
The Secret Moves of Go

Introduction

In the realm of ancient strategy games, Go stands as a 

profound and captivating challenge, captivating minds 

for centuries with its intricate patterns and boundless 

possibilities.  As  players  embark  on  their  journey 

through  the  world  of  Go,  they  encounter  two 

fundamental  concepts  that  hold  the  keys  to  tactical 

mastery:  Tesuji  and  Anti-Suji.  These  concepts,  often 

referred  to  as  "secrets"  or  "hidden moves,"  unlock  a 

treasure  trove  of  strategic  insights  and  provide  a 

framework for understanding the game's complexities.

Tesuji, meaning "good move" in Japanese, encompasses 

the art  of  making fundamentally  sound and efficient 

plays on the Go board. These moves, often subtle and 

elegant,  capitalize  on weaknesses  in  your opponent's 

position or create opportunities for your own strategic 
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advantage.  Tesuji  moves are not limited to capturing 

stones  or  expanding  territory;  they  can  also  involve 

controlling  key  points,  disrupting  your  opponent's 

plans,  or  setting  up  favorable  positions  for  future 

moves.

Anti-Suji,  on the other hand,  is  the art  of  countering 

your  opponent's  moves  and  exploiting  their 

weaknesses.  It  involves  anticipating  your  opponent's 

intentions and devising clever responses that  disrupt 

their  strategies.  Anti-Suji  moves can involve blocking 

their  influence,  cutting  off  their  stones,  or  creating 

weaknesses in their position that you can later exploit. 

Mastering Anti-Suji  requires a deep understanding of 

your  opponent's  mindset  and  the  ability  to  think 

several moves ahead.

The interplay between Tesuji and Anti-Suji  forms the 

core of Go strategy.  Skilled players seamlessly weave 

these concepts together, creating an intricate dance of 

moves  and countermoves  that  can be  both  beautiful 
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and  devastating.  Understanding  and  applying  these 

fundamental  techniques  are  essential  for  any  player 

who wishes to ascend the ranks and achieve mastery in 

the game of Go.

This  comprehensive  guide  delves  into  the  depths  of 

Tesuji  and  Anti-Suji,  providing  a  comprehensive 

exploration of these essential Go concepts. With clear 

explanations,  illustrative  diagrams,  and  real-world 

examples, this book equips readers with the knowledge 

and skills necessary to enhance their tactical prowess 

and unlock their full potential as Go players.

As you journey through the chapters of this book, you 

will  discover  the  secrets  of  Tesuji  and  Anti-Suji, 

mastering the techniques that have shaped the game of 

Go for centuries. You will learn to identify and execute 

Tesuji  moves  that  yield  significant  advantages,  while 

also  developing  the  skills  to  effectively  counter  your 

opponent's strategies with Anti-Suji techniques.
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Whether  you  are  a  seasoned  Go  player  seeking  to 

refine your skills  or a newcomer eager to unveil  the 

intricacies  of  the  game,  this  book  serves  as  an 

invaluable  guide  to  elevate  your  understanding  and 

transform you into  a  formidable  opponent.  Embrace 

the wisdom of Tesuji and Anti-Suji,  and embark on a 

journey of strategic enlightenment that will leave your 

adversaries in awe.
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Book Description

In the vast world of strategy games, Go stands tall as a 

timeless classic,  captivating players with its profound 

depth  and  intricate  elegance.  This  comprehensive 

guide unveils  the secrets  of  Tesuji  and Anti-Suji,  two 

fundamental  concepts  that  hold  the  keys  to  tactical 

mastery in Go.

Tesuji, meaning "good move" in Japanese, encompasses 

the art  of  making fundamentally  sound and efficient 

plays on the Go board. These moves, often subtle and 

elegant,  capitalize  on weaknesses  in  your opponent's 

position or create opportunities for your own strategic 

advantage.  Tesuji  moves are not limited to capturing 

stones  or  expanding  territory;  they  can  also  involve 

controlling  key  points,  disrupting  your  opponent's 

plans,  or  setting  up  favorable  positions  for  future 

moves.
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Anti-Suji,  on the other hand,  is  the art  of  countering 

your  opponent's  moves  and  exploiting  their 

weaknesses.  It  involves  anticipating  your  opponent's 

intentions and devising clever responses that  disrupt 

their  strategies.  Anti-Suji  moves can involve blocking 

their  influence,  cutting  off  their  stones,  or  creating 

weaknesses in their position that you can later exploit. 

Mastering Anti-Suji  requires a deep understanding of 

your  opponent's  mindset  and  the  ability  to  think 

several moves ahead.

This  comprehensive  guide  delves  into  the  depths  of 

Tesuji  and  Anti-Suji,  providing  a  comprehensive 

exploration of these essential Go concepts. With clear 

explanations,  illustrative  diagrams,  and  real-world 

examples, this book equips readers with the knowledge 

and skills necessary to enhance their tactical prowess 

and unlock their full potential as Go players.

