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GO 1s several thousand years old fareastern games which came over Japan
to Europe nearly through the changes of the centruies.

GO i1s a game between two persons.

Belong to GO-game:

A GO-board shows 361 points of 1ntersection on its 19 perpendicular and
19 horizontal lines. 9 points of intersection, the star-points, are em-
phasized through points. The points of intersection serve just the
easier direction only and have no special meaning of game. All of the
lines are marked on the edge through numbers and letter. And there are

180 white and 180 black pieces. (On many games there are also white and
blue pieces.)

Because of the summary it is better for the beginners to play it on the
smaller-made board at first. For example, people can define the areal
between the star-points, it is a square of 13 x 13 points of intersection.



he GO -Rules
¢ the 00 poard

pule 1. The pileces are set on points of intarsection o -
f
Changeably by white and hiaek . Eaoh prLece etands ON e &

ame, but It could be

ChOBENn point and ia never moved agein o0 0
just when 1t 18 caught

aule 2. The encircled pieces of one color are removed bY the adversary
And the score will be put to the playing person’s scoount with
each piece which the person has oaught.

Actually there are only the two fundamental rules ot Go- game, #nd of
cOUrSE 1t could show many Othar little rules through these t¥O rules of
aot. For the beginners is the information of all of the specisl situation
pot Vvery necessary. The beginners will dig it out and understand it on
playing the game. In the playing instruction are a lot of important 8nd
¢requent situation explained on the following pages.

tne things of the game which people have to know:

the Qoal of the game is:
4. With the own pieces area to encircle and with
Each intersection within the wall which is made

it DOIl.IIlOﬂ to take.
by own pieces counts

score of the settlement,
2. Through encirclement the pieces of adversary caught to take . A piece

is encircled, when 1{t or the concatenation of pleces of the same

color has no rectilineal combination for an unoccupied intersection.

gach one which is caught counts acore of the settlement.

The game is ended when on one of the players can set more. On the settle-

sent @re the caught pieces and the areas of both players added up. Who
gets the most points is the winner.
the loser gets the black pieces on the next play and the game starts.
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The take of pieces.

A piece is caught when it is all encircled by the adversary.

For example:

1. The black piece is complete encircled by four whitse pieces angd ian be
taken from the board.

2. And the black piece is caught. Here we nesd only three white pieces

because the white piece stands on the borderline.
3. The three white pieces were caught and can be taken from the board.

For encirclement the three white pieces,

chain, eight black Pieces were needed.
4. And the black pieces-chain introduced in the itllustration S , 8 and 7 are®

=
caught and can be taken from the board.

SuUch a group is also called

The white pieces in the illustration B are not caught yet, because they
are not strictly encircled. The white has still an escapement in
intersection 03. Of course the black is going to be ser inte the
next row. And thereby catch the 4 white pieces. Nhite can fosre the
threat by a row on another position so that a row nf black noves for
ward, in spite of it , these captives are unable to esScCape.

6. The white chains 1n the illustration 9,10 have also ansscapement .
People need a row of pieces of same color as the chain, their locations
are connected by stripes, the three white pieces in the illustration
11 are not strictly connected and thus are not showed as chain These
can be separated from the adversary.

7.The 1llustration 12 shows a progressive variation of the catch. The

black will catch the three white pieces and set therefor at the last.

White has still anescapement a2. According to the explainings, that
we have to far seem it contradictory, because the situation formss
supposedly like in illustration 3. Where the black piece was caught,

because the take out from the caught pieces belongs to the row, and the
black can remove the three white pieces, so the black has winned the
necessary escapement with the end of the row again. The white can
besiege the black before hand and can’'t make the row, because the white
set on a2, inorder to get the last escapemtnt. That is suide and

suicide 1is forbidden by GO.

8. Illustration 13 shows a similar situation, here the black can’'t jump
into the white whole bl immediately, because it can’t catch the white
pieces immediately, for the white has still the escapement dl. The
black would therefor commit suicide which is forbidden. The dlack
will thus set on dl, and catch the five white pieces by means of the
next row on bl.
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The 2rea

Pecple call the area unoccupied intersections which are encircled through
the cCieces of one party so that they border on the pieces of adversary
ficehere at 311. Tre wall must be so certainly formed that no one of

ilS preces coule Be taken and the adversary can’t set into. On the
erxample of 1lliustration 14 are the points dl and fl the area of black.

The aress are certain.

Gn the cther hang the area s5 on the 1llustration 15 is not yet certain
the area gf Slack, because firstly it is still affected by one white piece
276 secondly the four Dlack pieces rr, rS , s4 and t4 are still threateted.
I the whitert3 sets, then the black must answer with 85, for its four
fieces not to lose. Then the setting is certain, when the black with s§
as taken the white 5.

