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ETT PARTI FRAN LONDON OPEN

Per-Erik Martin 3 kyu (hvit) mot D. McLeod 2 kyu (sort)
Fra London Open 2/1-98. Resultat: Hvit vinner ved res.

KOMMENTARER AV JOSTEIN FLOOD OG PAL SANNES

10: Ingen stor feil, men en profesjonell ville ABCDTETFGHIJIKLMNOPOQRST
veert meget forbeholden mot 4 spille et slikt

19
trekk hvis ikke meningen er a fortsette i dette @
omradet umiddelbart. Grunnen er at dette 18
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trekket styrker sort, og hvit mister muligheten
til f.eks. & angripe/invadere med L3 senere.
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13: Det er opplagt at tiden na er inne til &
lukke et av de to sorte hjgrnene. Hvilket som
er stgrst faller ofte vanskelig for kyu-spillere &
bedgmme. En god hjelp i slike tilfeller er &
tenke litt pd hvor motstanderen ville spilt hvis
denne hadde veert i trekket. Siden det er klart
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at hvit ville valgt gvre hgyre hjgrne siden dette @_
ogsa er en ideell ekstensjon fra den hvite grup-
pen under, fglger det at dette hjgrnet er
viktigere.
@
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15: Tofft spilt: man gar her rett inn i et om-
rdde hvor hvit er meget sterk. Mer naturlig er
diagram 1: hvit far en moyo, men sort far
ogsd mye territorium og er absolutt med i par-
tiet. I utgangspunktet vil vi si at sort 15 sma-
ker av overspill, men hvis man liker & fighte I-39
eller misliker moyo-partier md man gjerne

spille pd denne maten.
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Etter dette blir partiet komplisert og meget

krevende & kommentere en del trekk fram- 6#

over. @
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16: Synes naturlig, men det er faktisk et N >/

|
shape-problem her. Problemet er at sort kan /]\ 1\,
"forbinde" med R15, se diagram 4. Etter (6)

dette blir ting vanskelig, men dette synes
spillbart for sort. Vi mener at hvits strategi her
ma veere for all del & prgve & holde de sorte
troppene atskilt, og forslar hvit 16 pa R17 i
stedet. Hvis sort svarer som i diagram 2, kan g
han ikke forhindre hvit fra & fd enten O17 el-
ler P12 i sitt neste trekk. Dette virker sa bra
for hvit at sort antakelig heller bgr fglge dia-
gram 3, men med de to isolerte sorte stenene
pa Q13 og O13 & bekymre seg om, mener vi
bestemt at hvit na har skaffet seg et lite over-
tak i partiet.
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17: Som nevnt i forrige kommentar foreslar vi

Diagram 1



at sort fglger diagram 4 i stedet.

18: Sort har spilt tenuki i hjgrnet, og det virker na-
turlig & prgve  utnytte dette. Vi har endt opp med
P17 og O17 som hvits beste alternativer her. Dia-
gram 5 og 6 viser mulige fortsettelser. I begge tilfeller
er hvits strategi & gjgre de to svarte stenene pa utsiden
svake for dermed 4 ha dem som et takknemlig
angrepsobjekt utover i partiet.

19: Dette bare styrker hvit. Slike trekk ma kun spilles
i rene ngdsfall.

21: En dan-spiller vil instinktivt fgle at dette er for
tynt: bedre er N17. Men hvordan man skal
straffe slike trekk krever gjerne atskillig spill-
estyrke. Vi ma bare gi ros til hvit for maten
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han fglger opp pa her.

24: Godt. Hindrer sort 4 forbinde med R15
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og sikter mot N13.
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27: Et overspill. Ma veere pa R18.
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28: Sort hapet vel pa R14 her, men hvits 28
er en tesuji som gir sort et skrekkelig darlig

resultat.

38: Egentlig en blunder: gir sort sjansen til &
hoppe ut til sentrum med M13, noe som
hjelper de tre enslige stenene over. Hvis sa hvit R12,
gir sort etter med S12 og hvit oppnar ikke mye. Hvis
i stedet hvit 39, svarer sort med S13 og har fremdeles
sine to gyne i behold.

39: Men sort benytter ikke sjansen.

41: Igjen et trekk som etterlater meget darlige aji:
dette trekket skulle naturligvis veert pd L4. Men igjen
er problemet: hvordan utnytte slike aji? En mulighet
er & kutte med L3: Diagram 7 viser en mulig
utvikling etter dette, problemet er at hvits moyo vil
bli skadelidende. En annen mulighet er & spille pa L4
etterfulgt av sort L3 og hvit K5: hvits moyo vokser
raskere enn om sort hadde valgt standardtrekket pa
L4. Men naturligvis vokser ogsa sorts moyo, sa dette
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Diagram 6




er ikke ngdvendigvis godt for hvit.

I situasjoner som denne, hvor motstanderen
gjor et tvilsomt trekk men hvor man ikke
ser noen god mate a utnytte dette direkte
pa, er det vanligvis best strategi & forlate
omradet midlertidig, i hip om at den senere
utvikling i partiet skal gjgre det lettere a
avgjgre hvordan man skal utnytte ajiene.
Det som gjerne skjer er at motstanderen fgr
eller siden blir ngdt til & gjgre enda et trekk
for 4 eliminere disse svakhetene, og dermed
ender overkonsentrert.

I dette partiet burde na hvit i stedet kastet
sine gyne pa de tre sorte stenene gverst pa
brettet. Man kan bare ikke la sjansen til &
angripe en slik "tung" gruppe ga fra seg!

42: 199 av 100 tilfeller ville dette veere a
slgse bort en ko-trussel...

43: Men dette var altsa tilfelle nr 100. Anta-
kelig det verste trekket i hele partiet. Her er
det ikke rom for valg: sort ma forbinde.

47: Bedre form er S2.

48: I lynpartier kan det ofte veere fristende a
spille slik: for & fa motstanderen til & bruke
opp tid og eventuelt gjgre en feil. |
turneringer bgr man derimot ikke gjgre
slike trekk hvis man da ikke mener bestemt
4 ha lest ut at dette dreper motstanderens
gruppe eller gir en fordelaktig ko. Dette
trekket haster ikke (hva skulle sort evt ha
spilt her hvis hvit spiller tenuki?), man
bruker opp ko-trusler, og risikerer at f.eks.
hvit Q4 senere ikke blir sente. Og hva om
sort svarer pa P2? Risken er stor for at hvit
da har gitt sort noen gratis sluttspillspoeng.
Kompliserte hjgrnesituasjoner som dette
som kan vente bgr vente: kanskje far man
senere i partiet muligheten til & bruke mot-
standerens tid til tenke grundigere over
valgmulighetene i hjgrnet. Les innledningen
til James Davies' bok "Tesuji" for en
glimrende framstilling av hva vi prgver 4 fa
fram her.

