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Japanske regler for spillet GO

Torben U. Zahle

Brat, sten og trak

GO spilles pa et bret med 19x 19 linier. De to spillere har hver en skil med
henholdsvis sorte og hvide sten. I princippet har de uendelig mange af dem,
men i praksis har man ca. 180 sten hver. Desuden har de hver en fangeskal.

Regel 1: §Start. Spillet starter med et tomt brat.
Regel 2: Trak. Spillerne skiftes til at satte en sten pad liniernes ubesatte
skaringspunkter. Sort starter.
Formalet med spillet er at f& flest point. Dette kan op-~
nds pa to mi3der: Dels ved at erobre fanger, dels ved at omrin-
ge territorium.




Fanger
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En samling sten af en farve udge¢r en "gruppe", safremt stenene er

hengende langs linierne (ikke langs en diagonal).
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Fig. 1

De seks sten er delt i to grupper af sammenhan-
gende sten. De to grupper er adskilt ved et dia-
gonalt brud mellem de to markerede sten.
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En "frihed" for gruppen er et ubesat punkt, der stgder op til gruppen.
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Pig. 2

Ber ser vi eksempler p& grupper med henholdsvis

2, 3, 4 og 5 friheder.

Regel 3: Fanger.

a) En fast forbundet gruppe sten af een farve fanges, nar alle
skzringspunkterne direkte op til den er besat af fjenden.
Stenene fjernes fra brzttet og lagges i modstanderens fange-
sk&l. (Avis dette sker for to modstéende grupper samtidigt,

er det spilleren i trazkket, som fjerner modstanderens gruppe.)
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Fig. 3
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Her ser vi hvorledes en sten bliver ercbret pa

midten, pd siden og i hjgrnet.
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Fig. 4

Her ser vi tre eksempler pa at en gruppe
bliver ercbret.
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?ig. 5
. Ber ser vi en situation, og hvordan den
#ndrer sig, hvis Sort sztter i punktet g.
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Fig. 6

©  Her ser vi hvorledes situationen #ndrer sigqg,
.hvis Bvid s=tter 1 punktet y.
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egel b) Man ma ikke satte et sted, hvorved kun ens egen gruppe bliver
tet omringet. Dette ville svare til selvmord, hvilket er forbudt.
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Fig. 6 a
Sort m3 hverken szttes i d, e eller f.
K&

Situationer som vist i Figur 7 kaldes "k&".
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Fig. 7

KS. Sort kan erobre en sten ved at satte
h, j eller k, hvorefter Hvid (efter et mel-
lemtrak) kan satte 1, m eller n.

Det karakteristiske er, at de to spillere kan blive ved med at tage en fan-
ge, sdledes at situationen gentager sig. For at undgd at spillet udarter pa
denne made, har man indf¢rt en sarregel, der forbyder en spiller at saztte
saledes, at brattet bliver n¢jagtigt det samme som efter hans sidste trzk.
Dvs. man mé& lave mindst 1 trazk et andet sted, f¢r man kan tage k&'en igen.

Regel 4: K&. En sten mad ikke sattes sidledes at den braztsituation gentages,
som var tilstede efter ens forrige trak.

KS-situationen fortsztter med at vere der til en af spillerne ser det som
sin fordel at fylde ké&'en ud, efter at han har taget den andens sten.
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Territorium

Frie punkter der udelukkeghe er omringet af sten tilhgrende den ene part
siges at vere "territorium" for denne. (Kanten af brattet regnes med til
territoriet,)
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Fig. B
Sort har lavet tc territorier pi henholdsvis
31 og 9 point, medens Avid har to territorier
pé 22 og 17 point
Dgde sten

Sten som modstanderen kan fange, hvis han vil, kaldes "dgde" sten. Typisk
drejer det sig om enkelte sten inden for modstanderens territorium.

Fig., 8

De dgde sten er markeret med en trekapt

Dgde sten behgver modstanderen ikke at fange under selve spillet, men han
kan blot fjerne dem efter afslutningen af spillet og legge dem i sin fan-
geskal. Se narmere under optalling.




Seki

&
En "seki"-situation opstar, hvis ingen af parterne kan forsgge at erobre
den andens sten uden selv at blive erobret ferst.
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Fig. 10

Seki. Ingen'af parterne g¢gnsker naturligvis
at sztte pd de med hak m=rkede steder.

