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EDITORS NOTES
Here we are again! After roughly three years Suji is back and kick-
in’. Those of you who have read the previous issues might have 
wondered why the magazine was discontinued all of a sudden. 
The main reason has probably been the lack of editorial structure 
and writers. It was rather difficult to find interesting material and 
even more difficult to find other people who were willing to join 
the project. Actually we are still looking for people who would be 
willing to support the magazine by publishing interesting articles 
and reviews. Should you be interested, check out our Contribute-
section. Anyway, we have learned from that experience and are 
trying to do things differently this time. For starters: a whole new 
design. As for the content, we decided to go international instead 
of just covering the Switzerland-area. Of course you can expect 
the contributions that were popular three years ago (such as re-
views and tsumego) but also a whole lot of new topics and ideas. 

We are greatly looking forward to present you Suji once again and hope you will enjoy it!

In case you are completely new to the world of Go, we suggest visiting our website suji.ch where 
you read about the game and learn the basics.

The term “suji” (筋) refers to the style of playing or the flow of the game. As we are once again in-
tending to bring a new twist to Go by publishing this magazine, we thought the name was fitting.

Editorship  Stjepan Lukac (1k)

Contributors  Alexandr Dinerchtein (3p)
   Ion Florescu (7d)
   Lorenz Trippel (1d)

Website  Phillip Urlich (6k)

Software used GoWrite     gowrite.net
   MultiGo     ruijiang.com/multigo

Contact  Website     www.suji.ch
   E-Mail      suji@gmx.ch

All articles and reviews published in this magazine are the property of their respective writers. 
As for the magazine itself, it is completely free of charge. Feel free to distribute it among other 
other players.
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touch and go

z ARTICLE

Reaching Go players from all around the world
has never been easier.
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The iTunes App Store meanwhile offers a 
great variety of different apps and tools at 
very low prices. The apps range from simple 
recorders to clients and useful Go databases. 
As there are a couple of dozen apps avail-
able, we will only focus on the ones that 
appear the most useful to us and show you 
what they can and can’t do - enjoy!

Anders Kierulf is pretty successful with his 
Windows-based SmartGo Go database. So 
why not make one for the iPhone/iPad? 
Basically this tool lets you do pretty much 
everything his predecessor did. You can re-
cord your games, play through the pro game 
database (which includes 30’945 games so 
far), browse through the commented games 
(20 in total) or simply solve tsumego.

All of this is very intuitive but also offers
additional options if you’re more routined 
with handling your device. One little short-
coming is that you cannot simply add more 
games to the database or tsumego to the 
collection with just SmartGo. But you can do 
so by downloading Dropbox (which is freely 
available in the iTunes App Store) and trans-
fering the files with this. Apart from that, 
there really isn’t anything to complain about. 
The whole interface is very userfriendly 
and the app comes with a great number of 
games already included in the database - all 
of that at a reasonable price. So if you’re 
looking for an application that lets you
record your games during tournaments, play 
out alternatives or check Joseki and Fuseki 

patterns, this just might be the perfect app 
for you.

Apart from just looking up Joseki or review-
ing pro games, you might feel the urge to 
play a game yourself. Tengen Go Online 
offers the possibility to access IGS and play 
with other players online. When playing you 
have pretty much all options that you would 
have by using a regular client like glGo or 
qGo, which includes reviewing the game af-
ter it’s finished (you can also add own SGF-
files with iTunes), even though this function 
seems a little buggy sometimes. Also no 
markings or icons are available.