50: Q1 er bedre som det vil framga under.

51: En stor feil. Sort bgr spille som i dia-
gram 8§ og hvit har oppnadd lite. Etter sek-
vensen til 55 i partiet har hvit senere
mulighet til 4 starte en ko med T2.
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62: Litt passivt og langsomt. D10 eller deromkring ABCDEFGHJKLMNOPQRST
synes som et bedre valg - sorts gruppe er for svak til 19 = —TT - TTTT T T T
at en invasjon rundt G16 synes scerlig realistisk. 18 ' -]

" DOF1-0C
68: Til nd har hvit spilt glimrende. Men pa dette sta- 16 |- TOO@-
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diet av partiet synes det som om hvit mister mye av 45 | I I UO- gé)_ O.‘—|
oversikten. E8 er standardtrekket her for & forhindre 4, C JOER 1] @
forbindelsen mellom 63 og 67. Dette sikter videre 4 | @ .__‘
mot enten & angripe de to sorte stenene over, eller ;rl(}g | | '
alternativt forberede en invasjon av sorts moyo nede I & | ! L
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70: Skal hvit fortsette her, er i realiteten de eneste
valgmulighetene C3 eller E3. En bedre strategi her er
a utsette dette valget litt og i stedet skifte til ES eller
H4.

78: For smatt. Sort er i ferd med & danne en stor
moyo her og gir gjerne bort et par stener i gjengjeld.
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81: Dette gir hvit et stort sluttspilltrekk i J2 samtidig
som sentrum fortsatt er vid apen. J4 ville veert langt
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bedre form. 68- 116

83: Igjen et meget tynt trekk fra sorts side, og igjen er

problemet hvordan hvit skal utnytte dette. ABCDETFGH JKLMN PQRS T
19 _—— - —_—— —_——

84: Hvit setter i gang straks, men dette er en farlig 6 3 T T5 i

strategi. Bedre 4 ramme ut med 64 og heller ha - N OC O ~N

G0+ 100
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97: "Chicken"! Her lar sort en stor sjanse gé i fra seg. ' HB+
Vi har sett litt pa variantene som fglger hvis sort for- 14 I_—|___.
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svakhetene rundt 84 i bakhand. 6 F@)O%.C)O._i.. _|_
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binder med J5, og de 3 hvite stenene over synes 13 |_——|—

umulig & redde, noe som vel viser at hvit 84 faktisk 12
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var et overspill. 1 @
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101: Lokalt er dette naturligvis stort. Men det alt- 9 |— ——O—I—‘O ‘ @ O
overskyggende viktige pd brettet nd er skjebnen til de & |-(4) 820000 19§
tre hvite stenene pé venstresiden. Sorts siste sjanse i 7 |--H-@+-BT+-@OO@O+B®
partiet var 4 angripe disse med G11 el.l. 6 F-@OOOO+8B k> OO
102: Med to svake sorte grupper rundt seg ville det j .—|_g(@‘%)@= I I I ._9:
: 4 € +0O »
veert bedre 4 spille midt i mellom med G11. N Fg’:%.%@@.ggg..—'_—l
Avhengig av hvilken av gruppene sort velger & fors- 2 |- _Oo.. _I_m | | O _|_OO'_|
vare dernest, kan hvit angripe den andre. Ll T T 1 1 T J_Jl_ Ll I T

103: Her mister sort oversikten: Det holder ikke for 117- 152
sort & fange de to hvite stenene hvis hvit i gjengjeld
sikrer seg venstresiden.

Oppsummering
107: Ganske typisk for sorts spillestil: Etterlater sveere Sorts problem er han han spiller for "tynt" og etterlater
aji. F.eks. blir hvit F11 sente eller alternativt kan hvit darlige aji overalt. Hvit spilte meget bra i forste del av
spille pd D7 og hvit F8 blir straks en ubehagelig partiet. Hvis vi ser bort fra det som skjedde i nedre vens-
mulighet for sort. Honte her er 107 pa G10. tre del av brettet, synes den stgrste loerdom hvit kan

trekke & veere a veere litt mer tilmodig: nar motstanderer
Vi velger a avslutte kommentarene her: Hvit leder etterlater aji kan det ofte Ignne seg a vente litt med a
klart pa brettet og med koen i nedre hgyre hjgrne i prove & utnytte dem. Med hvit 84 ga hvit sort en sjanse

bakhand har sort et haplgst parti. til & komme inn igjen i dette partiet.



NORDISK MESTERSKAP I GO 1998

PAL SANNES

For fgrste gang i historien ble nordisk mesterskap i Go arrangert pa
norsk jord. Aranggrene var pa forhand litt nervgse for hvordan dette
ville ga, men mye takket vere de glimrende lokalene tilhgrende Stjernen
Sjakklubb i Oslo ble dette en meget vellykket turnering.

I Norge er tradisjonen sterk for & feire pasken sammen
med familien - fortrinnsvis i hgyfjellet - s oppmgtet av
norske spillere ble som ventet noe svak. Men spesielt
svenskene mgtte mannsterke opp, sa deltakerantallet ble
pussig nok helt identisk med hva som var tilfellet i de to
foregaende nordiske mesterskapene i Odense og Stock-
holm.

Turneringen viste seg a bli meget jevn. Riktig nok sa alt
ut til & ligge til rette for dansken Thomas Heshe etter at
han etter 4 runder hadde nedkjempet begge de finske 5-
danene og var alene med 4 poeng. Men sa tapte han
fgrst for Jostein (mistet en gruppe) f@r han deretter gikk
pé et meget forsmedelig 1/2 poengs tap for den nye
sterke Oslo-spilleren Jie-Ling Xia. De som fulgte med
pé avslutningen av dette partiet kunne fortelle hvordan
Thomas, pé et tidspunkt hvor det stort sett bare var 1
poengere igjen pa brettet, brukte sine siste 10 minutter
av ordiner betenkningstid og minst 5 av de 10
minuttene i fgrste byo-yomi til fgrst a beregne still-
ingen, deretter fortvilt & sgke rundt pé brettet for a
finne et eller annet sted 4 tjene inn det ene poenget han
sd sart manglet. Ved ikke & klare dette falt han faktisk
ned fra 1. til 4. plass i turneringen. Bittert!

