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ALL COWR“SPONDJNC“ TO' John Dlamond Trlnlty College, " Cambrldge.-

'f ThIS IS THE FIRST ISSUH of the Brltlsh Go Association's officiel jour-
nal. It will be publlshed quarterly and issued free to all B.G. A. members.
i 5iBesides giving news and notices of.British, European and World Go, it
“,1s our intention to provide 1nstructlonal materlal of interest to both jun-
-ior.and senlor players end for. tnls purpose we shall borrow freely from all

avalleble sources. et - : .
wn? Thls Journal w111 not, of;c a subs 1tute for such’ excellent
materlgl as theH?Go Review",” the ""atSAda Go Letters "Go Proverbs Illust-
rated" or 2 " the. "Vltal P01nts of Go" but' Will prov1de addltlonal 1nstructlon,
much of 1t prepared w1tn_the weaker players partlcularly ‘in mlnd."~

'We must tell you at the’ outset that this’ journal will make a heavy -
drain on the B.C.A. funds and the cost to the Association per year per mem-
ber will almost certalnly exceed the annual subscrlntlon. The B.G.A. does
heve ,some money in hand, however, and nubllshlng a mesazlne ‘seems tne best
way 1n which to share the beneflts among all our members. ' :

We should very much like to be able to provide diagrams, ‘for these
would add clarity end sttractiveness to our publication. Unfortunately the
difficulties of reproduction and especially the cost make thls out of the
questlon, ‘at any rate for the time belng. ol : :

- The bulk of ‘the work of preparing materlal typlng, dupllcatln addr—
essing and despatching will be done by John Dlamond and his group of helpers
at Cambridge. They welcome constructive cr1t101sm. I shall operate malnly
in an adv1sory capac1ty. : ,
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| THE -CLASSIFICATION OF pleyers is important to the gam There are two
systems. : . the Japanese and “the Buropean. : :

- Aaateur players in Japan are graded upwards in strength irom Sao—dan"
i (lst Degree Amateur Haster), through‘ﬂl ~dan (2nd Degree), San—dan (3rd), .

" _.Yon-dan (4th), Go-den (5th) to Roku-den (6th). There ‘are only a handful of
‘players strong enough to reéach Gth ‘dan. The strongest level ‘so far reached
by & non-Oriental is 4th den. . -

Below Sho-dan end graded downwards ere lst kyu, 2nd kyu and so on down
to an absolute beginner at 30th kyu. .
.. On thig Japanese system the gap between each dan or syu is one stone,
“so tnat Sho-dan playing Sen-dan recelwes two stones end playing 2nd <yu
glves two stones. I

The Buropean Go Feleration systen used in un~land senarates each cless
by half a stone. Class 19 is equal to Sho-dan, class 18 to strong Sho-dan
end so on. Class 20 and class 21 are first kyu etc.

Players of the same class Dley level, Black giving his opponent five
points (komi) to compensate for his hav1ng the first move.

To calculate the correct handicap use the formula

cs . Dif ference in_class vlus 1 is the hendicap.

- N - - 2 -

Tnus class 35 v. ‘class 29 is 3% stones. So the wesker player (who alw-
eys gchS komi, if any ): takes four stones handlcap and giveg five points
komi to his opponent.

""" NOTZ that ‘the Japanese professlonals are rated on a systen guite sepa-
rate. from the . amateurs. They are ‘graded from Sno—dan up to 9th dan with
ebout one thlrd of ‘a stone between each dan. Sao—dan nrofe551onal is sllvh—

ﬁtly stronger tban Sth dan amateur.‘”;‘ ) :
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THD ONLv GO LIT“HATURA at present avallable from the B.G.A. apart from
thls Journal are the following:

(1) “Learn to P’ay Go", by Akio Vatsal and John Barrs, 48 page bocklet for



becinners, prics 4/~ post frze. (Vhere tnree or more copies are ordered
these are "supplied at 3/6 each.)

(2) “Hotsude Co Letters", e qublété'boursé of irnstruction sulteble from
gbout class 45 and stronger. This is written in English by Takao Mets-
uda of New York and consisis of 216 cuarto pages on hendicep and even
game joseki and fuseki, middle-geme and end-gane pley, problems and
aennotated master games. The price is £4 7s &d., post fres. =

.-.- The above two items are aveilable from the B.G.k., 12 Third Avenue,
Wembley, tiddx. S T ‘ Co

"I NOTE that we cannot supply either standard or magnetic Go sets. These

are aveilable from Jepen (see Go Review). - . e :

The ekcellent "Go Review" published in -English’'in Tokyo by Japanese
. experts, printed on high quality paper, 84 pages querto ‘size, is available
. in this country only froa our ilegazine Distributor, r. R.-Hitchens, 4 San-
dringham Gardens, London N.8. The price is £3 10s 0d. per year. Back numbers
“are svailable froam our Wembley address, price 5/-'per copy or, as a specizl

conczgsion to members enly, 2/6 each when three or more coples are ordered.

A NUMBER OF JAPANESE teras ars frocuently met in any text oa Co, and
though none of these ere essential to the understanding of the geme these
terse terms do heve certein edvantages. Vo shall keep the use of these to 2
mininum, but here erc a basic few and more will be introduced on suitable
occasions. ‘ -

SENTE Tae initiative. "This play ‘is sente" means the opponent must answer

2 or suffer a loss. Sente is relative, however, the opponent may seize
"sente elsewhere on the board by threatening to take there nmore. than

- - he would lose in ths originel situation.. : S

GOTE The opposite of sente. .

JOSZKI A correct or accepted sequence in corner plcy.

FUSEKI The opening pleys of the game invelving the whole boarc.

YOSE The end-gane. -

NEWS  U.X. -

A mecting was crranged on 26th April in Trinity Collegz, Cxford. Over
45 people from Bristol,;Cambridge, Harwell, London, Monmouth and Bradford
as well as Oxford attended. Iveryone played ot least two games, end the mnee-
ting wes votsd o great success. R :

YUGOSLAVIA

The annual Golden Dragon tournament vos held in Liubljana at Easter
with representatives from threc countries. It was won by = teen from Villach
in Austria who bect Vienne 1 in the firal 3-1. Ljubljana 1 camz third and
Rijeke 1 (elso from Yugoslavia) came fourth.