Morever it can also be used as a substitute 
for a Go set as it allows to you to play games 
against others in real life (with or without 
Canadian or Japanese time settings and 
handicap). 
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Smatrgo kifu / 
smartgo pro

Functions:
Go Database
Price:
19.99 $ (SGK)
12.99 $ (SGP)
Available for:
iPad (SGK),
iPhone (SMP)

review in a nutshell
+ very userfriendly
+ lots of resources
+ lots of functions
+ great interface
-  difficult to add games

Tengen go online
Functions:
Client, Recorder
Price:
free
Available for:
iPad
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review in a nutshell

+ userfriendly
+ variety of functions
-  reviewing games is
    troublesome
-  still has a few bugs
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Tetsuki
Functions:
Go Client
Price:
Free
Available for:
iPhone, iPad

review in a nutshell

+ easy to use
+ great interface
-  no reviewing options

Te
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i

Developped by Kris van Bael this client is the 
first choice for all iPhone-users. The app can 
be used on an iPad as well, but the resolu-
tion isn’t all that great (Tengen Go Online 
should do the trick though). It has all major
functions that you need to play online. No 
more, no less. Which is ok if you consider 
that the application is completely free to 
download and use.

Apart from that the app is very easy to use 
and makes playing a game on the relatively 
small screen quite enjoyable. You can also 
send the recorded games to your pc via
e-mail.

Silverstar is a somewhant renouned series of 
Go-software (especially concerning bots) in 
Japan. As for this, it isn’t really bad, but not 
really good either.

Silver star provides you with the option to 
either play a game against the computer or 
another opponent (not online though). The 
interface is somewhat chunky but quite self-
explanatory.

Overall the app is ok, but not really worth 
the money. iPhone-users should go for
either Smartgo or SmartGo Pro.

Silverstar
Functions:
Recorder, Bot
Price:
9.99 $
Available for:
iPhone, iPad

review in a nutshell

+ easy to handle
-  strange interface
-  graphics antiquated
-  way too expensive
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This is the version included in Apples Game 
Center and for it what it’s worth: Don’t 
download it. Even as a simple recorder this 
app does a poor job and causes more 
trouble than it’s worth. If you need to record 
your games and don’t want to spend money 
on software for it, Tengen Go Online should 
be your first choice.

I have seen my fair share of bad Go software, 
but this one really takes the cake. Not only is 
the userUNfriendliest app I have seen so far, 
but also pretty much useless when it comes 
to recording.

None of records can be exported in any way 
and you need to press the intersections like 
a bull so that a stone appears. You’re prob-
ably better off with pen & paper.

We are perfectly aware that there is plenty 
of other Go software for the iPhone/iPad out 
there, but for this article we tried to focus 
on those that seemd most important to us. 
Should you however know of other great 
apps that weren’t listed or have just come 
out, let us know. We’d be more than happy 
to present you new exciting software to 
brighten up your day!

SUJI ¢
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바둑
Functions:
Recorder
Price:
Free
Available for:
iPhone, iPad

review in a nutshell

-  free version has ads
-  no reasonable settings
    whatsoever
-   it’s horrible

바
둑

Sente
Functions:
Recorder
Price:
Free
Available for:
iPhone, iPad

goodreader
Functions:
Reader
Price:
iPad 1.10 CHF
iPhone 2.20 CHF
Available for:
iPhone, iPad

This one isn’t Go software per se, but can 
come in rather handy. It basically reads 
anyting from PDF’s to XLS-files.

It is perfect to store and read all kinds 
of Go-related literature (from Tsumego-
collections to Go-theory) and have it at 
hand within instants. If you like to study 
the game on the road, this app is a must-
have for you.

review in a nutshell

-  almost doesn’t respond
-  not userfriendly
-  impossible to play
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This game was played at in august at this 
years Romanian Masters between Ion Flo-
rescu (7d, White) and Cornel Burzo (7d). 
The names should sound familiar to KGS-
users since Cornel (KGS: Cornel) is a regular 
among the high-ranking players that attract 
lots of audience and Mirel (KGS: Tsurukame) 
is the founder and teacher in one of the 
most established online Go-schools on the 
server. Now that we’ve covered the basics, 
enjoy the review.

Black 19 A is a new move. Black prefers this, 
unusual move instead of the normal hane at 
G16. The continuation with White 20 is es-
sential since it is a vital point.

Both players agreed in a review after the 
game, that Black 21 was too slow and should 

have been played one point below C instead 
to which White would answer at B.