P1  Name Str a MMS 1 2

1 Siivola, Matti 5d Hel 13 10+ 3+
2 Laatikainen, Vesa  5d Hel 12 5+ 6+
3 Flood, Jostein 5d 0Osl 12 9+ 1-
4 Heshe, Thomas 5d Arh 12 8+ 13+
5  Xia, Jie-Ling 4d 0Osl 12 2- 9+
6  Rasmussen, Jannik  4d Cop 11 7+ 2-
7 Sannes, Pal 3d 0Osl 11 6- 12+
8  Xia, Jie-Li 3d Osl 11 4- 11+
9  Kim, Chong-Kwan 3d Osl 10 3- 5-
10 Bdcklund, Staffan  2d Sto 10 1- 15+
11 Ekholm, Erik 2d Sto 10 12- 8-
12 Kylemark, Magnus 2d Got 9 11+ 7-
13 Staub, Michael 2d Cop 9 14+ 4-
14 Petterson, Leif 1k Vas 9 13- 21+
15  Gjerstad, @ystein 1k Osl 8 18+ 10-
16 Mellin, Niklas 1k Sto 8 19+ 17-
17 Gyulai, Niklas 2k Lin 8 20+ 16+
18  Fahl, Gustav 1k Sto 7 15- 19+
19 Malinowski, Alec 1k 0Osl 7 16- 18-
20  Strand, Krister 2k Vas 6 17- 25+
21 Martin, Per-Erik 3k Upp 6 24+ 14-
22 Carlsson, Torbjorn 4k Got 6 27- 26-
23 Kristensen, Per 4k Got 5 25+ 24+
24 Kohonen, Sari 3k Hel 5 21- 23-
25 Irgens, Cecilie 3k 0Osl 5 23- 20-
26  Evensen, Pelle ok Got 4 28+ 22+
27 Moen, Christian 6k 0Osl 4 22+ 28+
28  Siivola, Sinikka 11k Hel 1 26- 27-

Vel sa jevnt var det mellom @ystein Gjerstad og Leif
Petterson i siste runde: denne 1/2 poengeren ble avgjort
ved at Leif hadde ngyaktig en mer ko-trussel enn sin
motstander i den siste avgjgrende 1 poengskoen. Der-
med ble det Leif og ikke @Dystein som stakk av garde
med bokprisen som beste kyu-spiller i turneringen.

Men det partiet som samlet flest interesserte tilskuere av
alle var det i siste runde mellom Erik og undertegnede.
To durabelige ko-fighter gjorde at dette partiet varte i
rekordmange 362 trekk. Da var det tatt sa mange fan-
ger pa begge sider at spillerne for lengst hadde gitt opp &
preve & beregne hvem som var i ledelsen, men det viste
seg til slutt 4 ende med 1 1/2 poeng i Eriks disfavgr.
Hadde resultatet blitt motsatt ville Jostein avansert fra
tredje til delt annen plass pa sluttabellen, sa jevnt var
det faktisk i teten!

Nok en gang ble det altsa dobbelt finsk, men i
motsetning til i Odense og Stockholm i de to fore-
gaende mesterskapene var det denne gang Matti Siivola
som kunne innkassere tittelen nordisk mester. Vi far se
om noen kan gjgre noe med den finske dominansen til
neste ar, men det kan nok bli vanskelig: turneringen vil
da nemlig foregd i Helsinki i Finland...

3 4 5 6 Pt S0S S0D0S
4- 9+ 2+ 6+ 5 67 55
7+ 4- 1- 3+ 4 71 46
5+ 6+ 4+ 2- 4 70 45
1+ 2+ 3- 5- 4 69 45
3- 10+ 7+ 4+ 4 67 43
8+ 3- 12+ 1- 3 68 31
2- 8+ 5- 11+ 3 65 30
6- 7- 15+ 12+ 3 61 27
13+ 1- -- -- 1 62 9
12+ 5- 11- 13+ 3 61 26
14+ 13+ 10+ 7- 3 59 28
10- 18+ 6- 8- 2 60 17
9- 11- 18+ 10- 2 58 16
11- 16+ 17+ 15+ 4 49 30
16+ 20+ 8- 14- 3 51 21
15- 14- 20+ 18+ 3 45 20
18- 21+ 14- 19+ 4 43 27
17+ 12- 13- 16- 2 49 15
20- 23+ 26+ 17- 2 38 9
19+ 15- 16- 22- 2 42 12
23+ 17- 22- 26+ 3 37 14
24+ 28+ 21+ 20+ 4 26 18
21- 19- 27- 28+ 3 28 1
22- 26- 28+ 27+ 2 26 5
-- -- -- -- 0 23 0
27+ 24+ 19- 21- 4 29 16
26- w/0 23+ 24- 4 24 15
w/0 22- 24- 23- 1 24 0



NM OCH SHOGTI...

NIKLAS GYULAI

En rolig hdndelse i samband med NM i Oslo, har
inte natt er via dagspressen, varfor jag skall forsoka
aterge den for er:

Dagen efter turneringen begav sig de svenska
gospelarna till Vikingaskeppsutstillningen pa
Bygdo; eftersom de "dndd var i Oslo”.

Endast de listigaste spelarna nadde malet, dir de
pliktskyldigt tittade pa hela utstillningen och in-
kopte nddvindiga minnestoremal.

Diirefter kunde spelarna dntligen avvika till nir-

maste cafeteria dir gobridet togs fram och stenarna

fick dansa.

Mitt i en dramatisk semeai dyker tre Japaner upp
for att beskdda spelet; de dr mycket vanliga och vill
hjélpa dessa spontant spelande amatorer att hitta
andra [norska] spelare.

Efter deras forsok att konvertera gospelarna till
Shogispelare, visade det sig att en av dessa tre Japa-
ner var en proffesionell Shogi-spelare som just hade
forelast i Stockholm och i Oslo.