EVEN CAME FUSEXI STUDIES

- By Honirbo Shusai
INTRODUCTIOHN

These even geme studies of the fuseki ere primerily concerned with the
full boerd strategy es opposed to joseki. However, since fuseki is largely
based on the jockeying for position to obtain favourable corner development,
the student should note particularly tho joscki, as much as they are given
in each study. This will mske the understanding of the. subsequent fuseki
more intelligible to him, and each study will have e cumulative effect.

. Ideally, the student should have a thorough knowledge of even game
joseki; and the euthor of these studies fully expected each student to have
slready perused his three volumes of even gamne joseki, and to refer to them
from time to time to understand more fully the underlying motives of meny
"of the plays. Unfortunately, no translation of his joseki is available at
this time. ‘

In classical Go, by custom, Black alweys made hig first pley at r 16,
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the chief reason being to limit, after a fashion, the innumersble possibil-
ities of opening play. another reason was that at the time these studies-
were first published, r 16 was considered the best play that Black could
meke. The reason that B8lack usually pleyed in that corner was more or less
‘to produce a faailiar pattern so that he would be more at home in the subs-
“quent ‘menoeuvering. These studies will be published in the seme order as
originally written. - . S

STUDY 1 : .
IR 1 rl6 L 2 pl7. :
When W directly sttecks rl6 with pl7 the best reply is either el6 or el7.
3 el6 o : '

This play has the advantege of inviting W to pley at cl16, after which B~
- ‘would advence to 117. This latter pley would have the double advantage of
combining a squeaze attack on pl7 with the formation of a base for expansi-
on in the north west (nw in future) sector. Theme o
CETE Een L TRLAL - S -1 B .
'Thié*stoné'could have been played in the se corner instead..

T e 5117 - - Lo : :

It is advissble for B to play here now, whether or not W has played at cl6. .
If W should now play in another part of the boerd, this would permit B to
play at q17, and ¥ would then naturally play pl6, waich would then allow B
to encircle W by playing ql4. As to other W defences against ql7, there is
2lso the possibility of rl7, or pl4 moy be played; and there are still other
defences not discussed here. ‘ : : , :

- Lol -

6 qld -
With the ebove dangsrous possibility in view, W has chosen this play, waich
can be either defensive or offensive, eccording to subsequent developments.
The slanting formetion, 2 and §, is called "taishe" or formotion of a hund-
red varietions being one from which countless varieties of opening corner
play may. develop.
- 7 plé : ) .

This is e common play to saver the connection between 2 and 6. It is the
most common enswer to this formation. There ere two other common plays for
B, one being rl4, the other gl5. rld may be considered feesible, although
less common, because of S. SR . : :

’ - 8 ol6
Usually ¥ would now plece a stone at ql8. At this stege of the fuseki, it
is of no conscguence to discuss the comperative advanteges of qld and 0l6.

-9 pl5 10 q17
11 ris :
These pleys arc indispensible after 3-0l6.
‘ 12 rl7 S
W seizes the velictle 3-3 point which would othorwise have been takern by B.

13 rll o
By this play, B now seeks compensation in teking territory along the ¢ side.
Tne last plays forz a joseki that is not played much these days.

Here let us review the progress of the opening up to this point.

In spite of B's initial edventage with rl6 in the ne corner, W hes
jater occupied the all-importent with 12. Thus, as far as the corner is -
concerned, W has the advantage. ) '

B, on the other hand, hes occupied territory along the e side by his
advance to rll. In siz: of areas, however, ¥'s corner is larger than B's
gside position.

Next, compare the pesition of 5 and 6. Against B's ‘strong bamboo~joint
& is prctically helpless; whereas 3, elthough pitted against ¥'s entrencaa-
ent in the corner still enjoys the adventage of possible extensions toward
the nw. Thus between 5 and 6 the scale of strength leans decidedly in favouw:

of B.

A good alternative would have been p4, but sti%l'in the vacant corner. It
is. nearly elways better to occupy a corner than make an extension along the
gide. In this case 3 or r4 would not be good, because then B could reply
with r5 or p3 respectively, gaining an adventege because of the expansion o
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his territory in the first case, and becauss of the threat of a pressing
down play at g5 forcing W toward the strong B position and then making a
big extension along the s side. :
. 15 e4 :
B here hes many alternatives from which to choose; for example, fortificat-
ion at c16 or attacking at d3 would be feesible. He has, however, here cho-
gen e4 for the purposs of occupying the s side towards ths w. :
16 43

17 e3 18 a2 .
W here has an alternative in d4. Then B would play 1Se5 20d6. This develop-
ment occurs frequently and should be remembered. '

19 i3
This is en important pley. If omitted, W would play 20j4 which would render
the condition of B's stones e3-e4 extremely precarious; and at the same time
W would extend his territory elong the entire s side. *-*

| v e D20 17 - - i

¥ plays here to reduce the B territory in this sector. Crdinarily, the att-
ack on el6 would be made at cl6. In this case, however, B has 117 as & vel-
uable outpost to the initisl corner play el6. This outpost might also have
been at j17 or k17. With it at any of these three points, it is advisable
for W to break into his opponents position by playing at the 3-3 point,cl7.
W now awaits, among other possibilities a counter-attack with 2lcl5.However
this is bad, for then 22d16 23d15 24el7 25f17 2618 27£16 28gl8 or 27gl7
28g18. In this case where the B outpost is at 117, hl8 would te W't next
play in this region; but if the B stone were at k17, then 2818 would be
his last play in this area for the time being. This sequence would cost B
g great deal, as 117 then becomes redundant. ;

.21 417
In order to avoid the above development, B guerds the nw side with sente
and gains much territory. ,
22 cl6
W extends. Often 23d15 24bl4 follows; but in this case it would leave the B
position open to & W attack at hl6. B therefore finds it advisable to pley
at el4 next. : o - - °
23 eld ' 24 cl3 -

W advances down the w side while B is Building up his territory in the n.
: 25 015

Now B takes the initiative and bottles up the W group in the corner. This
is a severe blow to V. :

26 nl6
27 nl8 23 ol18
29 nl17 ‘ 30 017
B, by threatening to cut at ol7 twice, continucs bottling up W.

- 31 115 .

B, still having sente, completes his bottling up operation and increases
his territory.

: 32 13
W now having sente turns to this point, which is en offcnsive ageinst ths B
formotion and elso an embitious extension along the s side from g¢4. ¥ here
had an alternstive in hl5. (At an opportuns time, B may choose to attack the
entire ne position by playing s17. Then s18, t13, sl6, tl6 develops into a
ko, for the life of the W group.) i

33 ré

This has s purpose similar to that of 32.

