is met unexpectedly by Black 12,
and is unsatisfactory.

C(100%;): This White 1 is the standard move. It
follows common sense, and everybody knows the sequence
up to Black 6. This 1s safe and sound, but at the same
time, it seems that White is doing what Black wants him
to do.

A (100%): This White 1 -
refuses to go along with Black.
It is necessary sometimes to
follow that kind of strategy.
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Figure 3 (1-10)

Figure 3. Strong bad shape.

White 1 and 3 are something like a joseki, which carries
on from Black 4 to White 9, but Black 10 at p is the
standard pattern.

Kageyama: ‘In Black 10 I guess we're seeing the bully
in you. [ could never play a move like that.’

Yokovama: ‘I know it’s bad shape, but I wanted to see
what you'd do with it.’

How should White fight back?

Problem: For White 11, which of the following three is

correct:

A, which starts fighting head-on.

B, blocking off one side and letting Black push through
on the other.

C, an attachment, dodging away on another course.
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A (70%;): Even if you can't read out the sequence
from 2 to 24, White 1, looked at just by itself, seems
unreasonable.

B (1007;): White blocks the left end with 1, and when
Black pushes through at 2, White attacks the lower left
corner with 3. There is still # to have fun with in the
lower right corner. This is the correct answer.

C (807;): Since Black has two escape routes, at a and
b, he can offer strong resistance with 4. White can make
a ko, but he has no ko threats.

T

Figure 4 (1-10)
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Figure 4. Mistakes by both sides.

White 1 was only an 80 per cent move, but since my
opponent made a mistake at 2, White 1 became a more-
than-100 per cent move. This is one of the things that
makes go interesting. An 80 per cent move can turn out
to be worth more or less than that, depending on the sub-
sequent play.

To be allowed to live so regally in the lower right
corner was a big success for me, or perhaps it should be
termed a big failure for my opponent. White 7, however,
carried a good thing too far. White p, on the upper side,
was the biggest point.

Black peeped at 8, and I saw that it would be bad for
me to connect at ¢ and be attacked by Black 9, so I

slipped away with 9 myself.
Problem: Choose from A4, B, and C for White 11,
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C (70%): If White
plays 1, Black will con-
nect at 2. The double
hane, (Black 4 and 6),
1S a severe counter to
White 3 and 5, forcing
White to retreat at 7.
Then Black gets 8, and
White’s result is unsa-
tisfactory.

B(80%.): Thehane
at 1 is common sense,
but here it is good for
Black to block at 2.
It would be painful for
White to connect at a,
but to play 5 and be
cut at 6 may be even
more painful.

A (100%): Can it
be good to pull back
with 1 and let Black
block at 2? Yes, it
can. White is leaving
himself the three-three
point invasion at a to

aim at, so Black cannot feel entirely comfortable after 2.
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Figure 5 (1-5)
Figure 5. Tricks.
Instead of White 3, White 1 to 7 in Dia. 1, leaving 2 and
b as miai, would have been more interesting. With the
White 3 and Black 4 actually played, we started on one of

Yoko's favorite patterns, so I decided to try some tricks
with White 5.

Problem: Should Black answer at 4, B, or C?
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A (100%): Black 1, bending
over the top of the white stone,
attacks the hardest. White would
like to seek development with 2,
but Black chases him relentlessly
with 3 and 5, and White's posi-
tion is in danger of collapsing.
Other possibilities for White 2
must be considered, too, but I can
find nothing very startling.

B (70%): If Black plays his
hane from underneath at 1 and lets
White press on him at 2, he is
helping White to develop. See-
ing that the ladder favors him,
Black can continue with 3 and 5,
but then White can make a ladder
atari at ¢ or an attachment at b,
and has all kinds of interesting
variations.

C (80%): This Black 1 avoids
helping White to develop. It is
also the safest move, but it leads
to White 2 to 8, and White seems
to have gotten a playable position.
White 2 can also be placed high,
one line to the left.
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Figure 6 (I-7)

Figure 6. Partially strangled.

A bully like Yoko could hardly be expected to miss
a move like Black 1, and Black 3, in response to White
2, seemed to have me at least partially strangled.

Kageyama: ‘Perhaps I should have tried for shape with
an attachment at p instead of playing 4.

Yokoyama: ‘Yes, that would have been better. White
4 was just plain unreasonable.’

Black naturally pushed through and cut with 5 and 7,
and my plight was growing worse and worse. There had to
be some way of getting out of this predicament.

Problem: For White 8, which is better: A4, B, or C?