”Kom ihdg nu herr Nilsson att detta bara en tillfallig utbyteshjirna,
sd undvik alltfor utdragna kostrider -Och framfor allt: ingen Taisha”

Ett lustigt sammantriffande! Dessa Japaner ldr nu tro
att det finns gott om dan-spelare i go i norden :-)

Av en ren slump sa triffade den kontaktperson Japa-
nerna gav oss, Pal Sannes, som dessutom hade inhyst
oss under turneringen, norges béste Shogi-spelare pa
tunnelbanan, kort dérefter.

Norrmannen fortéljde historien for Pal och det visade
sig att den professionelle spelaren inte var vem som
helst, utan ett fullblod pa 9-dan...

Vad jag har lirt mig av denna historia, &r att det nog
ar klokare att vara 6dmjuk, som Staffan, snarare dn
ivrig, som jag, infor framlingar :-)

[LOSNING PROBLEM 6
I FORRA NUMRET:

Hvit i trekket. Tema: a forbinde stener

”Vi avslutter med et problem hentet fra "real life".
Dette er fra et parti mellom Per Erik Martin (hvit) og
Tim Hunt (sort) i London Open tidligere i &r. Som
man ser har sort etablert en stor moyo og Tim for-
talte etter partiet at han pa dette tidspunkt var
overbevist om at han ledet stort. Etter hvits neste
trekk var han slettes ikke sa sikker lenger... ”
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VERBALA BUGNINGAR

I snart ett &r har det funnits en svensksprakig diskussionsgrupp pa Internet. Tekniken
bakom den star goteborgaren och go-spelaren Pelle Evensen for. Och om det tekniska
finns vil inte mycket mer att sdga dn att det fungerar !

Om man har tillgang till Internet behéver man bara, i sin web-ldsare, mata in adressen
http://cgi.algonet.se/htbin/cgiwrap?user=plutt&script=sgdis/?1list fOr att ldsa

tidigare diskussioner och gora egna inldgg.

En sadan diskussionstradnyligen var denna:

INLAGG BW

Min klubbkamrat Jérgen Abrahamsson beréttade att
han kommit 6verens med en japansk spelare pa IGS
att ta ett parti tillsammans.

Under de inledande 6msesidiga verbala bugningarna
for varann skrev japanen "One Gesai Mas" (med
starka reservationer for stavningen).

Jorgen trodde det betydde nagot i stil med "Please
teach me" vilket skulle vara en vanligt férekommande
fras i japan nédr man vill visa sin vordnad {or sin
Sensei.

Q: Vet ndgon av ldsarna mer om detta uttryck ?

FORSTA SVAR AV P-A

Det du ér ute efter ir nog ONEGAISHIMASU som
ar en mycket djup verbal bugning som betyder
"please". Vi oartiga svenskar har ju ingen bra Gversitt-
ning...

ANDRA SVAR AV P-A

Jag blev intresserad av ordet och gav mig ut att klittra
i det vérldsvida nitet och fann bland annat foljande:

ONEGAISHIMASU ir en traditionell inledningsfras i
aikido och betyder i den kontexten nagot i stil med
"Vilkommen att ta en dust med mig".

Efter slagsmalet siger man DOMO ARIGATO
GOZAIMASHITA ("Jag ber att fa framfora mitt
vordasmma tack"). Troligen kan samma fraser nyttjas
vid gospel.

Vidare hittade jag f6ljande, som &r intressant nog att
citera:

AikiWeb: Meaning of Onegai Shimasu

"Onegai shimasu" is a hard phrase to directly translate
to English. The second part "shimasu" is basically the
verb "suru" which means "to do" conjugated into the pre-
sent tense. "Onegai" comes from the verg "negau" which
literally means "to pray to (something)" or "to wish for
(something)." The "O" at the beginning is the "honorific
O" that makes the phrase more "honoring." Of course,

we would never say that particular phrase without it, but
that's what it is. (Don't confuse this "O" with the "O"
in O-sensei. The one in O-sensei is actually "Oo"
meaning "big" or "great.")

In Japanese culture, we use "onegai shimasu" in many
different situations. The basic connotation is the feeling
of exchanging "good will" towards the "future" of the two
meeting parties. Hence, it's sometimes kind of like saying
"I'm hoping that our relationship holds good things in the
future.” We use this during New Year's celebration by
saying "kotoshi mo yoroshiku onegai shimasu" which
transliterated (to the best of my abilities) means "this year
also good tidings I pray I do." You get the gist.

Another connotation is "please" as in, "please let me train
with you." It's an entreaty often used in asking the other
person to teach you, and that you are ready to accept the
other person's teaching.

If you 're feeling really, really humble, you can say "onegai
itashimasu" which uses "kenjyougo" or the "humble"
form of the verb. This places you lower on the hierarchy
than the person to whom you 're speaking (unless they too
use the same humbling form -- in which case, I think it
all comes down to stuff like who can put their nose closer
to the ground when bowing or something).

To pronounce this, 1'd transcribe it as: o ne gai shi ma su.
(If you want to get technical about it, the last "su" is a
stop-fricative rather than a fricative-vowel combination,
so it _is_ pronounced like the ending "s" in "gas" more so
than the long "su" sound in "Sue.")

by J. Akiyama
http://www.aikiweb.com/language/onegai.html

Japanska #r inget litt sprak! /P-A
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TO TEST A POWERFUL COMPUTER
PLAY AN ANCIENT GAME

GEORGE JOHNSON

Deep Blue's recent trouncing of Garry Kasparov sent shock waves through the
Western world. In much of the Orient, however, the news that a computer had
beaten a chess champion was likely to have been met with a yawn.

While there are avid chess players in Japan, China,
Korea and throughout the East, far more popular is
the deceptively simple game of Go, in which black
and white pieces called stones are used to form
intricate, interlocking patterns that sprawl across the
board. So subtle and beautiful is this ancient game
that, to hear aficionados describe it, Go is to chess
what Asian martial arts like aikido are to a boxing
match.

And, Go fans proudly note, a computer has not come
close to mastering what remains a uniquely human
game.

Over the last decade, inspired in part by a $1.4 mil-
lion prize offered by a Taiwanese organization for a
computer program that can beat a champion human
player, designers have been coming up with better
and better Go-playing machines. Later this year,
about $25,000 in prizes will be given to the best
programs in two annual international contests in Ja-
pan and the United States.