34 o4

A natural sequel to 33 ¢cnlarging and securing his territory.

35 el2
Should B omit this play, he would still be vulnerable to a W attack at hlS.
B's play, therofore hes o twofold defensive gignificance: it dofends the B
territory along the n side, and at the same indiroctly strengthens the B
group of thres stones in the sw. It also serves to apply pressure on the W
formation down the w side. Thus it will be seon that ¢l2 is a good example
of a play with triplc effectiveness.

A rough estimate of the prospoctive territory revesls that B is shead,
but the s side is not yst clarifiod enough to make a proper evaluation pos-
sible &s W is bound to gain a few points in attacking the threc stones in
the sw, and tho two in the e as well.
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TWO NINE STOPE OPENINGS

TAZ FIRST OF TIESE openings is from e book by & professional and it
sterts with e stetoment of general principles which any piayer would do
well to romember.

1. iake full uso of your own influsnce.

2. Plen your play to-avoid clumsy redundant formations.

3. Separato cnemy stones whenever possible.

4. Play lightly in arces where the enemy is strong. If you cannot make
& safe group in such arces run out guickly.

5. When o few stones are so threatenod that rescue attompts would build
up your opponent's streangih out of =all proportion to the value of
the tnreatened stonos, sacrlflce them promptly for sdvantage elsewherc.

:Oponing 1 : o : oo »
/ v,;; S o2 q13 -~ 38 018 ‘ 4 ré
N 5r5 6 g8 7.4 - 8 0l0 "
Thls is a typical %hiteé play in a largo handlcap gane, and sattempts to int-
imidate Black into believing that hls stone is being surrounded and necds
to make eyes on the gida.

g pl2
It is importent to s°parate tke White stones. Black runs out with hig atte-
cked stone glO, by counter-attacking the weaker Thits flank,

, 10 pl3
The ususl White rosponse, proserving the stone at gl3.
11 oi2 12 ol3 13 nl2 14 ml4
Threstening a further intrusion into the upper side, and defernding himgelf.
15 =»l16- - 16 113 17 o8 :
L good move, again attacking White and keeping him on the defensgive.
18 o7 1¢ n7?
Follow1ng thc proverb: Answer & checking stone by hitting it on the head.
20 o8 21 o8
hote that B must play hore beforo protacting at nS. If now n6, then p7.
22 pb 23 nb 24 r8
Indirectly protecting the cutting point at p7, and securing room for eyes.
25 r9 26 r7 27 all 238 m9
29 18 '
After this shutting-in move White is ferced to. meke eyes on ths side.
. 30 s5 - 31 s4 32 s9
. 33 sl0 34 s7 35 ql2

Black could heve triod to kill the White group with tS, but then White could
teke x counter-measures with 36rll 37rl0 33pll and the situation becomes
then rather complicated, just what Whitc wants!
: 36 t4 37 +3 38 tS

32 s3 40 t8
White is now securce with 4 points of territory in his group, and black can
turn his cttention to the upper side end socure the cormer. This then forces
White to run into the centre with his wezk stones and build up the Black
territory while getting little himself.

41 ris 42 pls 43 plé 44 313
45 k12 46 k13 47 nl3 48 nlé
49 015 S0 ol4 S1 g13

If now 52h12? S3gl2 54hll? Black can undertakc such harassing action because
his ovn stones ere safe. In this particular situation, White's stones may
1ive but Black is bound to securc large territoriss as & result of these
MaNOEUVETrS.

Opening 2
2 c¢6 3 ds 4 a7
S e6 6 ¢S5 7 cé 8 e7
o f4 :
Instoad of thls Blach could play 9£7 10eS llf4 {sac josski 5) because of d10.
) 10 413 11 fi1e
This could also have been played et fi6. :
- l2 g7 13 f16 14 g13
If instead hl0, Bleck's best reply would be fl3.
15 h10 16 hls



%hits would not play hlé by choicc, but igs forced to lest Black play hers
and cut off Vhitt corpletely.
17 ¢l5

This play safcguerds the corner, end.is better than a continuation at fl4,
for then 18f13 1%hl5 20j15 21jl6 cousing complications which Black, of cou-
rsc, doecsn't want. :
13 ol7 19 ql4 20 o3 :
White threstens, with the support of g7, to invede at h4 and destroy the
potential Black territory.

21 k3
A good play. It promiscs future ‘attacks on the White stone o3.
: 22 r6 23 ¢b - 24 q7
25 p6 - ~ - 26 r3

Since Black has alrcady a stone at k3, White docsn't play rS. Black would
then answer with r4, and although the stones on ré and q? would live the
White stone et 03 would then stend slone and hard pressed. For this reason
White first secures the corner with r3, thus ebandoning the stones r6-qg7 for
the present, hoping for en opportunity to save them later.
: 27 rs5 28 g3’ 29 p7
Black would like to play o3 (sce joseki 14-18), but as this is alreedy occ-
upied the best move is that played. r7 is used normelly, but as ql0 is there
p7 is bettor as it ceptures both stones.
30 ql2 31 ol4
A typical attack by “hite, roducing the Black potcntial, snswered in one of
the best ways, separating the two White stones.
32 slz2 33 rlC
& very good pley in the circumstences. white threatened to play r7 and to
connoct with 36812 or 36r3. After rlQO the White stones have lost all chances
of survival.
. 34 ol2 35 nlé »
A pley strongly attecking the White stone, possibly better at pl7, which is
simpler, for then 36016 37 pl8, sccuring the corner and ettacking tho ¥hite
stones strongly. ) '

36 ql7 37 ri7 .38 plé
3¢ qls )
The normal pley. Otherwiss W will be able to connect through the B position.
‘ 40 rl8 41 ol8

The beginner, usuzlly afraid to stert a ko fight, would probebly heve played
817 instoad. This would have been a poor play, as White would rcply 42pl8
and even though the Black grouy lives it is worth very little. It is then,
best for Black toc pley ql8 and engage in the ko fight. Should he lose the
ko, he is bound to gein an adventage elscwhere. )
42 pls8 43 plix 44 s5
Black must answer this, or else White (pleying r7) would save his stones
eround r6, and threaten Black on the right side.
45 sb6 46 ql7x 47 ml3
Black could slso have thceatened at ¢8 or pll, but ml3 is a safer play,
since it not only secures his own stores, but also cuts apart White's.
43 ¢l9%x
White takes because Black has many more ko threats.
49 pll
Black continues the attack started with ml3. He has lost the ko, but was
sble to make the important plays ml3, pll, and generally made out well.
50 j13
If White had connected at pl2 instead, Black's reply at nll would have cut
White off completely.
51 pl2
This play doesn't seem necessary at this time. However, since 3lack has
no weak position to defend, the play is a good one, as it prevents possible
future developments of an unpleasani nature.