As you journey through the chapters of this book, you 

will  discover  the  secrets  of  Tesuji  and  Anti-Suji, 
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mastering the techniques that have shaped the game of 

Go for centuries. You will learn to identify and execute 

Tesuji  moves  that  yield  significant  advantages,  while 

also  developing  the  skills  to  effectively  counter  your 

opponent's strategies with Anti-Suji techniques.

Whether  you  are  a  seasoned  Go  player  seeking  to 

refine your skills  or a newcomer eager to unveil  the 

intricacies  of  the  game,  this  book  serves  as  an 

invaluable  guide  to  elevate  your  understanding  and 

transform you into  a  formidable  opponent.  Embrace 

the wisdom of Tesuji and Anti-Suji,  and embark on a 

journey of strategic enlightenment that will leave your 

adversaries in awe.

Within these pages, you will find:

 A thorough exploration  of  Tesuji  and  Anti-Suji 

concepts, including their definitions, history, and 

significance in the game of Go.
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 Clear and concise explanations of various Tesuji 

and Anti-Suji patterns, illustrated with diagrams 

and real-world examples.

 Practical strategies and techniques for applying 

Tesuji  and  Anti-Suji  in  your  own  games, 

regardless of your skill level.

 In-depth  analysis  of  famous  Go  games, 

highlighting  the  use  of  Tesuji  and  Anti-Suji  by 

professional players.

 A comprehensive collection of  Tesuji  and Anti-

Suji  puzzles  to  challenge  and  sharpen  your 

tactical skills.

This  book  is  your  ultimate  resource  for  mastering 

Tesuji  and  Anti-Suji,  the  cornerstones  of  tactical 

excellence in Go. With dedication and study, you will 

unlock  the  secrets  of  these  powerful  techniques  and 

ascend to new heights of strategic prowess.
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Chapter 1: Mastering the Fundamentals

The Basics of the Game

Go, also known as Weiqi or Baduk, is an ancient board 

game that originated in China over 4,000 years ago. It is 

played by two players on a square grid with 19 lines 

horizontally and vertically, creating an intersection of 

361 points where playing pieces called stones can be 

placed.  The objective of  the game is  to  control  more 

territory  than your  opponent  by  placing  your  stones 

strategically  on  the  board  and  capturing  your 

opponent's stones.

The  game  begins  with  an  empty  board,  and  players 

take turns placing black and white stones alternately 

on any unoccupied intersection. Once a stone is placed 

on  the  board,  it  cannot  be  moved,  so  players  must 

carefully  consider  each  move  to  maximize  their 

advantage.  Stones  can  be  captured  by  surrounding 

them completely with your own stones, removing them 
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from the board. Captured stones can be placed in bowls 

next to the board to keep score.

The basic rules of Go are relatively simple to learn, but 

the game's complexity arises from the vast number of 

possible  moves  and  the  need  to  think  strategically 

several moves ahead. Go is a game of patience,  skill, 

and  strategic  thinking,  and  it  has  been  enjoyed  by 

people of all ages and cultures for centuries.

The Board and Equipment

The Go board is a square grid with 19 lines horizontally 

and vertically, creating 361 intersections where stones 

can be placed.  The board is  typically made of  wood, 

bamboo,  or  plastic,  and it  may have lines or  dots  to 

mark the intersections.

The playing pieces in Go are called stones. They are flat, 

round disks, usually made of black and white plastic or 

glass.  Each  player  has  a  set  of  stones,  typically  180 

black stones and 180 white stones.
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Basic Rules of the Game

1. Placement: Players  take  turns  placing  their 

stones  on  any  unoccupied  intersection  on  the 

board.  Once  a  stone  is  placed,  it  cannot  be 

moved.

2. Capturing: Stones are captured when they are 

completely  surrounded  by  your  opponent's 

stones.  Captured  stones  are  removed  from  the 

board and placed in bowls next to the board to 

keep score.

3. Scoring: The game ends when both players pass 

consecutively, indicating that they have no more 

moves  to  make.  The  score  is  determined  by 

counting  the  number  of  empty  intersections 

enclosed  by  each  player's  stones,  plus  the 

number of captured stones. The player with the 

most territory wins the game.
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Benefits of Playing Go

Go is a game that offers many benefits to its players, 

including:

 Strategic Thinking: Go requires players to think 

strategically and plan several moves ahead. This 

can  help  improve  your  problem-solving  skills 

and critical thinking abilities.

 Patience and Focus: Go is a game that rewards 

patience and focus. Players must be able to focus 

on the game and not make rash decisions. This 

can  help  improve  your  concentration  and 

attention span.

 Social  Interaction: Go  is  a  game  that  can  be 

enjoyed by people of all ages and cultures. It is a 

great way to socialize and meet new people.