As impressive as the winners of these tournaments
have been, they can still be defeated by even an
amateur player with perhaps a year's experience.

Deep Blue defeated the world chess champion by
leveraging a moderate amount of chess knowledge
with a huge amount of blind, high-speed searching
power. But this roughshod approach is powerless
against the intricacies of Go, leaving computers at a
distinct disadvantage. "

”Brute-force searching is completely and utterly
worthless for Go” said David Fotland, a computer
engineer for Hewlett-Packard, who is the author of
one of the strongest programs, called The Many
Faces of Go. ”You have to make a program play
smart like a person” To play a decent game of Go, a
computer must be endowed with the ability to
recognize subtle, complex patterns and to draw on
the kind of intuitive knowledge that is the hallmark
of human intelligence.

It may be a hundred years before a computer beats
humans at Go -- maybe even longer” said Dr. Piet
Hut, an astrophysicist at the Institute for Advanced
Study in Princeton, N.J., and a fan of the game. "If a
reasonably intelligent person learned to play Go, in a
few months he could beat all existing computer
programs. You don't have to be a Kasparov"

When or if a computer defeats a human Go cham-
pion, it will be a sign that artificial intelligence is
truly beginning to become as good as the real thing.

"Go is the highest intellectual game," said Dr. Chen
Zhixing, a retired chemistry professor at Zhongshan
University, in Guangzhou, China.

Zhixing has spent the last six years perfecting Hand-

talk, the winner of several recent international
competitions. In Go, he said, the mind is dazzled by

SEEING SUBTLE PATTERNS

e 0

In this hypothetical game, the corner positions are
very similar, but the results very different: the
black stones, lower right, are “‘dead,” about to be
hemmed in; those in the upper left are “alive.”
Recognizing this is relatively easy for people,
relatively hard for computers.




the beauty of the patterns unfolding on the board, and
a sequence of moves can be as mesmerizing as a
melody. The trick is to get a computer to compose
and understand this visual music.

On its surface, Go seems simple compared with chess.
A chess match begins with two facing armies of 16
pieces, ranking from pawn to king, on a 64-square
board. Each of the six kinds of pieces is allowed to
move only in certain ways -- bishops diagonally;
knights in L-shaped paths.

In Go there are few such complications. All of a
player's stones are identical. A game begins with a
blank 19-by-19 grid (sometimes smaller ones are
used), and the two contestants take turns placing their
stones (black for one side, white for the other) on any
of the unoccupied intersections. A player can capture
a group of an opponent's stones by surrounding it and
then removing the cluster from the board. The object
of the game is to build complex fence-like structures
enclosing as much territory as possible.

"In chess you start with everything you have on the
board," said Tim Klinger, a graduate student in
computer science at New York University who is
studying computer Go. "In Go you start from nothing
and build."

Stone by stone, you try to construct enclaves,
engulfing those of your opponent, who is all the time
trying to engulf your own. Adding to the
complications, there are usually several skirmishes go-
ing on simultaneously in different corners of the
board. If chess is like a medieval battle, it is sometimes
said, Go is more like a world war. And it can be
maddeningly difficult to determine who is ahead.

"In chess, if a player loses even a single pawn at world
champion level, it can decide the game maybe 99 per-
cent of the time," said Dr. Hans Berliner, a computer
scientist at Carnegie-Mellon University in Pittsburgh
who is an expert on computer chess. "In Go, you keep
hearing people say that you can lose a life-and-death

TOO MANY POSSIBILITIES
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Even after 30 moves, the number of possible
continuations is overwhelming, with 331 “legal”’
moves for black. A computer might consider all of
them and their myriad continuations; an adept
human player would choose from far fewer
“reasonable’’ choices.

battle along the edge of the board, but that is far
from deciding the outcome. You can go on to other
battles. It's a very different kind of game."

From the point of view of a computer, the difference
could not be more profound. Because of the tight
constraints in how chess pieces can be moved, a
player is faced with an average of only about 35 legal
moves to consider with each turn. Computer
programs like Deep Blue analyze these moves, con-
sidering the opponent's possible countermoves, and
then the countermoves to the countermoves. In
computer chess terminology, each move and its re-
sponse is called a ply. The fastest chess programs look
ahead seven or eight plies into the game.

The result is a densely proliferating tree of
possibilities with the branches and twigs representing
all the different ways the game could unfold. Looking
ahead just seven plies (14 individual chess moves)
requires examining 35 to the 14th power (more than
a billion trillion) leaves representing all the various
outcomes.

As the computer tries to look deeper, the number of
possibilities explodes. Programmers have learned
clever ways to "prune" the trees, so that all but a
fraction of the paths can be discarded without
plumbing them all the way to the bottom. Even so, a
chess-playing computer looking ahead seven plies
might consider as many as 50 or 60 billion scenarios
each time its turn comes around.



As bad as that sounds, in Go the situation is
drastically worse. The tree of possible moves is so
broad and dense that not even the fastest computer
can negotiate it. The first player can put a stone in
any of 361 places; the opponent can respond by
placing a stone on any of 360 places, and so on. As
the game continues, there are steadily fewer possible
places to play. But, on average, a player is faced with
about 200 possible moves, compared with just 35 in
chess.

As a computer scientist would put it, the branching
factor is much higher for Go than for chess. In chess
the approximate number of possible board positions
after only four moves is typically 35 times 35 times
35 times 35 equals 1,500,625. For Go, the number is
200 times 200 times 200 times 200 equals
1,600,000,000 -- and far more toward the beginning
of a game. Search one ply deeper and the numbers
rapidly diverge: about 1.8 billion possible outcomes
for chess and 64 trillion for Go. Looking ahead 14
moves, or seven plies, in Go creates a search tree not
with a mere 35 to the 14th power leaves, as for chess,
but with more than 200 to the 14th power leaves.
Pruning techniques cut this down to about ten
thousand trillion possibilities to consider. Still, a Go
computer as fast as Deep Blue (which analyzed some
200 million chess positions per second) would take a
year and a half to mull over a single move.

Even worse, performing so laborious a search would
give the computer no significant advantage over its
human opponent. After sifting through the myriad
possibilities, a chess-playing computer tries to choose

the move that will leave it in the strongest position. It

determines this by using fairly simple formulas called
evaluation functions. Each piece can be assigned a
number indicating its rank (pawns are worth 1,
knights and bishops 3, rooks 5, queens 9). This
figure can be multiplied by another number
indicating the strength of the piece's position on the
board. Other formulas quantify concepts like "king
safety," or how wellprotected that piece is. These
rules, called heuristics, are hardly infallible, but they
give the computer a rough sense of the state of the
game and a basis on which to make its decisions.

