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Game 8: Correcting Joseki Mistakes

The initial joseki in
this game, in the lower
right corner, was play-
ed correctly by both
players.

Game Record 1 (1 – 26)
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However, in the sec-
ond joseki, in the up-
per left, xcn is wrong.
See Variation 1.

Game Record 2  (27 – 35)
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w1 is the joseki move.

Z@ can jump out to A for center influence.
This Z@ protects White’s territory for more
points. White does not have to worry about
an attack with w3 and w5. After Ẑ White is
safe on both sides. Black’s attack is not se-
vere.

This is the way the
game went. ZDS is sente
for White and very
painful for Black.
White gets a very
strong shape. See Vari-
ation 2.

Even if Black plays xcp as a hane at w1, he
doesn’t get a good result. White becomes
very strong outside.

39 38
41

36
40

37

Game Record 3  (36 – 41)

Variation 1
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Variation 2
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Game 14: Correcting Joseki Mistakes

Up through xan every-
thing is fine, but ZAO is
very strange and White
forms a weak shape
with ZAQ.

Playing ZAO at Z! leads to this joseki.

After Z! in Variation 1, this w2 is an overplay.
Now Z# leaves Black in trouble.

Game Record 1  (1 – 18)
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Variation 1
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Variation 2
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w7 should be at A. This
situation is similar to
that in Game 1, where
Black should have at-
tacked with a pincer
from the right side (see
page 1). Here, since
Black has two stones at
the left on the bottom,
it would be more effi-
cient for Black to at-
tack from that direction
at A.

Game 18: Choosing the Right Joseki

4 2

7

1 A 6 3
5

Game Record 1  (1 – 7)

The sequence from Ẑ
to ZAK is a joseki. White
could also play ZAK at A.

Game Record 2  (6 – 12)
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17

18

16

Game Record 4  (16 – 18)

The game continued
this way. White’s play
at ZAQ is a bad choice.

xal to xan is also a joseki,
but it is not a good
choice for Black.
Black’s upper right po-
sition is weaker than
that in the lower right,
and the weaker posi-
tion should be pro-
tected. So Black
should play xan at A.

Game Record 3  (13 – 15)
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Game 27: Choosing the Right Joseki

In the game White
plays ZAQ, but this cre-
ates a heavy group.
Black gets a very big
corner with xar, and, be-
cause of \, White can
only extend to ZBS in-
stead of to A, which
would be a normal
shape. This is very bad
for White. The black
stones are working to-
gether well, while
White has a heavy
group with no eyes.
White should not play
ZAQ.

A
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Game Record 2  (18 – 20)

Game Record 1  (1 – 17)

The choice of joseki in
the upper left here is
okay for both players.
However, it is not a
good idea for Black to
play the Chinese open-
ing with xal now, be-
cause Z*, ZAS, and ZAK

prevent the black moyo
being big and power-
ful. Black should just
make a solid shape at
A with xal. ZAM is also
wrong; it is too close to
White’s thickness. If
White is to play on this
side, at B or C would
be good choices. The
issue of choosing a joseki arises when Black attacks White’s eye space
with xap.
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This Z! for ZAQ may look fancy, but it is an
overplay. Of course, if Black plays this w2,
White will be very happy. After Z# Black
is in trouble.

2 3
1

Variation 1

So Black’s response to Z! in Variation 1 will
be this w2. Now it is White who is in big
trouble. With black stones on both sides,
the fighting will be very difficult for White. 4

3 2
1

Variation 2

This Z! makes a good
choice for White, lead-
ing to a sort of joseki.

5
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Variation 3


