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Preface

For more than four thousand years people have been fascinated by the Asian strategic board game Go. It has always been regarded as a beneficial way to foster creative thinking.

This workbook is dedicated to players who have taken the first hurdles and now want to step into the game seriously. The exercises cover almost all important topics: starting with capturing stones and semeai, via tesuji, life and death, and finally the endgame. This book provides you with exercises to train your focus on local positions and to improve your strength.

The degree of difficulty of the exercises within each chapter varies from easy to challenging. If you cannot find a solution to one or the other exercise don’t give up hope. This is intended as the same problem may be child’s play to one reader and pretty tough for the other. Every go player develops himself and his skills differently. If you really can’t solve a problem, take my advice and drop it for the time being. The problem will “ripe” in the back of your mind. Grant yourself a second round for repetition and consolidation of the exercises solved at the first go and a second try on the ones not yet solved.

You will enjoy seeing your understanding of the game improve, and learn to surprise your friends and playing partners with deft moves.

Gunnar Dickfeld
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Capturing Stones

Every now and then dangerous fights arise. Make use of known techniques to capture stones.


Problem 1
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Black to play: How do you capture the white cutting stone?

Answer 1
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Black 1 and 3 are the right combination to capture the white cutting stone.


Problem 2




	
		
		
		
		
		
		
	
	
	
	
	
	
		
	
	
		
	
	
		
	
	
		
	
	
		
	
	
	
	
	
		
	
	
		
	
	
		
	
	
		
	
	
		
	
	
		
	
	
		
	
	
		
	
	
		
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
		
	
	
		
	
	
		
	
	
		
	
	
	
	
	
	
	
	
	

Black to play
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Black to play and capture four white stones!

Answer 2
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The attachment at 1 captures four white stones. White cannot escape.
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Black 1 is crude. White escapes easily and cannot be captured. The black corner is dead now.


Problem 13




	
		
		
		
		
		
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
		
	
	
		
	
	
	
	
	
	
		
	
	
		
	
	
		
	
	
		
	
	
		
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
		
	
	
		
	
	
		
	
	
	
	
	
	

Black to play
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How do you capture five white stones?

Answer 13
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Black 1 and 3 set up a snapback.


Problem 71
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How should you respond to White 1?

Answer 71
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The extension to 1 is a big move. It secures not only points but also threatens to take White’s base.
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If Black plays elsewhere White can jump into the corner and Black has to withdraw. White is safe now and Black has lost many points.


Problem 137
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Black to play
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White plays here from the outside. Here as well Black can save his three stones!

Answer 137
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Black cuts first at 1 and threatens with 3 to capture two groups: Either at A or B. White cannot save both of them.
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The atari at 1 and the attempt to capture the stones in the corner fail as White has more liberties.
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OPS/js/gobooks.js
// Replay diagrams in Go books – https://gobooks.com
// Copyright © 2019 Smart Go, Inc. All rights reserved.

var runEPubScripts = function() {
    var ePubCheck = document.getElementById('epub-check');
    if (!ePubCheck) { return; }

    var ePubInfo = "This EPUB reader supports JavaScript, but not the full EPUB reading system. Interactive diagrams may work.";
    ePubCheck.innerHTML = ePubInfo;

    var rso = navigator.epubReadingSystem;
    if (!rso) { return; }

    ePubInfo = "";
    var name = rso.name;
    if (name) { ePubInfo += name; }
    var version = rso.version;
    if (version) { ePubInfo += " " + version; }

    var hasDomManipulation = rso.hasFeature("dom-manipulation");
    var hasMouseEvents = rso.hasFeature("mouse-events");
    var hasTouchEvents = rso.hasFeature("touch-events")
    if (!hasDomManipulation || !(hasMouseEvents || hasTouchEvents)) {
        if (!hasDomManipulation) {
            ePubInfo += "<br />Does not support ‘dom-manipulation’ feature.";
        }
        if (!hasMouseEvents) {
            ePubInfo += "<br />Does not support ‘mouse-events’ feature.";
        }
        if (!hasTouchEvents) {
            ePubInfo += "<br />Does not support ‘touch-events’ feature.";
        }
    } else {
        ePubInfo += "<br />This EPUB reader supports interactive diagrams. Tap on a diagram to show the replay controls.";
    }
    ePubCheck.innerHTML = ePubInfo;
}

var figureDiv = function(element) {
    var div = element.parentElement;
    while (!div.classList.contains("fig")) { div = div.parentElement; }
    return div
}