52 cl7
White wants to see how Black will react before deciding on his future plans.
53 3817
This is the correct answer. Black can play this because he has ¢l15 already.
54 cl4 '

In this wey White still brings use from the sacrificed stone cl7.
CONTINUED ON P.8
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RAISING YOUR STRESGTI!

Zxtensions and Connections

(This is the first of a series of articles for beginners and players
of average strength written a few years ago by the Dditors of the American
' Go Journal. The fundamentals of Go strategy and tactics will be the subject
and the style will be basic, assuming no previous study.)

THIS FIRST DISCUSSION concerns the plays which extend armies towards
the centre of the board. Such plays are usually called for at the end of
the .opening stage and throughout the middle-game. One extends to the centre
for many reasons; to rescue armies without eyes, to surround eneny groups,
or to secure a portion of the cenire. Generally, the player who dominates

. the centre is sble .to connect his armies, simultaneously dividing and cons-
tricting .the enemy. .. " o S ’

- " If one player extends too timidly towerd the centre, his opponent may
seize the vital points; but if he jumps too boldly, he may £ind himself cut
off from his base. He must also bear in mind the need to consolidate his

. oxtensions sooner or later, converting all gaps into solid connections.
Waiting one move too long for such precautions can be fatal. Some further

clues to these distinctions will be found in what follows.

L. What is 2 connection?

Eventually, all connections must be resolved to solid connections along
a straight line, end this is, therefore, the only "true" connection. 411
other positions cen only be potential connections, depending on certain

conditions to become true connections. )

The "diagonal"” connection (d4-e5) or "kxosumi', is close to a true con-
nection, and may be considered a "virtuwal" connection. But many players
forget that & pley at d5 or ed is needed to make this a irue connection,

 With this warning in mind, we czn proceed to examine the most common
weys of extending toward the centre.

B. Extending under pressure.

The first extensions toward the centre will usually be made in the
‘course of corner play, in close or direct contact with enemy stones. The
solid extension occurs most often in response to direct contact: 1d4 2£3
3e3 4f4 and 1d4 2f7 3f4 4g4 S5£5 are both good examples of this.

The kosumi hes a left or right dirsctionral purposec, as shown by: le3
2g3 3f4. & kosumi is usually soen when opposing stones are in the ncar vic-
inity or on both sides; ideally, the very compactness of this pley is e
threat. lc4 2e3 345 and lcd 2e3 3h4 4f4 show common situations where the

. kosumi has potentiel strength in two dircctions. .

Many other forms of virtual connections arc usad in extending under
pressure. The "bambco joint"” (cB-cT-06-07) is a very strong formation which
might be used more. The only limitation of this strong ccnnection is that
it is subject to a ko threat, but its tactical advantages are plain.

When extending from a pair of stones (e3-f3) the single skip to e5 or
£5 serves as a virtuazl connecticon. There are many forms of safe connection,
and it is important to choose the most agressive of these; a well-placed
extension will often wrest sente from the enemy. It would be tenpting to
draw up a chart of such extensions, but the dangers of learning by formula
are great. Beyond the basic exemples, each situation must be enalyzed by
the player himself. :

C. Open situations: the single skip (ikken-tobi).

When extending in open situations, without the pressure of strong opp-
osing formations, it is normal to extend a step further than the "virtual"
connection. The purpose of such moves is not to insure a connecticn, but
rather to move boldly to gain territory end influence in such a way that an
attempted cut would be unprofitable.

4 great deal of attention should be paid to the single skip for this
is the normal form of extension to the centre. An example of a fuseki situ-
ation built up entirely of single skip moves ig: Black at c4-cB8-e3-k3-kS5,
White at m3-g3-q5-rlQ; then Black led, threatening to surround a vast terr-
itory, White invades lightly wita 2h5. Then 3h3, and White retreats to the
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centre with 4h7. Black then presses dovm on the other White position with
the L-shaped formation of S5mS.

Why is the single skip used so often? Its strength lies in its versat-
ility. Consider the single skip at k4-k8. Note that White can play between
the stones and Black has no immediate prospecta of capture after 1k5 215
3j5 416 514. He can develop the situation with 6k3, if elaborate in-fighting
will be profitable to him. Or on the other hend, he can sacrifice the orig-
inal stone to build territory or influence in the centre. One such line of
play in which Black can dominate the situation and still keep sente is: 1kS
2j5 815 4h6 S5j4 6h4 7j3 8h3 9k3 1016. He might equally well have built the
same formation in one of three other directions.

What are the limitations of the single skip? "hen is it vulnerable?

When the enemy has built up strength on both sides.of it, such as Black
at £3-f5, White at d3-d5-h3-h5, Black must now protect. againat a cut at f4.

" VWhite can connect through the Black position by: 1f2 22 3e3 4g2 5f4 6g3 7g4,
if Bleck doesn't reply. Aplay et e2 or e3 is often seen &s & guard against
this. Generally, any horizontal or diagonal play can be used to convert the
single sklp into e virtual connection. -

4 series of single skips towards the centre is uswally neither more
nor less vulnerable than one, and a chain of such extensions is often seen.
The L-shaped formation (3 peragraphs sbove} is also often seen. Here Black
threatens to attack at n3; but once White defends Black is vulnerable to a
play at 14, and should watch this point carefully.

D. The knight' play or "keima" (e3-f5).

The keimz is & wesk link for begir—ners, who may not realize that it
hes little connecting velue. The stronger player bides his time, then atta-
cks thess links later in the geme. To prevent such a cut at e4 or f4 Black
must be able to capture by a ladder in either directiorn ~ and relying on
such ladders can be a source of more weakness thnan strength.

What is the proper function of the keima?®

Not as a connection nor as an extension to the centrs, but rathsr as a
surrounding move, bearing heevily to left or right. In Black at j3-j4-jS-j6
~-p3, White at m3, the keima at 03 is a good surrounding weapon. Here Black
is not at all worried by e White cut, for White himself cannot avoid being
cut off, and if 3lack has eny kind of leeway to left or right the White
stones will die. Thus the keima is an attacking rather than a dsfensive play.

