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Master the brilliant moves that decide games in Go.

Tesuji for Beginners guides you through essential patterns. From simple captures to brilliant tactical moves, building the intuition every player needs.

Perfect for beginners ready to think beyond the basics.

Do your stones keep getting into trouble the moment a fight breaks out — the instant stones make contact, you’re not sure what to do next?

This is one of the most common struggles for beginner Go players. The solution lies in mastering Tesuji: tactical skills that determine the outcome of every fight, wherever and whenever it happens on the board.

Tesuji sharpens your ability to find the vital point in any position. It builds the fundamental fighting instincts every strong player relies on.

This book is designed specifically for beginner players who want to level up their game through systematic training.

What’s inside:

	• 32 carefully selected themes covering essential Tesuji

	• 310 problems total: Practice, In-Game, and Review problems for each theme Step-by-step structure that builds your instincts from the ground up.

If you’re aiming to reach the intermediate level, this book gives you exactly what you need to get there.
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This EPUB includes problem diagrams. If your EPUB reader supports interactivity, you can tap on the diagram to verify that you found the right solution. To get a hint, tap on the status box in the top right of the problem.
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I’m Yeonwoo Cho, a Korean professional Go player and content creator whose journey with the game began at age nine.

For over two decades, I have competed at the highest levels of the game, turning professional in 2005 and participating in both domestic and international tournaments. I was also dispatched to Singapore to promote and teach Go, dedicating myself to spreading it beyond Korea’s borders.

Today I share my passion through my YouTube channels in both English and Korean, where I connect with over 210,000 subscribers over all things Go.


Introduction

One of the most common questions I receive on YouTube is: “How should I study to improve at Go?” With that in mind, I carefully selected the essential tesuji problems every player must master in order to reach an advanced level, then compiled them into this 32-day book for steady practice.

Each chapter falls into one of two types: some introduce a core concept through practice problems, in-game problems, and review problems, while others are comprehensive chapters that reinforce what you’ve learned along
the way.

After completing the 32-day journey, you will find that your sense of shape, reading ability, and confidence in Go all grow naturally.

Tesuji is not simply about finding the right move. The focus required to spot the vital point, the patience to read one move deeper, the persistence to keep trying after a wrong answer — all of this shapes you not just as a Go player, but as a thinker.

So take your time with each problem. Trust the process, embrace the mistakes, and let your reading grow one move at a time. And don’t worry if you don’t get everything right the first time — this book is meant to be solved again and again, each round sharpening your eye a little more. By the time you finish this book, your sense of shape and your reading will have grown a step further.

This book was originally created to serve as a textbook for the video lectures at Go Pro Yeonwoo Academy. However, as it came together, I felt that it could also be useful for many people who want to learn Go on their own, so I decided to publish it separately.

That said, since its original purpose was to accompany the video lectures, you’ll be able to make the most of it if you study alongside the videos.

For those who are curious, here’s a link to Go Pro Yeonwoo Academy (한국어/Korean). Please feel free to visit!

I hope this book becomes a solid foundation for your Go journey.


Chapter 1
Tidying Up Your Shape

	Day 1 Sacrificing Stones to Tidy Your Shape

	Day 2 Tidying Up Your Shape with the Net

	Day 3 Defending Your Weaknesses Efficiently


Day 1 — Sacrificing Stones to Tidy Your Shape
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White cuts Black with . Where should Black play among A, B, and C?
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First, A is not a good idea. The moment White captures the single Black stone, Black will be unable to prevent White from breaking out toward the center.
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Even if Black tries to block at 2, White continues to push out while attacking the two Black stones on top.
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As the three Black stones are captured, White takes over the upper side and the upper right corner.

Black has suffered significant losses.
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Even if Black tries to block on the other side at 2, the result is the same.

As White breaks out toward the center, both the Black stones on the right side and the upper side become weak.
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If Black defends the right side at 6, White attacks the upper Black stones at 7.

Since the White stones in the corner are very solid, Black has no choice but to flee toward the center.
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As White continues to chase Black with 9 and 11, Black has no choice but to run away with nothing to show for it.

White, however, can convert the solid thickness it has built into territorial gains.
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Then what about Black connecting at B?

White, which is in atari, still separates the Black stones by pushing out.
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Black can escape at 2, but as White continues to push out with 3 and 5, Black remains cut apart.

Isn’t there a simpler and better move than this?
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Dia. 10



Black should block at C.

The Black  stone is now useless.

By boldly sacrificing the useless stone, Black can block White.
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When White in atari captures the single Black stone, Black can play at 2 to completely block White.
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When White connects at 3, Black can solidly connect at 4 to build thick and powerful influence.

White has gained nothing, bunched in an unfavorable shape with barely a single Black stone captured.

Day 1 Practice 1
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Day 1 Practice 2
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Answer
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Day 1 Practice 3
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Answer
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Day 1 Practice 4
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Day 1 Real Game Problem
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Find the best move for Black against the marked White stone.

Answer
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Day 1 Review 1
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Find the best move for Black.

Answer
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Day 1 Review 2
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Find the best move for Black.

Answer
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Day 1 Review 3
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Find the best move for Black.

Answer
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Day 1 Review 4
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Find the best move for Black.

Answer
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Day 2 — Tidying Up Your Shape with the Net
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White played  as the last move.

Where should Black play, at A or B?
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Right now, Black must cover White with a net at B.

Even if White tries to escape to the outside, White can’t get out as Black blocks at 2.
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When White in atari captures the single Black stone, Black plays at 4 to prevent White from escaping.

White is in atari once again.




	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
		
		
	
	
		5
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
		B
	
	
		
		
	
	
		6
	
	
	
	
	
	
	

Dia. 4




＞

＜

▶︎




When White connects at 5, Black protects the weak point at 6.

With all the Black stones connected, Black has built a very solid and powerful influence.
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Simply playing atari White at A is a failure.

Black can’t capture White as it escapes to the outside.
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After White continues to escape, if White captures the  stone at 13, the ladder no longer works.

Instead, Black has failed to execute the ladder and is left with only cutting weaknesses.

Day 2 Practice 1
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Day 2 Practice 2
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Day 2 Practice 3
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Day 2 Practice 4
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Day 2 Real Game Problem
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Find the best move for Black against the marked White stone.

Answer
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Day 2 Review 1
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Find the best move for Black.

Answer
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Day 2 Review 2
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Find the best move for Black.

Answer
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Day 2 Review 3




	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	A
	
	
	
	
	B
	
		
		
	
	
		
		
	
	
		C
	
	
		C
	
	
	
	
	
	
	
	
	
	
		
		
	
	
		
		
	
	
	
	
	
	
	

Black to play




＞

＜

▶︎




Find the best move for Black.

Answer
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Day 2 Review 4
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Find the best move for Black.
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            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);
    }
}
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