White 24 is Yosu-miru (a probe). He was 
trying to prevent a black move at A. This cut 
is either eliminating A, if black plays at 26 
now, or it leaves some bad aji in the corner, 
if black plays at 25. Later on, Whites plan will 
become more clear.

White 28 makes C and D miai.
White 32 starts a standard sequence.

42 is the move 
White was 
aiming at for 
some time. The 
sequence that 
follows forces 
Black to play at 

N REVIEW
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RM 2010
Ion “Mirel” florescu 7d vs. 

cornel burzo 7d

Figure 1 (moves 1 - 30)

Figure 2 (moves 31 - 60)

Diagram 1 (moves 1 - 8)
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Diagram 1 follws and Black loses his corner.

Up to White 52 the entire sequence is 
forced. White is dominating the center but 
having less points so the game will be de-
cided by the amount of territory white can 
secure in the center.

White 58 is an overplay. The correct answer 
would have been A. Blacks answer at 59 is 
very solid and strong.

Black leads to an extremely complex fight, 
black using the presence of 51 quite skill-
fully.

In the sequence up to White 72, Black 
thought he was able to kill the White group, 
but unfortunately he 
hadn’t considered one 
move - White 74.

After White 82, A and 85 
become miai.

Black 85 forces White to 
play at 86. Playing at A 
instead would be fatal, as 
seen in Diagram 2. The 
exchange that follows up 

to White 88 is clearly favorable for White.

With White 98 the center becomes a huge 
moyo and White takes the lead.

Black can’t just idly sit by and starts one last 
offensive to invade the center with 113.

White 116 is a tesuji and seals the game. 
Black has now no possibility to save his 
stones in the center. He resigned a couple of 
moves later.

Reviewed by
Ion Florescu 

Figure 3 (moves 61 - 90)

Diagram 2
(moves 1 - 6)

Figure 4 (moves 91 - 116)



One of the many qualities of Go is its com-
plexity. There is probably no other game 
that reaches the same degree in that per-
spective. Yet Go is based on just a handful of 
very simple rules.

Many players, in their struggle to become 
“strong”, study difficult Joseki and Tesuji and 
neglect to cover the basics. Go has evolved 
at an exponential speed during the past 
decade. The internet takes major credit for 
that since it makes it easier then ever to find 
opponents and study together online. Along 
with this the game itself has changed. When 
looking at modern games like those of Lee 
Sedol or Gu Li, one finds very little res-
semblence to those of the ancient masters 
(Shusaku, Showa, etc.). The pace of the game 
has sped up and new patterns and discover-
ies have rendered the old masters strategies 
almost obsolete.

Local Joseki are losing importance and 
are being replaced by “global Joseki”. It is 
not enough to simply know how a sequence 
starts and ends, but also how it affects the 
global situation on the board. That is why in 
the past couple of years those “global Jose-
ki” or Fuseki have gained major importance. 
A very good start probably won’t win you 

the game, but a bad start might very well 
cost you the victory.

Most of the current English Go-books only 
cover older patterns and only very few 
(mainly those from the OROmedia-series) 
more or less cover the recent develop-
ments in Go. For example there are dozens 
of books on the Chinese opening, a few on 
the small Chinese opening and so far not a 
single one about the micro Chinese opening, 
despite it’s “birth” being almost two years 
ago.

So basically what we are trying with the Fun-
damentals in Go-series will be a founda-
tion stone to later cover these more recent 
developments. Before one can fully compre-
hend the thoughts behind why certain se-
quences are preferred to others and why we 
play moves out in a certain order, one has to 
understand the meaning behind the moves, 
or, in other words, get the fundamentals 
down. In this issue we are going to discuss 
the opening.

Many amateur players, especially the west-
ern ones, have a hard time playing a decent 
opening. Often oneself doesn’t know what 
point is the most profitable one or the op-
ponent plays in an unusual way and you are 
unsure about how to handle the situation. 
Many players will immediately engange in a 
complicated fight and the winner is deter-
mined by whether or not he can make use 
of the attacked group. Don’t get me wrong 
though, the idea behind this is perfectly ok. 
Many strong players, such as bigbadwolf on 
KGS are using it with great success. However

i THEORY
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Fundamentals in Go
part 1: Solid openings

“You’ve got to get the 
fundmentals down, be-
cause otherwise the 

fancy stuff is not going 
to work.”