E. Conclusion

There are two basic situetions which govern extensions toward the cen-
tre. When opposing men are in closo contact, or have strorg irfluence nearby,
the solid or diagonel cxtonsions are most oftern used. Other forms of virtual
connection pre alsc uscd that cznnot be cut in the general course of play.

In open situations, the single skip is tiae normal extension. When pla-
nning such an extension the beginner should not only ask himself, "Can this
be cut?" but also "If %hite cuts, how ghell I answer?" If therc are no White
stones nearby to support such a cut he cen procced boldly to aake the normal
extension without fear of the conssquences.

CONTINUZD FRON P.&

S3 bi5 56 hS5 57 h3 58 ¢3
There was the constant thrcat that Bleck might occupy c8, then ¢7, B3 and
White would have been very hard presscd here.
S¢ 54
A good play as Whitec is forced to answer, to meke surc thet Black cannot
play 61m3 end sericusly endanger the life of the White group.
60 m3 61 k12
There wes the threat that White wight play jll, and then jl0, 112 rcducing
the large Black potential.
62 37
Reducing the Black potentiasl slizhtly and stabilising this group.
63 17
Completely securing the territory in .the centre.

Lftor this Whitc has almost no chance of winning, for though he may
be eble to reduce the nw corner somewhat dl3 and gl3 ars very weak.

(]
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HANDICLP JCSAXT

" SOHE ACQULINTANCE WITH the most frogquently encountercd lines of play
in hendicap corners is essential to the beginner's progress toward a full
enjoyaent of the geme of Go. The Jepanese studics of these joscki are volu-
minous, but we shall only deal with the main variations met hcre.

In this issue we shell first indicate briefly the main lines and then
procecd to the deteiled congideration of some of the continuations. For
convenience the play is recstricted to the sw, or d4, corner. The beginner
. will find it profitable to roepcat the pleys in other corners and oricntations.

THE MAIN ATTACKS

The handicep stone is usuzlly sttecked in one of thrce ways: £3, g4 or
h3. ifore rarely, Whitc may instsad-pley f4 or g3, or may fail to attack
before Black husvan>opportunity to reinforce the handicap stone.

This is the most popular play ard the strongest attack on d4. White
threatens to follow up this with a second ettacking stonc at c6 or 46, and
thus exert great pressure on the corner. 1 £3 is also a preparation towards
establishing a White territory on the s side.

Black mey answor in one of four basic ways. He may

() securc the corner,

(b) extend on tho west side,

(¢} counter-attack the White stone,
or {d) play elsewhere.

{a) Black sccures the cornor.

Black can accomplish this in soveral weys. :

2f4 By this, the casiest end least coupliceted in the middle-ganme, B
1imits W to the side end simultancously thre=ztens the formetion of e large
territory on the west sids and in the corner. W almost invariably plays 3g4,
aftor which B generally plays 4£f5 or, less frequently, 4e3.

203 This play is not quitc so effective as 2f4 as it leaves W with
emple room for menoecuvering, while still not heving completely .sccured the
corner. It is usually made when there are W stcnes near c¢l0, or B stones
around j4. It prevents further W intrusion into the corner immediately, and
threatens the corntinuation 4f4. Thercefore W must play 3f4, whereupon 3 can
make s smell safs corner with 4¢5, or play mére egressively with 4c6 or 4d6.

(b) Bleck exteonds on the west sids. -

Here Black hes three mein possibilities.
2¢6 4 fairly defensive play, usually made whern there ¢ % stones necar
c9. It secures = snell position, with the proaise of a future attack on £3,
end is safe unless very closcly epprozched on both sides. The usual W follow
up is 342, efter walch 4c3 or 4a3.
2¢7 Most often played when there is nc stonc at 410, end no % stones
in thet region, it zims for outsido influence rather than & safe corner.The
distance between d4 and c7 leads to many variations end coaplicotions; and
therefors should not be played unless known fairly well. %W hes morc than
ten possiblc continuations. .ost often played are:
3e¢3  (4d3) 3a3 (4c3) © 3¢9 (447)
236 This is e modern play, and is often scen in non-hendicep games as
it promiscs a futurs attack on f3 or an sxtension to ¢10. In playing this B
renouncass the corner for the time being, since W can play at c3. However W
usually leaves this possibility for later and plays now:
- 3¢S (4£3) 3k3 (4c1QC) 3d2  (4e3)

{c) 3lack counter-attacks the White stone.

Black has six similar moves, but most often scen are:

2k3 Usually played when combined with an oxtension from the se. However
the corner is still open to attack with 3c¢6, 3¢3 or 3f35.

oh4 This is now more popular than 2k3, and aims for territory along
the w side. Thc W replies are just the same as for 2k3.

These ere called pincers and are agressive, honce they should not be
played often by B in a handicap game as B should coneuntrate on defonce in
the opening stago. .
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(d) Black plays elscwhere.

- This déosn't happen very often, since in a handicap game it is gener-
2lly advantageous: for B to answer W's attacks. Should B navertheless cons-
ider it botter to play elscwherc, then W may press his attack with 3¢6,3d5
or 347 all of which B can answer with 4f4 or 4eS5.

IT 1 =4
’ Thig play has less influence on the corner, and it is the noxt most
popular veriation playcd. It gives W corrcspondingly more influcnce towards
the centre. Recommended B replies are f4, 43, 3 and c7.

IIT 1 h3

.. This W play has even less influence on 'd4 than g4, end therefore it is
" not imperative for B to defend d4. If, however, B has no better play to
make olsewhere 2f3 is good. B not only sccures thes corner, but also attacks
the W stone. However, if there is a supporting stone for h3, 2£f3 is not
really attacking and should be replaced by 2c7.

IV 1 f4 ‘
B's best defence is 246. W usually continues with 3¢8 or 248.

V.1g3

This, yet again, is not a strong attack on d4, and B may play clsewh-
ere, if he secs fit. The recommended reply is 2e3, completely securing the
corner.

VI 1l --

If B finds time to support the corner before W attacks 2¢7 is the
usual play, slthough 2¢6 is somotimes played in special situstions.

CONTINUATIONS
I (a) Black secures the corner.
1f3 2f4 3g4 4f5

W's answer 3g4 is almost in&ariably played aftorééf4. 4f5 ia the more
popular of the two variations at this point. After theso first four plays
W has a choice of five major continuations.

Lo 503

This gains & stable group, and is tho most playcd. 643 is invariably
played to secure the cornecr.