Afslutning

Pa et vist tidspunkt vil det vare saledes, at man ikke kan sikre sig flere
point.
Regel 5: Afslutning.

Spillerne har til enhver tid lov til at sige pas i stedet for
at sztte. Trepd hinanden fglgende passer afslutter spillet.

For at lette opt®ilingen plejer man at fylde de neutrale punkter ud, d.v.s.
punkter som hverken ligger inden for den enes eller den andens territorium.
Disse hedder "damé"-punkter.

Fig. 11

Situationen efter udfyldning af
damépunkter og afslutning af spillet.




Ogtalling

Regel 6: Optalling. “

a) Dgde sten fjernes cg fgjes til fangerne. Opstar der tvivl om
hvorvidt nogle sten er dede, afggres det ved en analyse af
stillingen.

1 praksis vil man ofte spille videre til situwationen er afklaret - d.v.s.
spille videre pa en siddan made, at begge parter lagger lige mange sten,
s& pointsummen ikke forrykkes.
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Fig. 12

Situationen efter at de
dgde sten er fjernet.

Regel 6: b) Spillerne far 1 point for hver fange, samt 1 point for hvert
territoriepunkt de har omringet. Spilleren med flest point
har vundet. Ved lige pointstilling har Hvid vundet.

c) Der gives ikke point for omsluttede punkter inden for en seki,
eller for punktet i en k& som evt. ikke er ferdigspillet.

For yderligere at lette optzllingen lzgger man sine fanger i modstan-
derens territorium - det gér lige op. Dvs. han mister et territoriepoint,
og man mister selv et fangepoint. Desuden er det kutyme, at man tzller
modstanderens point, samt at man flytter lidt rundt pa stenene, sdledes
at landomraderne bliver lettere at tzlle.
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Handicap

Medmindre spillerne er lige stzrke, er det normalt at gpille med handicap,
siledes at den Svagere spiller far et vist antal sten pa brattet inden
spillet starter. Der b¢r placeres si mange sten, at der bliver lige stor
chance for at den ene som den anden spiller vinder. Stenene krazves somme-
tider placeret i punkterne som vist pa Figur 14.

Fig. 14

Med 6 handicapsten undlades sten 5, 8, 9
Med B handicapsten undlades sten 5.

Herefter starter hvid, og man skiftes normalt.

Er spillerne lige starke, skal der gives kompensation for den fordel det
er at starte. Dette ggres ved at Hvid far 5 point extra under optallingen.
Man siger at "kemi" er 5 point,

Regel 7: Kompensation.
a) Lige spil: Bvid far 5 point extra.
b} Handicapspil: Hvid siger pas n gange.

Er man begynder, anbefales det at spille pA et meget lille brat (f.eks.
6 x6) og sd gradvist ggre det sterre, efterhidnden som man bliver fortrolig
med, hvordan spillet forlgber og slutter.

Usadvanlige stillinger

Det f@lgende afsnit er taget fra "International Handbook
and GO Dictionary". Det behandler en rakke usadvanlige situa-
tioner, og som begynder behg¢ver man ikke at l®se dette afsnit,
da de omtalte situationer uhyre sjzldent opstir.




regel g: Usaavaniige stillinger.

The Nihon Kiin's official nules cover many topics which are
dealt with in ‘How to Play Go'; only the rulings concerning
unusuel positions are given here,

I. Sekl. “Both groups &re alive, but not independently.”

In Dia. 1 peither Black nor White can play ‘2’ or ‘b, hencs
this position is stalemate; all three groups are judged alive, but
not independently. At the end of the game. during counting, the
four points ‘a’, 'b’, 'c’ and ‘d’ arc left vecant, Black cannot
count ‘c’ ar ‘d" as his territory, aa his two groups ere not in-
dependently alive.
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2. Beat Foar in the Comner. “Usnconditionally dead™.

As the position stands in Dia, 2, Black cannot make a move
to save his group; but White can start a ko with I and 3 of
Dia. 3 and Dia. 4, Now White should obviously only start the
ko when the last dame point is filled and there are no ko threats
lest, Black must obviously Jose. The Nihon Kiin have there-
fore judged the Black group of Dia. 2 dead without further

play.
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- Dia. 3 1
Dia. 2 . @ elsewhere. Dia. 4

Unfortunalely there is one type of ko threat which cannot be
removed, Dia. 5 shows an example. Black can utilise the seki
and play 4 as a ko tHreat. Nole that White cannot remove this
ko threat before starting the ko. White must answer with 5 and
Black can recapture with 6. Now White has no ko threat and
Black will play 8 to live. This flaw in the Mihono Kiin's verdict
is well known and they may soon reconsider this position.