~ Randy Pausch (The Last Lecture)



page 08 \\\

SUJI ¢

there is a time to attack and a time to de-
fend. If you are unsure about what should be 
your next move, always remember the fol-
lowing priority-list.

Certainly this list isn’t absolute. Stronger 
players will sometimes change the order or 
attack earlier, depending on the opponents 
decisions. Still, if you stick to those five 
basic rules, you won’t go horribly wrong. Of 
course it greatly depends on what kind of 
game you wish for, but if you want a solid 
start, you need to play the shapes out.

Let’s have a look at this opening. The moves 
in figure 1 up to the marked stone are all 
regular, but how should Black answer Whites 
move?

Black 1 seems like 
the  natural choice. 
It supports the left 
side while attack-
ing White’s invading 
stone. Still, there is a 
flaw in Blacks shape 
that White can now 
exploit. Can you find 
it?

White 2 is the magic move. Once played 
Black has almost no way of countering it. 
The profit for White is huge and and Blacks 
formerly strong position is reduced to an 
overconcentrated formation. However this 
result was only enabled through the weak-
ness in Blacks shape which he neglected to 
protect. Playing this kind of move at this 
stage of the game is premature.

Considering this, how should Black have 
played in order to put pressure on White?

1. Play in an empty corner

2. Enclose or approach a stone played in the 
corner (3-4, 5-3, 5-4); Play out a Joseki; Play in 
the middle of the largest open side

3. Make an important/urgent two or three 
point expansion on the side;  Enclose or ap-
proach a corner with a 3-3 or 4-4 stone.

4.  Make a third enclosure move in a corner 
with a 4-4 point or reduce against a partially 
enclosed 4-4 point corner.

5. Make a regular two or three point exten-
sion on the side.

Figure 1

Diagram 1

Figure 2
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Opening Theory made Easy
Otake Hideo 9p
ISBN: 4871870367

Lessons in the Fundamentals of Go
Toshiro Kageyama 7p
ISBN: 4906574289

The Workshop Lectures Vol. 3
Yang Yilun 7p
ISBN: 1932001344

A Dictionary of Modern Fuseki
Kiseido
ISBN: 4906574815

Diagram 1

Black secures his 
formation by play-
ing the marked 
stone. White still has 
the possibility to 
cause trouble within 
Blacks moyo, but he 
no longer has pos-
sibility to connect to 
his strong group at 
the top, which 
makes just living a 

pretty hard task. Black can be satisfied.

Always remember that every shape you 
leave unfinished leaves you with a weak-
ness. It always feels great to go attacking in 
the opening and build promising positions, 
but they are useless if you lose half of them 
because you can’t cover all their weaknesses 
at the same time. Consquently knowing how 
and when to attack those weak shapes is es-
sential.  For these too exist short guides on 
how to make life and kill or at least reduce a 
group. First off, the three basic principles 
to apply when you are under heavy at-
tack.

Note however that these only apply to a real 
attack. If your opponent simply approaches 
a solid position with one stone, there is no 
need to panic. Always evaluate the situation 
before answering. As an attacker there are a 
few basic questions you need to ask yourself 
before plunging into battle. Always provided 
that the groups you use for attacking are 
strong enough on their own and can’t be 
threatened themselves.

Again note that these are just guidelines. 
You have got to be adaptable to all kinds of 
situations. Does the opponent make a mis-
take in the Joseki? Punish it! Does he ne-
glect to secure his position by making good 
shape? Force him to live as small as possible! 
There are many reasons why you could go 
astray from these points and it is perfectly 
fine to do so. But should you have no idea 
where to play next or how to develop the 
situation, stick to the rules above.

Enclosed you find a small collection of open-
ing problems in which you can apply what 
you have just read and learned. Though re-
member to think them through. Reading the 
sequence out is half the work. Just guess-
ing and accidently stumbling over the right 
answer won’t make the principles stick. And 
most of all - enjoy!