7h3 or 7j3 W now threatens to cut thw two B stones off by 904 1065
11d5S end B cannot cepturc the W stone. So B must protect the cutting point
with 8d6, sccuring the territory as well. This also threatens s further
extension to cl0. if now 7c¢3 then 3¢l10 SeS 10bS is good or 9¢5 10¢6 11bs
1245 13b4 14c7 1507 1643 17¢9 1849 19b10 20bll 21b3 22¢l11 gaining massive
influence towards the csnire at very little cost.

7k3 This doesn't threaten the cut because now 8 can capture with Se4
1005 11d5 12d6 13cS 14d2 (a very importent play). If now 15g3 16¢5 and
17b5 18b6 19b3 2Cc4 21a2 22bl 23c4 24ad 25a5 26¢3 or 17b4 18b6 12b2 20c4
21bS 22b3 23a3 24c3 2524 26a2 27alx 23a6 and the W stomes dio first.

If, however, 15c2 taen 16¢6 17b4 18b6 19b2 20g3 21g2 22hZ3 23h2 24b3
25c3 26c4 27b5 23c¢2x 29a3 30aS5S 31c¢3x 32el 33f2 34b3x and whatover the W
threat B must capture the stoncs with his next pley. 24cd is impossible
bocause the 3 stores nhave one liberty fower than in the sequence above.

Thus the boest play is not the defence of the cutting point, but 3c¢l0.
W can, of course, invade this ¢xtension but B can gain equivalent compens-
ation. If B docsn't like the complications which ensuc if W cuts as above,
he can play after Se4, 1045 1lo5 12d6 1306 14d7 gaining all the torritory
safely at ths cost of two stoncs. : '

Aftor 8¢l0, if T pleys 9¢6 thc correct play is 10c5 sccuring the cor-
ner. Thon 1146 12e4 13d9 14410 15e9 16¢10 17£9 13m3, menacing the W group
or 11d7 12d5 13b6 14c10 15bS 16b4 17£7 18d2. This last play is absolutely
essential otherwise ¥ can destroy the corner by playing 19b3 20a5 21c?
22c4 23d2 connecting to his outsidc group.

7¢6 This destroys any possible B territory on the w sids. B saould
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enswer in similsr fasiion to the sequence above by %S¢ €47 1046 11b6. After
this B is edvised to play elsewhere, and coaplete the sequence dealt with
before when W plays b4. .

7g5 This is very infrequently played, and generally only when there
is a B stone at k4. If there is no stone there €48 is best, alweys playing
as sinply as possible in a handicap game. If there is a B stcne =2t k4, 8g5
935 1046 can also be played. VW can play 9f6, trying to coaplicate matters
somewhat, but after 1046 egain W will almost certainly have to give up £6
without much of a strugzle. - .

B. 543

4L very useful play. It stops B forming a large corner as in a, but it
builds up-B along the w sids. : :

6c3 - This. securely tekes the corner, but places less eaphasis. on the

side. W now has two very similar replies 7e2 and 7e3. If 7e2, then 8d2 Ce3
10c2 11k3 -12d5. or 8¢2 ok3 10d6; ‘taking the corner, but leaving W with the
territory along the s, and sente... .. . AT =

If 7e3 3 has agein two elternatives; 8c2 9k3 10d6 teking more of the
corner or 3c4 €k3 10clC taking mere of the gide but still leaving it relat-
ively invadeable. oo S L

.- 6e3 Teking the side and leaving the corner for later, or giving it up
completely. The next plays are forced; 7e2 Ze4 Sg2 10c¢3 11d2 (%7 must make
this last play otherwise B will get too large & corner as well as the infl-
uence). The best reply is 12g5, making the 3 position very strong end forc-
ing W to concentrate a large number ol stones in a.small area. If W doesn't
reply 13h4, 14h4 15g3 16¢2 1733 18j4 19x3 completes tae corner and gains
influence with sente. B's best response now is 14¢lO.. :

W can taks the corner later by c4, c5 b4 b5 b3 el0 but B gets ample
compensation for this loss. You should make sure that B cennot save c3
after W has pleyed c4. kny other play apart froa 14¢10 is bad as it doesn't
fully utilise the wall and should not, therefore, be played. 14c8 would
guarantee the safety of ¢3, but this is fairly complicated. :

" Cs Se2 . . .
Usually played to obtain sente quickly after reducing the corner some-
what. B has two good alternatives. ‘ :
8d2 Transposes to B above after 743 3c3.
) 6e3 Also transposing to B above if 7d3. iowever, if 7f2 3c3 is best.
8d2 is wrong for then 9¢3 1043 11c2 12el 13b5, end ¥ gains a live group in
the corner for elmost no compensation to B. ifter 8c3, d2 is a big end play.

Ds Sc3

This grebs the corner, and waits to see what i will do before deciding
on future strategy. The best play now is 6ed. If 6c4, gaining tue w side
then 7d3 Se3 Qe2 1Ce4 11g3 (12g5S doesn't force a W reply), end B has suffe-
red a loss in cozparison to B above. 843 is also bad because of 7c4 345 €b8é
and £ hasn't so much pressure on the W stones as after 6e3. :

7g3 BSaving this stone, but giving up c3. B siould now play 3c¢4, and

then 9e2 10d3 are best. Later W will play d2, and B repliss c¢2. This now
‘leaves a very large yoss play by % of b2, forcing b3x and then cl. So B
must remember to play early on, after c2Z, 31 el b2 clxz with sente; any
otner play apart from b2 is not so good. cl loses sente after g2, and b3x
loses a fraction more of the corner.

755 aking a live group in the corner, but giving up some territory
and stones on the s side. 3g3 is now the best, however if there.is a B
stone at k4 the best is 8g5 as he can cepture both the W stones. Then 9c7
is usually necessary to prevent W's being shut into tihe corner. :

7c4 Very infrequently playecd. 8c6 is the best response , thereby conf-
ining ¥ to a small carner position and still threatening to play g3 or gS3.

E. 585 _

" Playing for territory on the s side, whaile giving S tiie whole corner.
B's best answer is 6e3 sealing off the corner. Then 723 8f€ are usually
played. If there is another play in this sector by W it is ususlly Sa7, but
this depends on the circuastances on the remainder of the s side. Again W
can reduce the size of the corner later by playing at ¢3, which B should

answer witn ¢4 and then e2 d3 d2 c2 (for the remainder see D above) .
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1£f3 2f4 3g4 4e3

ALfter this play, teking the cormer, but giving up a large amount of
influerce to W. ¥ can play S5g3 and transpose to E above by 63 7g5 G8f6 etc.
However W most often nlays Sf5, after which Ged4 is mandatory.