var moveSlider = function(slider) {
    var value = slider.value;
    var div = figureDiv(slider);
    var svg = div.getElementsByTagName("svg")[0];
    var group = svg.getElementsByTagName("g");
    for (var i = 0; i < group.length; i++) {
        var g = group[i];
        var a = g.getAttribute("gb:v");
        if (a) {
            var v = a.split(" ");
            var visible = false;
            for (var j = 0; j < v.length; j++) {
                var m = parseInt(v[j], 10);
                if (m <= value) {
                    visible = !visible;
                } else {
                    break;
                }
            }
        }
        g.setAttributeNS(null, "visibility", (visible ? "visible" : "hidden"));
    }
}

var toStart = function(slider) {
    slider.value = 0;
    moveSlider(slider);
}

var toEnd = function(slider) {
    var range = slider.getAttribute("max");
    var end = parseInt(range, 10);
    slider.value = end;
    moveSlider(slider);
}

var nextMove = function(button) {
    stopAutoPlay();
    var div = figureDiv(button);
    var slider = div.getElementsByTagName("input")[0];
    var value = slider.value;
    var range = slider.getAttribute("max");
    var rangeInt = parseInt(range, 10);
    value++;
    if (value > rangeInt) { value = 0; }
    slider.value = value;
    moveSlider(slider);
}

var prevMove = function(button) {
    stopAutoPlay();
    var div = figureDiv(button);
    var slider = div.getElementsByTagName("input")[0];
    var value = slider.value;
    var range = slider.getAttribute("max");
    var rangeInt = parseInt(range, 10);
    value--;
    if (value < 0) { value = rangeInt; }
    slider.value = value;
    moveSlider(slider);
}

var setVisibility = function(element, visible) {
    if (element) {
        element.style.visibility = (visible ? "visible" : "hidden");
    }
}

var toggle = function(button) {
    stopAutoPlay();
    var div = figureDiv(button);
    var slider = div.getElementsByTagName("input")[0];
    var visible = (slider.style.visibility == "visible");
    if (visible) { toEnd(slider); } else { toStart(slider); }
    setVisibility(slider, !visible);
    var button = div.getElementsByTagName("button")[0];
    setVisibility(button, !visible);
    button = div.getElementsByTagName("button")[1];
    setVisibility(button, !visible);
    button = div.getElementsByTagName("button")[2];
    setVisibility(button, !visible);
    var caption = div.getElementsByTagName("figcaption")[0];
    setVisibility(caption, visible);
}

var nextAutoPlay = function(button) {
    if (!isInAutoPlay) { return; }
    var div = figureDiv(button);
    var slider = div.getElementsByTagName("input")[0];
    var value = slider.value;
    var range = slider.getAttribute("max");
    var rangeInt = parseInt(range, 10);

    value++;

    if (value <= rangeInt) {
        slider.value = value;
        moveSlider(slider);
    } else {
        stopAutoPlay();
    }
}

var isInAutoPlay = false;

var startAutoPlay = function(button) {
    isInAutoPlay = true;
    autoPlayVar = setInterval(function() {
        nextAutoPlay(button);
    }, 1000);
}

var stopAutoPlay = function() {
    if (isInAutoPlay) {
        clearInterval(autoPlayVar);
        isInAutoPlay = false;
    }
}

var autoPlay = function(button) {
    if (isInAutoPlay) {
        stopAutoPlay();
        return;
    }

    var div = figureDiv(button);
    var slider = div.getElementsByTagName("input")[0];
    var value = slider.value;
    var range = slider.getAttribute("max");
    var end = parseInt(range, 10);
    if (value == end) { toStart(slider); }
    startAutoPlay(button);
}

var tap = function(button) {
    var div = figureDiv(button);
    var slider = div.getElementsByTagName("input")[0];
    var value = slider.value;

    var a = button.getAttribute("gb:s");
    var valid = false;
    if (a) {
        var transitions = a.split(" ");
        for (var k = 0; k < transitions.length; k++) {
            var s = transitions[k].split(",");
            var from = parseInt(s[0], 10);
            if (from == value && s.length >= 2) {
                valid = true;
                slider.value = parseInt(s[1], 10);
                moveSlider(slider);

                if (s.length >= 3) {
                    var n = (s.length - 2);
                    var r = Math.floor(n * Math.random());
                    var dest = parseInt(s[2+r], 10);
                    setTimeout(function() {
                        slider.value = dest;
                        moveSlider(slider);
                    }, 400); // slower than usual because mousedown, not up
                }
                break;
            }
        }
    }
    if (!valid) {
        slider.value = 0;
        moveSlider(slider);
    }
}



