
1. Fighting technique 6
1. Connection and cut 7

2. Capturing race 1 (liberty counting) 17

3. Capturing race 2 22

4. Capturing race 3 (eye-space) 27

5. Close combat 32

6. Making bad shape 40

2. Haengma 46
1. Basic haengma 47

2. Knight’s move haengma 52

3. Large knight’s move haengma 58

4. Haengma towards the center 62

5. Capping move and surrounding 66

3. Life and death 72
1. Making one eye or preventing one eye 73

2. Eye-space problems 79

3. Making one eye is the key 84

4. Using snapback 89

5. Using continuous -dansu 94

6. Taking advantage of illegal moves 99
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7. Taking advantage of shortage of liberties 103

8. Life and death with pae (ko) 107

9. Using throw-in 112

10. Living with bik (seki) 116

4. Opening 120
1. Playing in the corner and the follow ups 121

2. Extending on the side 128

3. Playing on the side and the follow ups 134

4. Dividing 140

5. Value of the moves and endgame 146
1. Counting 147

2. One-space jump and Large knight's endgame moves 152

3. Sente endgame 157

Level Testing 162
Section 1 163

Section 2 167

Sections 171