A, 7g5
Pla01ng tﬁe emphasis on the centrzl influence, and generally pleyed if there
is a B gtone around k4. B's best, and simplest, course is 8g3 c¢h3 10f2x
11g2 1246 (the ko is not very valusble at thais stage of the game). B can
also play 846 immediately, but this can lead to conpllcatlons if W manages
to play £2 later., . 3

B. 7g3

o This can only be played if there is no B stone near k4, and it plans
& future .extension in that. region.' B can cut with 8g5, but this will lead
to flghtlng quickly, what B doesn't want in a handicap game. So B is advis-
ed to play 346 or 8c¢7, and W w1ll meke an exten51on around k3.

C. 7£2

Reduclng the territory in the corner later, but giving up a large wall
to B immediately. B should now cut with 8g5 as W has a weakness at g3 and
_cannot cause B so much trouble as he could in B. Sh4 is forced, then 10hS5
is simplest followed by 113j5 12f6 13j4. W can later, of course, reduce the
corner with e2 (see C above) or d2. There are many complex variations after
4e3 but these are the simplest and will usually suffice.

1f3 2e3 374

Now B has & big decision. He can atteck The W stones agressively with
446 and give up some chences in the corner, or he cen play safely and retain
the corner securely with 4c5 or 4cb.

fie 405

This leaves no possibilities for h, even 1f W gets to pley 5¢7; for if
7¢%, Se2 9b5 10b4 llc4 12b3 and B has killed the two ¥ stones. Any other
-invasion of the cormer will also dle w1th proper pley, and you should make
sure of this. :

B. 4c6 : .

Galnlng slightly more territory than A, however it: leaves a2 small wea-
kness at c3; and after & W play at cB8, d2 is usually required and is a good
play as in most cases the two W stonos can be brought undsr a severs attack
by & B play near j4.

C.

This medern play aims for further attacks on the W stones from the
direction of j4 and if there are already stones in that region it is to be
preferred to 4 and 3, provided there ere no % stones near ¢3 for then the
whole B group could come under heavy attack.

The response to a ¥ invasion et ¢3 depends to a very lerge extent on
the surrounding situation. If the W stones ere isolated then it is best for
B8 to seperate the W stcnes and prepare en attack on them, wit: 6d3 or 6e2.
Otherwigse it is best for B to play €Ec4.

6ct W invariably plays 7e2, leaving 8 with the choice of pleying 243
9d2 10c2 if there is & B stone at ¢lO (see D above for future development).
However if there is a ¥ stone near ¢8, and B wants a securs life for his
group 842 9d3 10c2 1lle4x (b3 is iwmpossible, for thnen e4) 12b3, but this
also strengthens the W group.

6e2 A very strong play, end the ususl follow up is 7¢5 8d5 9¢6 10c4
11b4 12c¢7 13b7. B now has the choice of taking a small cornmer with 14b3
15¢3 1847 17b5 18¢2; 17b2 is impossible becausec of 18b5S. Or he can confine
W to a smell cornor and tako the outside influence with 14bS 15b6 16¢8 17c¢2.
15¢3 would be wrong becausc then 16b& 17d7x 18b5S 19¢7 20b3 loscus a large
corner, 17¢2 is also necessary for otherwise B can reduce this group to two
points with sentc by b2, and then b3 c¢2 &3,

643 A lesser known possibility, but still good. W can now live by 7b4
8c4 9b2 10b5 11d2 122 13a3 144l 15¢2, or 7b4 3Sb6 9¢2 10d2 11b2 whichever
is more profitable for B. The latter has a weekness at a2, but 5 cannot
play there until he protccts one of the cuttings pointa dS cr cb.
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IFDEX TO ToE FaNDICAP JO3EXT

1 la 1b 1lc 2 2a 2 38 & S5 6 7 8 ¢° 10 11 12 13
1 £3
2 f4
3 g4
4 £S5
5 & - - - - 83 - - = = 2 = -
6 43 - - - ~ cd - - - 23 d2 e3> -
7 h3/j3 k3 6 g5 - e©2 - 3 - o2 43 d3 f2
8 ds cl0 c5 d6 g6 d2 c2 c2 c& ed c3
9 - 3 - ¢ - a7 j5 e3 k3 k3 k3 g2
10 cl0 cl10 - ¢35 - db 28 c2 ¢6 46 ¢l0 c3
11 . - e8 ¢S dd 47 b6 k3 az
12 -~ b6 cb et 46 das ) g5
Scet toxt text  text text ' 11 cf8 cf7? text 6 10 text
14 15 16 17 13 12 g0 21 22 23 24 24 25 25a 250 25¢ 254 25e
1 f3 £3
2 f4 . a3
3 g4 ' ‘ fa
4 f5 - - - €3 = - - = ¢3 ¢6 15}
5 ¢3 - =~ g5 g3 £5 - g3 f2 c3 ¢3 - - - =
6 o3 - - =3 ©5 o4 - @6/c7 gb de cd - e2 43 -
7 g3 b5 ¢4 53 z5 g5 - 13 h4 e2 - c5 b4 -
8 c4 g3/55¢8 f6 £6 g3 46 h3 d2 @2 45 c4 cB
9 e2 <7 (n7) h2 Js d2 &3 c6 b2 c2
10 43 (c10) fox £6 . €2 c©2 c4 b5 d2
11 @2 g2 ja c4x b4 J2 b2
12 c2 de/c7 b3 7 c2
See: text 17 toxt text toxt

Underlines denote a temporary, or permenent, halt in the play.

WEST STUDYING 4 master geme the following poinis may prove useful.

(1) Divide the vame into sections, accerding to wha hes sente.

(2) Try to dcfine in each section what is going on. That is, what is
the basic siretegic purposc of each section.

(3) Consider especially the plays ca which sonte was sbendonsd. Theso
are invariably tae largest pleys. Try to estimate how many points they are
worth; look for othier possible plays end try to detecramine why thesc are
inferior to the move played.

(4) Play the gase over, trying =t each piay to cecide what you would do
before locking at %the actuel move. Thus you will have the masters comnrent on
your play. It is morc important to Sook for differences in strategy rather
than look for special combirations. In a gpecial combinstion you will never
find 2 master pley, but in the gen.rel pattern of your pley you should try
to apply a mester's stantards.