Go does not succumb to such simple analysis. There
is no single piece, like a king, whose loss decides the
game. Even counting the amount of territory each
player has captured is not very revealing. With the
placement of a single stone, a seeming underdog
might surround the grand structure his opponent has
been assiduously building and turn it -- jujitsu-like --
into his own. "You're stringing all these stones
together, and if you don't watch out the whole col-
lection becomes dinner for your opponent,” Klinger
said.

10

Expert Go players evaluate the state of the board by
using their skills at pattern recognition, and these are
very hard to capture in an algorithm. After years of
experience, they can look at a complex configuration
and sense whether it is "alive,” meaning that it is
constructed in such a way that it cannot be captured,
or "dead," so that no amount of reinforcement can
save it. Learning to sense life and death is crucial. A
player does not want to waste stones attacking a
group that is invulnerable, or defending one that is
doomed. Sometimes there are fairly obvious clues: if
a group of stones contains two configurations called
eyes, it can fend off any attempt to capture it. But
often the difference between life and death is difficult
to perceive, hinging on a single stone.

Go masters can also sense whether several
unconnected stones might be slowly joined to form a
group, or whether two smaller groups might be
combined into a larger, stronger whole.

To get a computer to do this kind of analysis,
programmers must confront fundamental problems
in artificial intelligence. Fotland armed his program,
The Many Faces of Go, with basic concepts like
territory and connectivity (whether several stones are
in adjacent positions). It can also recognize some
1,100 different patterns, each of which sets off a
sequence of suggested moves, and it has access to
about 200 higher-level strategic notions like "attack a
weak group" or "expand into a potential territory" or
"if behind, make unreasonable invasions that you

WHERE DO THEY STAND?
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In this actual tournament game, after 63 moves,
most computer Go programs would have difficulty
answering these questions:

- Is groupa dead or alive?

-What about group and the single stone marked c ?
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don't expect to work." Like Deep Blue, the program
draws on a library of standard openings and other
commonly used plays. Drawing on this knowledge, it
will consider only about 5 or 10 of the approximately
200 possible moves available to it in a typical turn.

But programming this kind of knowledge is
extremely difficult. "People are so good at dealing
with fuzzy concepts," said David Mechner, a doctoral
student in neural science at New York University
who is a top-ranked amateur Go player. But how do
you tell a computer that several stones might end up
being connected, but not necessarily? Mechner and
Klinger are studying these kinds of problems and
fine-tuning an algorithm for recognizing life and
death. They hope to soon join the handful of
programmers competing to make the best Go pro-
gram.

Answers to questions about the third game:

-An experienced Go player would say the group of
white stones marked “a” is dead, because it is
vulnerable to being encircled as more black stones ar¢
played.

-The block labeled “b” is alive, with the potential to
protect itself from encirclement.

-The white stone labeled “c” is dead.
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The winner of the FOST Cup, sponsored by the
Japanese Fusion of Science and Technology
organization and held in Nagoya next month as part
of the International Joint Conference on Artificial
Intelligence, will get about $17,000. The contest for
the $7,000 Ing Cup, sponsored by the Ing Chang-ki
Wei-Chi Educational Foundation in Taipei, will be
held in November in the San Francisco Bay Area.
(The winner will have the opportunity to challenge
three young Go players for additional prizes).

But winning the $1.4 million prize promised by the
Ing foundation to a program that beats a human
champion may be an impossible dream. The offer
expires in the year 2000. Go programmers are hoping
it will be extended for another century or two.

SM 1 UPPSALA PINGSTHELGEN

FOR FORSTA GANGEN VAR DET NU UPPSALAS TUR
ATT ANORDNA SM. Idén att ldna en pensionirs-
lokal av kommunen tror jag alla deltagarna upp-
skattade. Det var stora utrymmen, dels for sjilva
spelet, och dels for avkoppling och analys -och
fint moblerat. Liget var ocksa ganska “maxat”:
Nira till jarnvigsstation, centrum samt restau-
ranger. Vi som kom fran Skdne med bil behovde
inte rora den pa hela helgen! Allt var inom géang-
avstdnd. Kinesrestaurangen i kvarteret brevid foll
tydligen deltagarna pa lappen. Tva kvillar i rad
starkte vi deras finanser rejilt.

Sjélva tdvlingen kom att bli overraskande jimn.
Till att borja med var flera tidigare svenska més-
tare inte med: Ulf Olsson, Christer Lindstedt
samt Magnus Kylemark. Ran Tao som vann i fjol
var inte heller med.

Sedan hinde det roliga -for spianningen- att de
hogst rankade spelarna Pal Sannes och Harry
Taari akte pa ovintade forluster. Pal forlorade
mot 1-kyuaren Gustav Fahl sedan han ~glomt
bort” att forsvara en horngrupp och senare missat

Tva av sveriges flitigaste tivlingsspelare just nu:

Gustav Fahl 1k, till vinster, tidigare drivande kraft i Linkopings
Go-klubb. Nu bor han i Stockholm. Héri SM Iyckades han ta vinna
over Pil Sannes (3D).

Leif Pettersson 1k , en av de aktivaste i Visterds go-klubb. Fran
denna tivling fick han med sig bl.a. en vinst dver Harry Taari (3d).
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ett enkelt sétt att "ateruppliva” hornet. Harry forlo-
rade ocksd mot en 1-kyuare: Leif Pettersson.
Efter fyra av sex ronder var det en titklunga pa fem

personer som hade tre podng. Med andra ord var det

en helt 6ppen historia !

Efter femte ronden visade det sig dock att bara Erik
Ekholm och Kouketsu Hisashi hade fyra poing. Sista
ronden blev en direkt final dem emellan ! Och fran
att ha varit en ganska okénd spelare i Sverige sa gick
Kouketsu direkt upp till toppen. Inte illa. Tyvirr dr
han inte svensk medborgare, sa dérfor gick titeln
Svensk Mistare -med atfoljande VM-poing- dnda till
Erik Ekholm. Detta ir forsta gaingen Stockholm fatt
tillbaka titeln efter Eui Suks vinst 1993 !

