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Diagram 5
Whiteon Top

Diagram 5: White jumps out to 2, protecting the
stone that Black has moved towards.

When Whitemovesout to 2, it seemsthat Black’s
upper right corner isabout to be surrounded. Since
the path to the center point is blocked, Black’s
corner stone has only one direction left in which
to develop. So Black defendswith 3.

Again, the secret isto check which stonesareweak
after each move.

After White caps with 4, Black’s stones on the
right end up in atight spot after all.

When Black gets surrounded, White gets stron-
ger. Even though this should be Black’s strong
area in a sanrensei, Black has ended up getting
attacked by White. Something must be wrong.

We can see from this example that the diagonal
move lacks speed in getting out into the center.

Diagram 6: Instead of the diagonal movein Dia
gram 4, the one space jump at 1 developsfaster.

It's important not to be surrounded.
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I ] Diagrams15 & 16: Giving atari withBlack 1is
\ Nl terrible. White gains a huge fifth line territory
gg%: along the top.
O000@ | oo If Black wantsto avoid afight here, it's better
000 O to start out with 8
! ! ! in Diagram 16
GG rather than the
o & 0’(;3—— knight's move in
/b__ Diagram13(atA).
@ 12
Diagram 15
Bad for Black
o
Diagram 16
T T L VAL ] Diagram 17: Continuing
! ?%%——(I)(‘)—— from Diagram 13, if Black
o O+0 0000 blocks with 12, White pl ays
H11O 90+ the hane and connection
@——@‘H——O%— with13and 15toreinforcehis
AD weak points.

Black 16 isadefensivemove
® that takes into account the

fight in the center.
After White extends to 17,
how should Black defend?
o o Some players have trouble
deciding between 18 and A,
but 18 is the correct shape.

Diagram 17 AFight

Black A would leave openthe
possibility of alater push and

cut by White. Also, since it would be separated by lines in both directions

from the stone on theright, it'sharder for Black to link up.

Black 20 isagood move. It extends along the side to avoid being surrounded
by White while also defending against the cut at B.
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® b Diagram 5: Instead of White
5inFigure4 (at @), if White
jumpsin at the 3-3 point with
1, Black should block at 2.
When Whitelinksup with 3,
154 Black hasno pincer at A, so
Black can't play to seal
White in. Cutting with 4 is
the proper move.
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Diagram 5
Diagram 6: Instead of Black [ | ]
4 in Diagram 5, bending uPENEVYNE
around with Black 1 is not I’%QC}}
good. ® ®
When White connects and :8@
activates his stones on the
lower side, Black isstuck for
aresponse. If Black plays 5 ®
to prevent White from link- @OH—
ing up with the corner, White
hanes with 6. Even if Black OO0 O
pushes with 7 and 9, White VOO [ an
is not sealed in so thisis a O S am
failure for Black. White has CORLOT
been able to set up a nice [ [ 1Y

position on the lower side.




_.‘6 l ! Diagram 13: Instead of
-O@0 O White 21 in Diagram 10 (at
—— (O 00000 @ A), suppose White ap-
| OOOQ i proaches the upper right
Bk Cl)g. with 1? It's important that
__C'\ @ Black not follow White and
A respond in the corner, but in-

stead proceed with the

knight's move at 2. The up-

per right and the center are

N\ ..

O+O miai. If your opponent takes
O oneyou must take the other.
— OO0 0@ ®
90 If you let your opponent get

ﬁ i both of the miai points,
you'll fall behind.
Diagram 13
Diagram 14: Instead of _6é !
White13inDiagram8 (atA), HO@()
suppose White plays the HOOOO@®® o
knight's move at 1, looking [ | OOOO PN
to expand aong the upper | | v
side? Black jumps to 2. If __é
you' re worried about jump-
ing this far, A is also pos-
sible. If your opponent ex-
pands along the upper side, 0
then you need to play on the OH-A
lower side—think of upper O+
sideand lower sideasbeing +O@ @ o
miai. Aslong asyou get this ",
basic idea, you won't go far L]
wrong. Diagram 14
Miai