Played in this way a gamc will rcquire a good deal of time, but you

may bc surc of aeking rapild stridcs in your pleying strength.

VHITE: CHIRL (S-den) BLACK: YALABE (9-dan)

Black zives 4} points koui. In a professional tournsment to avoid ties
4% or 5% points are given for komi.

This game wes pleyed in the tournoment to decide the challenger Tor the
Toninto titls. This ig the premior title for professionels znd is held by
Sekate (S-dan) who is generslly ecinowledged to be the best player ot tac
present time. The tourncuent wog wen by Rin (38-dan and eijin) with e score
of 6 wins end 1 loss. Rin is fssm Formosa end is only 24 yesrs old.

Tho time allowed for scch pioyer in this tournzment is S hours, and
aftor this time is uscd up 1 min. per play ig allowed. For amatesur gamcs the
time limits ere usualiy 2 hours, and then 30 secs. per nlay.

An n after e pley will donot2 a rote in the text.
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131 wl5 ‘132 nl8

1 rld 2 é17 45 §10 46 01G 36 g8 SC k3

303 443, 47 n3 48 r7n 9l g7 92 e4 133 nlén 134 mléx

5pl7 6 r5 48 rl2 50 ml0 93 k6 34 j4 135 cl6 138 cl?

7 '¢7n 3 pén 5118 52p%n 95 m8 96 mS 137 =15x 133 dldn

2n3 10 cl5 S3 ¢S 54 r6 e7 16 98 o4 139 k4  14C k3
11 ¢5 12 d3 55 pS 58 a7 S9 03 100 blOn 141 ha 142 j5

13 f5 14 g3+ 57 w8 58 k1C 101 a3 102 =4 143 j6 144 h3
15 jl6n 16 ql2. 592 j3 60 hl0 . 103 ell 104 jlan 145 k5 148 j3
17 el5n 13 el6n 61 j7n 62 gl2n 105 £16 106 k16 147 cl2 145 mldx
19 d15n 20 cl4 63 gn 64 gl0 107 jl7 103 m3n 149 cl3n 150 m1S
21 £15 22 d16 65 e9 66 hon  1C9 s3 110 ml4 151 f18 152 ol2n
23 el2n 24 {7 67 e3 63 e7 111 ol2 112 nl2 153 nl7 154 pl3
55 o3n 26 ¢2 69 47 7C &6 - 113 nl3 114 o0l3n 155 ¢17 156 nls
o7 a4 23 e3n 71 ¢7 - 72 ¢6 - 115 nl4 116 ol4 157 k13 133 j13
29 hS 30 b7 73 b6 74 b7. - 117 wl2 113 all 159 hil2 160 jl2
31 ql4n 32 g2 75 ¢8 76 eS 119 m13 120 ri3n 161 el8 162 rl3
- 33 p7 34 07n 77 b4 78 &6 ©7121 111 0122 11C 167 ol3 184 qglSn
35 g6 386 @5 72 bS5 3230 a° 127 ¢13 124 nl5 165 bl9 166 di°
‘37 o8 38 06 . 81 el0 82 b3 125 114 126 pl2 167 blén 153 ¢13
3¢ p9 40 r3 33 ¢9 84 410 127 ri4 128 k15n 169 dl18 170 bl5
41 0lCn 42 pl0 85 b2 86 dil 129 1lién 130 115 171 cl1$ 172 bl3n
43 r10 44 S 87 f6n 88 6 Black resigns after the 172nd move.
7 4 very popular play these days, settling this area quickly.
8-14 411 these plays are stendard. :
15 Aiminz to take a lerge position by playing gll next.
17 If £17, el5 would utilise 43 to the maximua in buildins~ up territory.
19-22 Ctendard sequence for tals corner position.
23 Attacking d3, so ¥ retaliates with a strong counter-attsacz on c¢S5-I5.
25 Tae normal practice, strengthening his stones and reducins tae corner.
28 If b3, 29e3 20c4x 81d2 '32¢3 33e5 isolates the W stone on the s side. -
81 Protects the corner and attacks ql2 strongly. S : .
34 The usual reply to 33 is 06, but in this case there is a W stone at ¢S
" and T can afford to attack the 3 stones more strongly.. .-

“41"This is better than pl0, which forces W along the fourth .line and-lets. - iies
. VW gain an éasy life, even though the cut at-42 can be taken. s
- 48 Ensures a connection to the lower W group, and takes awey the base of
the B stones forcing then to run into the centre. It also forces 49.
59 leduces the liberties of the b gzroup by one with sente. o
61 If B plays elsewhere, W can cut here and separate all the B armies.
62 Threatens to cut at hl5. For then if hl6, gl5 f16 gl6 isolates the
central B men. ,

63 B srein counter-attacks instead of protecting the cutting point directly.
66-86 . continuds to isolctc tho cuntrel S mon and to profit by cttacking
their possible cornections, but gives up two stones in ths process.

87-94 B connects his two wezk groups end is forced to meke eyes by S4.

100 Forces 1C1 end threatens to cut at ell after he l1as preventad a possible
3 play.at 15, connecting to the lower s group.

104 Safeguards his central group which has been withaout proner eves all
this time as B hes never had an opportunity to attack thim! It also
threatens disconnection at hl5 (see 52). .

108 Securss some territory and forces 109, otherwise I will lose these men.

114 wl3 would loge thrse stones by 115nll 116mlZ 117n10.

120 Geins 126 with sentc. T}

129 If ml5. then X155 11% 115 k1. kl7n}l7 wl? 113 @13 ~18x 11€ 1186 olS
cepturcs. o1l thc .. octones. .

129 115 would loses 211 the B stones.

133 CGains tie ko but he hasn't enough ko threats to win it.

133 Threatens to disconnect the B aen again,

149 Captures tne five VW stones ‘wut the ko is larger.

152 Destroys ell the B territory in this sector.

164 After this 3 cennot kill the W men for if ml7, then @18 117 siS lives.

167 ittempts to kill the corner. If dl18, ¢18 cl9 bl3 bl2 al3 lives casily.

172 ifter this the corner lives. If b12, al? all al3 al5 bld al? bl5 all

a16x bl6x bl8 el9x cl6 als ald dlS aldx al6 el is the best 5 can do.

How W either connects with f13, or kills tar:z: uen with dl12 bll clO

e7% tl0. Lo B is about 10 points down and has little time left he resigns.
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