P1. Name Str Co. MMS
1 Kouketsu Hisashi 2d Jap 13
2 Sannes, Pal 3d Nor 12
3 Ekholm, Erik 2d Sve 12
4 Taari, Harry 3d Sve 12

5 Bdcklund, Staffan 2d Sve 12
6 Abrahamsson, Jérgen 1k Sve 11

7 Fahl, Gustav 1k Sve 11

Pettersson, Leif 1k Sve 11
9 Persson, Magnus 2d Sve 11
10 Thulin, Mikael 1k Sve 11
11 Mellin, Niklas 1k Sve 10
12 Wendsjo, Bjorn 2k Sve 10
13 Wu Xiaoming 2d Kin 9*
14 Strand, Krister 2k Sve 9

15 Carlsson, Lars-Géran 5k Sve
16 Martin, Per-Erik 3k Sve
17 Solum, Patrik 3k Sve
18 Salomonsson, Lasse 5k Sve
19 Gustavsson, Mattias 5k Sve
20 Evensen, Pelle 5k Sve
21 Andersson, Mikael 7k Sve

22 Ekstrand, Niklas 8k Sve
23 Sdterberg, Sten 9% Sve
24 Aspenstrom, Stellan 10k Sve
25 Yllman, Jens 8k Sve

NN W WU NN NN oo ©

26 Salomonsson, Egil 13k Sve
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Flera andra saker var kul att se:

- Lars-Goran Carlsson som tidigare varit aktiv i
Stockholm gjorde comeback for den nya klubben i
Vixjo.

- Patrik Solum som spelar for (en sé avldgsen plats
som) Soderhamn har nétt upp till 3-kyu.

- Flera av deltagarna hade ldagre kyu-tal. Se separat
tabell. Dvs, nagon form av tillstromning av nya spe-
lare finns fortfarande.

- Att Per-Erik Martin lyckats fa nio Uppsala-spelare
’pa fotterna” dr imponerande. Uppsala ér ju dnda en
relativ nykomling bland goklubbarna.

S0D0S
55+
48
4
43
41

Stockholm 30 46.7
Sdderhamn 6 16.7
Uppsala 51 51.0
Visterads 12 4.7
Vixjo 6 83.3

13 Kyu 1
12 Kyu
11 Kyu
10 Kyu
9 Kyu
8 Kyu
7 Kyu
6 Kyu
5 Kyu
4 Kyu
3 Kyu
2 Kyu
1 Kyu
1 Dan
2 Dan
3 Dan

BN WO U e W

Ytterligare tvd 1-kyuare:

Jorgen Abrahamsson, till véinster. I partiet mot Kouketsu hittade han, pd den halva

sekund armrorelsen tog, ett "annu smartare sétt” att dra ut sina invaderande stenar

ur motstandarens moyo. Om han bara spelat det hederliga draget hade turneringens
resultat blivit mycket annorlunda i toppen.

M UTSUT VNN PO P NVEFE PO S

Niklas Mellin ar ny ordforande i Svenska Go-férbundet. Kommer hans rankingtal
att fortsitta stiga i samma fart som det gjort hittills?
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5 PROBLEMER
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Problem 1. Sort trekker
Hvor er det svake punktet i hvits formasjon?
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Problem 3. Sort trekker.

Mange vil nok raskt finne en mate & lage
en ko om livet til denne hvite gruppa. Litt
mer omtanke kreves for 4 oppdage at sort
faktisk kan drepe hvit ubetinget!
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Problem 2. Hyvit trekker.
Hyvit ser ut til & vere grundig kuttet i minst
to grupper. Men det er altsd hvit i trekket...

TTTT
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Problem 4. Sort trekker.

For spillere pa dan-niva bgr dette vere
grei skuring. Men hvis man ikke har sett
denne tesujien fgr er sorts andre trekk bort
imot umulig & finne.

Ko er ikke bra nok!

Problem 5. Hyvit trekker.

+' Hyvit trekker og lever ubetinget. Denne
stillingen ser bade enkel og fundamental ut.
Overraskende nok er dette likevel et ganske
N N krevende problem.
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Hvit 1 er den enkle men sikkert for mange overrask-
ende lgsning.

Diagram 5A og 5B viser to varianter som kan fglge
etter dette, diagram 5C viser hvorfor det "opplagte"
trekket ikke fungerer.

5A SB 5C
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The 20th World Amateur Go Championship

Sponsored by: The Nihon Ki-in/Japan Airlines
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Rk No Country Name Win Lose IR 2R 3R 4R 5R €R 7R 8R Age Times Selection convention Rank Results

1 7 KOREA Chan Woo KIM 8 02830102911 2 9 1 26 1 National Amateur Champion 7-dan 0000O0O0CO0O
2 2 JAPAN Satoshi HIRAOKA 7 1202135 4 3 71123 27 2 Winner, Qualifying Tournament 7-dan 000 00XO0O
3 1 CHINA Won Dong ZHAO 6 23217161115 3 4 7 25 1 Winner, Amateur Newspaper Tournament  7-dan 000XO0O0O0X
4 4 CHINESE TAIPEI Ping Chiang CHOU 6 2132515 21910 1 8 16 1 Winner,1998 National Amateur Tournament6-dan 000X00XO
5 3 D.P.R.KOREA Yong Sam MUN 6 23823 59 2 12028 19 4 Winner, High-Dan Players Tournament  7-dan 0000XXO0O0
6 9 HONG KONG CHINA  Yee Hsun WANG 6 21834 8 312 6 713 31 1 Winner, Hong Kong Go Club Tournament  6-dan 000X00XO
7 19 NETHERLANDS Frank JANSSEN 6 2104333 8 4411611 39 3  2nd,1997 Dutch Championship 6-dan X000XO0O0