The curreni Chinese rule is to always play out the position,
this is better than the Japanese rule, as it takes care of a ko
threat like that of Dia. 5.

Also the Japanese rule says that bent four is dead no matter
what surrounds the position; for example if the White group
of Dia. 2 is surrounded by seki, double ko tetc. the Black group
is still unconditionally dead. Many unusuai and fairly artificial
positions can be constructed showing that the Japanese rule
is not complelely correct,
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@ elsewhere

3. Double Ko. Most cases of double ko are obvious. In Dia. 6
the result is seki and in Dia. 7 Black is dead without further
play. A similar example is shown in Dia. 8B, where White is
dead. Il White 'a’ then Black ‘b*, now White must find an ex-
ternal ko threat, which Black will answer, After White retakes
the ko Biack can retake also, hence White has to {ind exiernal

ko threats gnd Black doean't, so Black will easily win.

4. Jun Ken Ko. This is a fairly artificat position, sec Dia. 9
Black I to 4 are forced and then in Dia. 10, § to 8 are forced
and the position repeats jtself. The game is drawn 18 the official
rufing, which is reasonable,

5. Chésel. (Eternsl life).

This is similar to 4, Jun Kan Ko, a cyclic repetition. Dia. 11
shows an example; the sequence White 1 to Black 4 is forced
and now the position repeats itself. The game is judged drawn
is the ruling. In both cases of cyclic repetition one player could
give the position up, if he were already a long way abead and
he could win.
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Dia. 10

6. Maonen Ko, {10,000 year ko).

Dia. 12 shows ah example, if White captures coonects and
gt 'a’ it is seki, but il Black fills at ‘a’ he is dead. As Black will
refuse to fill, the sitnation is complicated. The Nibon Kiin
ruling is that “when there iz a ko effective by the next move it
must be continued™. In this case White has to capture and fitl,
thus making it seki. There gre many possible arguments both
for and against this ruling.
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7. San Ko. (Three Ko)

Dia. 13 shows an example, as Black and White can per-
petually retake the three ko, the game is judged drawn.
8. Torazu San Moku

Thisis a highly artifical position shown in Dia. 4, If Black
takes one White stone, then White can immediately retzke the
five Black stones. If White takes four Black stones, then Black
can jmmediately retake the two White stones, A little analysis
shows that the position is worth Lhree points to White, if Black
plays first and this is the official rule. (If White plays first the
position is actually worth less, hence White gains from the
ruling.)

The position of Dia. 15 is worth five points to White according
to the official rule.
9. Snap-back

In a enap-back like that in Dia. 16, Black does not have to
capture the White stones and the point ‘s’ is regarded a3 Black
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Regel 1:.

Regel 2:

Regel 3:

Regel 4:

Regel 5:

Regel 6:

Regel 7:

Regel 8:

a)

b)

a)

" stillingen.

b)

c)

a)
b)
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Start.
Spillet starter med et tomt brat.

Trak.
Spillerne skiftes til at gztte an sten pa liniernes ubesatte
skaringspunkter. Sort starter.

Fanger.

En fast forbundet gruppe sten af een farve fanges, nar alle
skaringspunkterne direkte op til den er besat af fjenden.
Stenene fjernes fra brazttet og lagges i modstanderens fange-
skal. (Bvis dette sker for to modstiende grupper samtidigt,

er det spilleren i trazkket, som fjerner modstanderens gruppe.}

Man mA ikke sztte et sted, hvorved kun ens egen gruppe bliver
t#t omringet. Dette ville svare til selvmord, hvilket er forbudt.

¥5.
En sten ma ikke sattes sdledes at den brztsituation gentages,

som var tilstede efter ens forrige trak.

Afslutning.

Spillerne har til enhver tid lov til at sige pas i stedet for
at sztte. Tre pad hinanden fg¢lgende passer afslutter spillet.

Opt=lling.
Dede sten fiernes og fgpjes til fangerne. Opstir der tvivl om
hvorvidt nogle sten er dpde, afgeres det ved en analyse af

Spillerne £ar 1 point for hver fange, samt 1 point for hvert
territoriepunkt de har cmringet. Spilleren med flest point
har vundet. Ved lige pointstilling har Bvid vundet.