Written by
Stjepan Lukac

1. If you can, create two eyes, do it. If not

2. Create two rooms, each one big enough 
and correctly shaped to create an eye. Should 
this not be possible

3. extend as far away / make the potential 
room for eyes as big as possible.

1. Is the vital point already occupied? If not, 
take it. if it is

2. Squeeze from an open side. The larger the 
space, the better. 

Further Reading
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In all of the situations below, it is Blacks move. Think about what you have read and try to apply to 
the respective situation. Also try to find out the pros and contras of different approaches.

The solutions will be supplemented in the next issue of Suji.

Problem 1 Problem 2

Problem 3 Problem 4
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Insei Challenge

If you want to watch online lectures by Pros 
from Korea as well as the top US and Euro-
pean players, this just might be right for you. 
Enclosed you find three game situations. 
Each one poses a question to which there is 
only one correct answer. Be among the first 
three persons to answer all three of them 
correctly and you get a free pass to Alexandr 
Dinerchteins KGS Insei League for a month! 
Send your answers to backpast@gmail.com 
by the 25th February and you are participat-
ing in the contest. Good luck to you all!

For more information on the insei league, 
check out insei-league.com.

White is already leading, but he can finish 
the game without even counting and playing 

the yose moves. Find the one tesuji inside of 
Blacks territory that will widen the gap even 
further.

White is under byoyomi pressure. He has 
only 1 second left and decides his move to 
be the marked stone.

Now it’s Blacks turn. What is the best plan 
here and with which move should he try to 
ensure his victory? Winning this game on 
time is acceptable.

Problem 1 (White to move)

Problem 2 (Black to move)
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In the game White managed to create a seki 
in the corner and win the game by a small 
margin. However, if Black had managed to 
keep the corner, the tables would have been 
turned and Black would have emerged victo-
rious. How can Black keep his territory in the 
corner (seki is not a valid answer)? What is 
the right answer to Whites marked move?

Problem 3 (Black to move)



Intuitively spotting the 
right move is the best 
approach for Life & Death 
problems. Check shortly 
the followups, then put 
the stone on the board. To 
play the intuitive move and 
be right is to be brilliant.

The visualisation happens 
entirely in the mind. Read 
out the situation to the 
very end and only then 
play your move. Once 
you are sure, play out the 
sequence fast.

In all examples it’s black’s 
turn. In general it’s kill or 
live but ko or seki can also 
be a solution.

Problem 2

Problem 1

Problem 6

Problem 5

Problem 4

Problem 3

Problem 10

Problem 9

Problem 8

Problem 7

tsumego
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Since Suji is a free Go magazine, we are also 
dependant on your help to keep it free, but 
also entertaining and informative. For that 
reason we are always looking for writers and 
reviewers who are willing to contribute.

Your strength in Go does not really mat-
ter since articles can be equally interesting 
whether they are written by a 9p or a mere 
30k. We also encourage strong players to 
submit reviews of high-level games since 
those are kind of hard to get - Especially 
since we aren’t making any profit with this 
magazine. Still we think Suji is a great plat-
form for Bloggers, Go teachers and writing-
enthusiasts in general to get your material 
published and have it read by thousands of 
fellow Go players.  

So assuming you have made up your mind 
and have a great idea for a section, an
article, a review or even something else,  
simply write us an e-mail with the general 
idea at suji@gmx.ch subject: contribute. You 
can also find the adress on our website 
suji.ch. After we have read through your 
concept we will send you the general guide-
lines for the respective kind of article and 
you can kick off. Remember though that all 
articles must be written in English.

We look forward to reading your ideas and 
make Go more popular with your help.
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Starting with the next issue of Suji we will 
include a new section called letter lounge 
in which we will basically answer your ques-
tions and everything else you might want 
to know about the magazine and other Go 
related topics.

You can send us your mails at suji@gmx.ch. 
The link is also available on our website
suji.ch. We look forward to receiving your 
letters.
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The next issue of 
Suji will be

published on March 
25th!

see you then


