10. A Dictionary of Go Terms

age-ishi i/ A
Captured stones. See hama.

ago 7 = 3 7 {L

Literally means ‘jaw’. L
Refers to a diagonal move,
such as White 1 in Dia. 1, Unnn
which strikes at the vital point
under a diagonal shape. It is O
like delivering an uppercut to |

the jaw. Dia. 1

aji BR
Potential (options, possibilities).

aji ga warui BRAHEE L
To have bad aji, i.e., a potential weakness.

aji-keshi BRTH L

A move which eliminates the aji in a posi-
tion. For example, in Dia. 2 Black has the op-
tion of playing the sequence Black ‘a’~White
2-Black ‘b’ in the middle game. Black 1 is aji-
keshi because it allows White to capture a black
stone with 2, after which Black no longer has
the option of playing at ‘a’. Aji-keshi moves are
usually undesirable and are avoided by strong
players.
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Dia. 2

aki-sankaku 2% & =4

An empty triangle. An inefficient shape
such as the one made by the three marked
stones in Dia. 3a with the point ‘a’ being
vacant. Diagram 3b shows a sequence where
White is forced to make an empty triangle.
Since it is bad shape, the empty triangle
should be avoided if possible.

aki-sumi %2 3 F
An empty corner in which a stone has not
yet been played.
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Dia.3a Dia. 3b
akushu FEF
A bad move.
amai HL

1. Slack; refers to a move which doesn’t
take full advantage of the position.

2. Insufficient; often used in reference to
territory as in the phrase ji ni amai, meaning
‘not taking enough territory”.

amari-gatachi RH
An attacking sequence of moves which
looks good but fails to accomplish anything.

amashi #L

A strategy for White in no-komi games in
which he lets the opponent take good points
but as compensation takes territory, aiming to
‘outlast’ the opponent.

aoru 7 X% Y& %

To increase the pressure. Refers to an attack
on the enemy’s stones, usually with knight's
moves as in Dia. 4, in which White's stones are
cut off from the center.
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Dig. 4

ashi ga hayai E»7F >
Fast-paced; developing rapidly.
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atari 7 X Lz

The threat to capture a stone or a group of
stones on the next move. The white stone in
Dia. 5a is in atari. In such a situation the Black
player often announces “atari’ (though it is not
required by the rules — professionals, of
course, don’t say it), just as one announces
‘check’ in chess. If White doesn’t defend this
stone by extending to ‘a’, Black may capture it
with 1 in Dia. 5b. Dia. 5¢ shows the result of
this capture. Used as an English word, e.g. ‘to
atari’, ‘to give atari’ or ‘to put into atari’.
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Dia. 5a Dia. 5b Dia. 5¢
atari capture result
ate 77 T
Same as atari.
atekomi 7 7 A& YTAA

Wedging in between two enemy stones.
Black 1 in both Dia. 6a and Dia. 6b, wedging
between the two marked white stones, is an
example.
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Dia. 6a Dia. 6b
atsumi 5. A

Thickness, power or strength. Refers to a
group with a strong shape and few or no cut-
ting points.

atsui JE U
Thick.
1. Refers to stones with a powerful shape.
2. Refers to having superior outward in-
fluence.
3. Refers to having a lead in territory.

attachment
See tsuke.

-bane /¥
See hane.

-bango HE:
A match consisting of a set number of
games. See jubango.

banmen go-moku kachi BH L HE b
A win by five points on the board (that is,
without the komi).

basami VI I
See hasami.

bata-bata ¥ X /VX

To capture with a continuous series of
ataris as in the sequence in Dig. 7. After White
3, Black can’t connect at 1 because White will
atari at ‘a’. Same as oiotoshi and ton-ton.
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Dia. 7

boshi KRV ¥ BT

A capping move. A move usually made one
space away from an enemy stone and from the
center Such a move flattens out the enemy’s
position, preventing him from expanding into
the center of the board. White 1 in Dia. 8 caps
the marked black stone.
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botsugi HY X
A connection like White 1 in Dia. 9 which
forms a pillar of three stones. ‘

biraki ¥ 7 ¥
See hiraki.
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butsukari 7> 7 Y
Bumping against the opponent’s stones.
Same as tsuki-atari.

byo-yomi FPFHiH

Overtime. Literally, reading the seconds’.
The time given a player to complete his move
(usually 30 or 60 seconds per move) after his
clock time has run out.

carpenter’s square
See ichigo-masu.

chigiri F%)

Capturing the tail end of a group. In Dia.
10a, Black plays 1 and 3, after which White
must connect at 4. Then with 5, Black captures
the four marked stones. If White resists by cap-
turing with 4 and 6 in Dia. 10, Black captures
more stones with 5 and 7.
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Dia. 10a

chikiritobi ¥ ) p v’
Same as hazama tobi.

chosei &4

Eternal life. A situation in which one side
can keep on threatening to kill a group, but
the same position keeps recurring. If neither
side is willing to give in, the game ends
without a result. See the chapter on the rules.

chosensha HE¥LHE
- The challenger for a title.

chosen teai HLERF A&

A championship match. The games that are
played between the challenger and the title
holder to determine the title holder for the
next term.

Chugoku-ryu H*[Eii

The Chinese fuseki (opening). The pattern
of Black 1, 3 and 5 in Dia. 11. Black 5 at ‘@’ is
called the ‘high Chinese fuseks'.
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Dia. 11

chu-oshi FPHH L
Winning by resignation.

chuban %
The middle game.

contact play
See tsuke.

damashi-te 72% LF
A tricky move. A move which is played to
trick the opponent. See hamete and inchiki-te.

dame XX ExH
A liberty; point(s) of no value.

dame-zumari X A =) EKHY' =)

Shortage of liberties. For example, Black
can’t play ‘a’ in Dia. 12 without putting his
own stones into atari, as he is suffering from
shortage of liberties.
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Dia. 12 Dia. 13
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