Der gives ikke point for omsluttede punkter inden for en seki,
eller for punktet i en ké som evt. ikke er fardigspillet.

¥ompensaticn.
Lige spil: Bvid fir S5 point extra.
Handicapspil: Bvid siger pas n gange.

Usadvanlige stillinger.




The Nihon Kiln's officinl rules cover many topics which are
dealt with in ‘How to Play Go'; only the rulings concerning
unusual positions are given here,
I. Sekl. “Both groups are alive, but ngt <independently,”
In Dia. ! peither Black nor White can play *a* or ‘b, henco
this position is stalemate; all three groups are Judged alive, but
not indepeadently. At the end of the game, during counting, the
four points ‘a', b, 'c’ end 'd" are left vecant. Bleck cannot
count ‘c” ar ‘d" as his temitory, pa his two groups are oot ine
dependently alive.
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2. Bent Four in the Corner. “Unconditionally dead™,

As the pasition stands in Dia. 2, Black canoot make a move
to save his gronp; but White can start a ko with 1 and 3 of
Dia. 3 and Dia. 4. Now White should obviously only start the
ko when the last dame point is filled and there are no ko threats
fest, Black must obviously lose. The Nihon Kiin have there-
fore judged the Black group of Dia. 2 dead without further
play.

. Dia. 3
Dia. 2 @ elsewhere

Unfortunately there is one type of ko threat which cannot be
removed, Dia. 5 shows an example. Black can utilise the seki
end play 4 as a ko tHreat. Note that White cannot remove this
ko threat before starting the ko. White must answer with 5 and
Black can recapture with 6. Now White has no ko thicat and
Black will play 8 to live. This Baw in the Nihor Kiin's verdict
is well known and they may soon reconsider this position.

The current Chinese rule is to always play out the position,
this is better than the Japanese rule, as it takes care of a ko
threat like that of Dia. §.

Also the Japanese rule says that bent four is dead no matter
what surrounds the position; for example i the White group
of Dia, 2 is surrounded by seki, doubie ko tetc. the Black group
is still unconditionally dead, Many unusual and fairly artificial
positions can be constructed showing that the Japanese rule
is not completely correct,

@ elsewhere - Dia.8

3. Double Ko. Most cases of double ko are obvious. In Dia, &
the resuit is seki and in Dia, 7 Black is dead without further
play. A similar example is shown in Dia. 8, where White is
dead. If White ‘a* then Black ‘b, now White must find an ex-
ternal ko threat, which Black will answer. Afier White relakes
the ko Biack can retake abso. heace While has (0 find axternal

ko threats and Black docan’t, po Black wilk sesily win,

4. Jun Kan Ko. This is & fairly anifical position, sce Dia. 9
Black ! to 4 are foroed and then in Dia. 10, 5 to 8 are forced
and the posilion repeats itself, The game is drawn 1s the official
ruling, which is reasonable,

5. Chdsel. {Eternal life).

This is similar to 4, Jun Kan Ko, a cyclic repetition. Dia. 11
shows an example; the sequence Whits 1 to Black 4 is forced
and now the position repeats itself. The game is judged drawn
is the ruling. In both cases of cyclic repetition ong player coukd
give the position up, if he were already a long way ahead and
he could win.
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Dia. 10

6. Mannen Ko. (10,000 year ko). )

Dia. 12 shows an exarnple, if White cagtures connects and
at ‘a’ it is seki, but if Black fills at 'a’ he is dead. As Black will
refuse to fill, the sitvation is complicaied. The MNihon Kiin
ruling is that “when there is a ko effective by the next move it
must be continued”. In this case White has to capture and fitl,
thus making it seki. There are many possible arguments both
for and against 1his ruling,
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7. San Ko, (Three Ko)

Dia. 13 shows an example, as Black and White CAD per-
petually retake the three ko, the game is judged drawn,
B. Torazu San Moku

Thisis a highly artifical position shown in Dia. 14. If Black
takes one White stone, then White can immediately retake the
five Black stones, If White takes four Black stones, then Black
can immediately retake the two White stones. A litle analysis
shows that the position is worth three points to White, if Black
Pleys first and this is the official rule. (If White plays first the
position iz actually worth less, hence White gains from the
ruling.}

The position of Dia. 15 is worth fve points to White according
o the official rule.
9. Saap-back

In & snap-back like that in Dia. 16, Black does not have to
capture the White stones and the peint ‘a’ is regarded as Black
territory,
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