8 11 U.S.A. Thomas HSIANG 5 33641 6 1 713 219 49 1 Winner,1997 U.S.0pen 6-dan 00 00X O0XX
9 13 (ZECH REPUBLIC Radek NECHANICKY 5 3 43814281811 5 9 26 4 2nd, 1997 Czech Championship 6-dan X0000XO0KX
1028 SINGAPORE Peng Chwan ONG 5 3 7472713253015 3 24 2 Winner, Qualifying Tournament 5-dan X00X000KX
11 8 CANADA Zhigi U 5 32433 919371210 4 44 2 Winner,1997 Canadian Open 6-dan 00X X000KX
12 6 RUSSIAN FEDERATION Alexei LAZAREV 5 32029112134 92312 37 5 1998 Russian Champion 6-dan 00X O00XXO
1315 HUNGARY (saba MERO 5 33942 417 1212825 18 2 1997 Hungarian Champion 5-dan 00X O0XO0XO0
1420 AUSTRALIA Yi Ren ZHOU 5 3 24432341729 3 5 54 1 3rd, Australian Open 1997 7-dan X00X00X0O0
1523 GERMANY Egbert RITTNER 5 343 341301031 6 2 37 5 1997 German Champion 6-dan 0X00XO00O0KX
1616 FINLAND Vesa LAATIKAINEN 5 31222 12413181938 33 6 1997 Finnish Champion 5-dan 00X O0XO0XO0
1729 BELGIUM Jan BOGAERTS 5 345 626 735201841 33 1 1997 Belgian Champion 3-dan 0X0X0Xo00
1817 UKRAINE Dmytro YATSENKO 5 344 1 371520421410 32 2 2nd,1997 Ukrainian Championship 6-dan 0X0XX00 0
1910 FRANCE Pierre COLMEZ 4 41937 73923 4 817 35 4 2nd, Points System 5-dan 00X O00XXX
2030 MEXICO Ricardo QUINTERO ZAZUETA 4 440 7252333283927 46 5 1997 Mexican Champion 4-dan 0X0XO0XO0X
21 5 ROMANIA Robort MATEESCU 4 43127 31214341320 26 4 1997 Romanian Champion 6-dan 00X X00XX
2241 SWEDEN Magnus KYLEMARK 4 41411232226192429 26 1 2nd,1997 Swedish Championship 2-dan 00X X00XO0X
2312 AUSTRIA Franz HUTTLER 4 4163642 5 98 26 6 33 3 1997 Austrian Champion 4-dan X000XXO0X
2425 UNITED KINGDOM T Mark HALL 4 443 4 303128332115 50 1 1st, Points System 4-dan 0X X0 X0 0 X
2534 NEW ZEALAND Injune KANG 4 4479 1820 65 3822 43 1 1997 New Zealand Champion 6-dan 0X 00XXXO
2621 CROATIA Zoran MUTABZIJA 4 4352 50 62415252 54 4 1997 Croatian Champion 5-dan 0X 0 X O0X X0
2738 ISRAEL Leonid ENTIN 4 4 313474018 223416 37 1 1997 Israeli Champion 3-dan XX 00 X00 X
2814 POLAND Jan LUBOS 4 441391336 5401732 41 1 2nd,1997 Polish Championship 5-dan X0 X 0 X0 X0
2924 SLOVENIA Leon MATOH 4 4 845311621364139 36 5 1997 Slovenian Champion 5-dan X0 0 X X0 X0
3035 INDONESIA Woei Haw DJAP 4 4215022729394018 40 4 Winner, Qualifying Tournament 3-dan X0 X0 XX 00
3133 BRAZIL Kazuo WATANABE 4 449 8 193230254831 62 1 2nd,1998 Brazilian Championship 5-dan 0X X0 XXO00
3227 MALAYSIA Pai Yee CHU 4 446 5 283539433730 28 1 1998 Malaysian Champion 4-dan 0X X X X000
3318 SPAIN Cesar SANCHEZ MUNOZ 3 5 940 344838162935 26 3 1997 Spanish Champion 4-dan X0 X 00X X X
3439 SLOVAKIA Miroslav KOSTOLANSKY 3 51514 46 1027 3530 24 40 1 3rd, 6th Internatinal Championship 2-dan XX 0 X 00X X
3526 THAILAND Veerachote 3 5 640294241371221 21 1 199 Thailand University Champion 3-dan X0 X0 X0 X X
3631 NORWAY Jostein FLOOD 3 5 548242532234533 31 6 1997 Norwegian Champion 5-dan X0 X X0X 0 X
3732 DENMARK Michacl STAUB 3 5 149203331464214 37 1 1997 Danish Champion 3-dan X0 X X X0 0 X
3822 YUGOSLAVIA Mijodrag STANKOVIC 3 5421649 4147383634 44 1 1997 Yugoslav Champion 5-dan XX 0X0X0X
3936 CHILE Juan Carlos CARRILLO 3 5111248 1445242244 46 4 Winner, Qualifying Tournament 3-dan XX 0 X0X X0
4042 TTALY Giacomo BAIZINI 3 52215122648173249 28 1 4th,1997 Italian Championship 2-dan 0X X X 0X X0
4137 TURKEY Kerem KARAERKEK 3 550101744 8262746 26 3 Winner, Alpar Kiling Go Tournament 3-dan 0X X 0 XX X0
4240 SWITZERLAND Stefan REISER 3 53018453844143548 36 1 Ist, Points System 1-kyu XX0X0XXO0
4347 CUBA Rogelio ROJAS CASTELLANOS 3 53428384922485045 29 1 Winner, Granma Tournament 3-kyu XX X0 XX 00
4448 PORTUGAL Cabriel BRANCO 2 62531364342473340 37 3 Winner, Qualifying Tournament 1-kyu XX X0 X0 X X
4544 ARGENTINA Hugo SCOLNIK 2 61720433740454936 56 1 3rd,1997 Argentine Championship 2-dan XX 0 X XX 0X
4645 SOUTH AFRICA (live HUNT 2 62924405036443147 40 1 7th,1997 South African Championship  1-dan XX X0 X0 X X
4743 TRELAND Christopher RAPERTY 2 6231944 4834927 4650 47 1 3nd,1998 Irish Championship 1-kyu XX X X0X X0
4846 LUXEMBOURG Jean BRAUCH 2 62726391850324337 4 1 Winner, Qualifying Tournament 1-kyu XX X X 0X 0 X
4949 VENEZUELA Heiryck GONZALEZ G. 1 733322247 43504442 25 1 1997 Venezuelan Champion 3-kyu XX X X X0 X X
5050 INDIA Arun SAGAR 0 83735214546494743 15 1 Winner, Delhi Go Club Tournament 5-kyu XX X X XX X X

EN BILD FRAN GOTEBORG OPEN I HOSTAS
Hur ménga Dan har de fyra spelarna pa bilden
tillsammans ?

Var sitter de och spelar ?