 Cultural  Experience: Go  is  an  ancient  game 

with a rich history and culture. Playing Go can 
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help  you  learn  about  different  cultures  and 

traditions. 
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 Chapter  1:  Mastering  the 

Fundamentals

 Essential Rules and Concepts

Go,  also  known  as  Weiqi  or  Baduk,  is  an  ancient 

Chinese  board  game  that  has  captivated  players  for 

centuries  with  its  strategic  depth  and  elegant 

simplicity.  The game is played on a square grid with 

black and white stones, and the objective is to control 

more  territory  than  your  opponent  by  surrounding 

empty spaces with your stones.

Before delving into the intricacies of Tesuji and Anti-

Suji, it is essential to establish a solid foundation in the 

fundamental rules and concepts of Go. Understanding 

these  core  principles  will  provide  a  framework  for 

comprehending  and  applying  the  more  advanced 

techniques discussed later in this book.
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Board Setup

The game of  Go is  played on a  square  grid  called  a 

Goban.  The  standard  board  size  is  19x19,  although 

smaller  boards,  such  as  9x9  and  13x13,  are  also 

commonly  used  for  teaching  and  casual  play.  The 

Goban is  marked  with  19  horizontal  and  19  vertical 

lines,  creating 361 intersections where stones can be 

placed.

Placing Stones

Stones are placed on the intersections of the lines on 

the Goban,  not  on the lines  themselves.  Players  take 

turns  placing  one  stone  of  their  color  on  an  empty 

intersection.  Black  always  moves  first,  followed  by 

White. Stones cannot be moved once they are placed on 

the  board,  except  in  the  case  of  capturing  an 

opponent's stone.
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Territory and Capture

The primary goal of Go is to control more territory than 

your opponent. Territory is defined as the empty spaces 

surrounded  by  your  stones.  When  a  player's  stones 

completely surround an opponent's stone or group of 

stones,  the  surrounded  stones  are  captured  and 

removed from the board. Captured stones are placed in 

a bowl next to the board and counted at the end of the 

game to determine the winner.

Handicapping

In Go, players of different skill levels can compete on 

equal terms through a system called handicapping. The 

stronger  player  gives  the  weaker  player  a  certain 

number  of  stones  as  a  head  start.  These  stones  are 

placed on the board before the game begins, typically 

in strategic positions that can influence the flow of the 

game.

16



Ending the Game

The game ends when both players pass consecutively. 

Passing means declining to place a stone on your turn. 

Once both players have passed, the game is over, and 

the  territory  and  captured  stones  are  counted  to 

determine the winner.

Basic Strategy

In Go, there are a few fundamental strategic principles 

that can help beginners improve their gameplay. These 

include  controlling  the  center  of  the  board,  building 

influence  around  key  points,  and  developing  your 

stones efficiently. By mastering these basic principles, 

players  can  lay  the  groundwork  for  more  advanced 

tactical maneuvers and strategic decision-making.
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Chapter 1: Mastering the Fundamentals

Playing the Board: A Step-by-Step Guide

The game of Go is played on a 19x19 grid, with black 

and white stones. The goal is to control more territory 

than your opponent by surrounding empty spaces with 

your  stones.  The  game begins  with  an  empty  board, 

and  players  take  turns  placing  their  stones  on  the 

intersections of the grid.

1. Setup:

 The first move in Go is traditionally made 

by Black, who places a stone at the center 

of the grid.

 White  responds  by  placing  a  stone  one 

space  away  from  Black's  stone,  either 

horizontally or vertically.

 Black  then  makes  another  move,  and  so 

on.

2. Basic Rules:
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 Stones  can  only  be  placed  on  empty 

intersections.

 Stones  cannot  be  moved  once  they  have 

been placed.

 A player captures an opponent's stone by 

surrounding it with their own stones on all 

four sides.

 Captured  stones  are  removed  from  the 

board and placed in the player's  capture 

bowl.

3. Territory:

 Territory  is  the  empty  space  that  is 

completely  surrounded  by  a  player's 

stones.

 Territory is counted at the end of the game 

to determine the winner.

 The  player  with  the  most  territory  wins 

the game.

4. Special Rules:
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 Ko:  A  rule  that  prevents  players  from 

repeating  the  same  position  immediately 

after it has occurred.

 Superko: A rule that prevents players from 

repeating  a  sequence  of  moves  that  has 

already occurred.

 Komi:  A  handicap  given  to  White  to 

compensate for  the advantage of  playing 

second.

5. Winning the Game:

 The  game  ends  when  both  players  pass 

consecutively, indicating that they have no 

more moves to make.

 The  winner  is  the  player  with  the  most 

territory.

 If the game ends in a tie, the player with 

the most captured stones wins.

Playing the board in Go is a complex and challenging 

task, but it is also a rewarding one. By understanding 
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the  basic  rules  and  principles  of  the  game,  you  can 

begin to develop your skills and strategies to become a 

stronger player.
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This extract presents the opening three 

sections of the first chapter.

Discover the complete 10 chapters and 

50  sections  by  purchasing  the  book, 

now available in various formats.
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