The encircled pieces of 2awall do not need to be strong connected, it is
f#ctilineal as s chain. See the pieces r5 and s6 on the illustration 15.

Peopie call 2 small area also pip.

Actertain ares shich people also call a real pip can not be taken by
adversary

The white pip on the 3llustration 16 can be occupied by black, because
the three shite piece will de taken in that way. Therefore people call

it & Talse pip The dlack could also occupy the four franchises of the
Other three white piece, 30 that the white pieces are lost.

On the contrary the area on illustration 17 has two Pips. Though the

SR 1ehas aiveady SCcupled all of the outer franchises, it can't break the
setting. If the wnite on 2! or DIG sits, then it is the suicide, because
the Disck cam not De taken oo the first row by the two @ny way remaining
ftrafchises

Aserting with ted Pips cam Aot be taken. The Japanese says : A snake
il twe Reads has endless life. Areas, such as the one on illustration
t4, which can De dlviGed 1810 teo PLIPS Are invulnerable of the same reason.

The ares o % Jliustration '8 is very like to the illustration 14, 14t
might De Sivided into The DOLR Pips ot OAce, in other words, the black
must sit oo ol i1emedistely ( 11ios 19 . On the cantrary is the setting no
ionger to keep whas The white on ¢l Sits, Decause the white can take the
Slack chain with f1 sfter The 0Ccupation of all the outer franchiseés,

such as the occupation of dl. The area of Black on the illustration 20
tertein, Rere 4re Two Siviced pips very clesr to recognize.
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ylustration 21 the black has a bigger area, in any case the point
on the illu

be occupied at once, and a bigger pip of three points and a smaller
6 must

.f one point are made in that way.

0

is missed, then the white with the setting on the point can start
The row

apture of 8ll the new black pieces. If the black can take sore
the ¢

the white pieces caught through a lot of counter-moves, then it holds up
the definite capture, the black could lose further more preces in that
way. Because it is SO certain, the experienced GO-players play it in
this situation no more when white has sit on a6, but they will take out
the new black pieces on settlement on the end of the parties.

The row of alike exasples could be preferably continued.

The Seki

A special situation on the illustration 22 happens . The three frank

intersections can be occupied by no one of the player.

When the black on 82 sits, the white can take all the new black pieces

with gql. But the white can also not be on s2 sits, because the black with
it would take the three white pieces.

for the both parties. In this case both parties
have only a pip. The white has even a false Pip, but nevertheless both
settings are invulnerable. People call such a setting Seki.

The i1intersection s2 is then taboo

The Xo

A special situation is made on the illustration 23.

The black through
the sitting on d3 can take the white peice on d2.

Thereby the on illu.24
made setting devotes itself. when the white sits on d2 again, it will take
illustration 23. The black throu

the just

taking black piece on d3, and then the black could revenge itself
ppropriate again, and it went so continued without the end seeing.

To prevent it a special rule stands here:

The Xo-rule

It a single piece is taken,

then the taking piece can not be taken in
next row.

The ko-rule also happens in the setting on illustration 2§.
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A lot of things of the progress of the game

e L

At first people will try to occupy the corners on the beginning of the Samg
because with the smallest part of pieces it is very easy the areas to get .
The sitting on the third line is very advantageous, because the pieces

are within the safe and far. People but avoid to let their corner-sotting
fros the middle cut off and will help emergently the endangered setting
through the connecting with a chain out in a safer setting. On each

own row 1s the reaction of the adversary which 1is to wish in acoount to
$1t, and 1t is better anown setting which is so threatened through a row
of adversary that the setting can be rescued no longer and immediately to
give up as more else rows and pieces to sacrifice. It is much better to
look back the remunerated new possibilities at once, because the party
which makes a row as the first one on another place is apparent in the
profit. So people will often start a remunerated initiative on a new place
angd at least stop temporarily the battle on the old place. The lead-
effort determines actually the all events of the game of GO. Certainly it
transplants always a good view in advance also to know where the new-
peginning or the resumption is direct profitable. In any case it is use-
iess to use the lead on the places where the contemporary safety of anown
pdjoining setting with the attack can be connected.

The last strokes of the game

To the end of the game the moment comes, from when on no party can get

sreas more, aliso no party can sit on the areas of adversary more without

the pieces meaningless to sacrifice. Then mostly a little of intersections
are 81111 vacant between the chains of the parties, and on one of the play-

€rs can bring them into his field of the effect, and therefore the points
can bring in for no one of the players. The points are still lost, then
the game 1s finished.
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