Korean Japanese English
Hangul [Hanja] Romanized Kangi/Hiragana Romayji Word-Equivalent
1= 1-Do Diagram 1
b Ga-Il-Su FAN Teire Internal reinforcement
Zetx| 7| Gal-Ra-Chi-Gi (?) EUMEARS) Wariuchi Wedge
HES Geo-Buk-Deung FOF%E Kamenokoura Turtle’s back
23 Geol-Chim in) Kakari Corner approach
=t Gon-Ran (?) Difficulty
A= Jye-Sok (7) Continuation (7)
=4 (H#E) Gong-Gyeok ‘% Semeru Attack
=2 Gong-Bang EED Tatakai Fight
=t Gong-Bae EtE % A Dame Neutral point
SHjo| 7] Gong-Bae-Me-U-Gi EHoE) Damezumari Shortage of liberties
op Gwa-Su Overplay (?)
=& God-Him WEY Shimari Corner enclosure
# Gwi T Sumi Corner
=M (1R#E) Geun-Geo Base
= (#&) Gup iR Kyu Student rank ~
=T Gup-Su =Fh Kyuusho Vital Point
7|Ch7| Gi-Dae-Gi th Motare Leaning Attack
R =l Kko-Bu-Ri-Gi =) Magari Bend
=rt Kkeunhta g1 Kiri Cut/To Cut
27| Kkeut-Nae-Gi FF Ranl Shuban' Endgame
AR (4BF) Nal-1l-Ja =5 Keima Knight’s Move
LHed M Nae-Ryeo-Seom Tam 2 Sagari Descend
=k Neom-Gi (7) EMIAR [HNCH] Warikomi Wedge
= No-Rim JHW Nerai Aim
T Nun —iR (?7) Ichigan (7) Eye? (?7)
=i (EBF) Nun-Mok-Ja KT 1= Ogeima Large Knight’s Move
==X} o|nztE ” Mi-Kkae-Ra-Jim (?) HILAN) Sarusuberi Monkey Jump
71 (?) Nul-Gi (?) X Nobi Extend
Cht (EF) Dan-Su T3) Atari ‘Check’
CHAFE A (RFYEA) Dae-Sa-Jeong-Seok A4 Taisha Slant Joseki
= Deom R Komi Compensation points
=AE Doe-Jeoj-Him Hane-kaeshi Counter-hane, Staircase
F7HE Du-Kan-Dd (?) —H mO Niken Tobi Two-Space Jump
FEl24 Du-Teo-Um JEdI [HDH] Atsumi Thickness
= ot Tweos-Mas H Aya Some possibilities®
SzgE ?-Mun-Yeol-Rim Susoaki Open skirt
=7 Deud-Gi L Kikashi Forcing move
=0{CtE Deul-Yeo-Da-Bo-Da )% Nozoki Peep or Threat
ol Ma-Neul-Mo YN Kosumi Diagonal Mowve
S Mak-Eum B&Z Osae Block
okE Man-Jok Satisfied
of Mat 173 Aji Potential
HES Maj-Kkeun-Eua (?) V)&% Kirichigae Cross Cut
SHET| Maj-Bo-Gi (?) B&n Miai Mirror
ojst6= Mae-Ha-6-Gung VOVAN Hana-roku Rabbity Siz
W (PK) Maek F5h Tesugi ~ Best play ~~

'Sources are unclear whether = LH7] is closer to “Shuban” or “Yose” (J:‘li’) If it is “Yose” then “endgame” should be considered imprecise.
2Maybe —Fy)7

3T’ve also seen this translated as “Manako” or eye space.

4Also FEIC}

5 Almost ‘Aji’, but different in usage.
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Mo-Yang
Mo-Yang
Mo-Ja
Mol-A-Tteor-Gu-Gi (7)
Mu-Ri-Su
Mi-Heub
Mil-Gi
Ba-?7-Chi-Gi
Ba-Duk
Ba-Duk-Pan
Bat-Jeon-Ja
Baek
Beol-Rim
Pul-Man
Buch-Im (?)
Bi-Se
Bik
Bin-Sam-Gak
Ppan-ttae-rim (7)
Sa-Seok-Jak-Jeon
Sak-Gam
Seon-Su
Se-Ryeok
Se-Ryeok-Ui Gyun-Hyeong
Sok-Gim-Su
Son-ppaem (?)
Sun-Hae
Su-Sang-Jeon
Su-Sun
Su-Sun-Chak-O
Su-Seup
Seung-Bu-Su
Shil-Su
Shir-Fae
Ssa-Ba-Reum
Ssa-Um
Ssang-Nip
Ssang-Jeom
Ag-Su (?)
Yak-Jeom
Yang-Seon-Su
Yeon-Gyeol
Yeol-Se
0Ol-Ga-Mi
Ong-Saek
U-Se
U-Hyeong
I-Kkae-Jip-Gi (7)
Ip-Gu-Ja
Jang-Mun
Jang-Mun
Jeon-Gae
Jeon-Tu-Bun-Wi-Gi

50Okosumi?

"Sometimes just ‘ai’ (1?)
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Katachi ~
Moyo ~
Boshi
Oiotoshi

Oshi
Furikawari
Go
Goban
Hazama Tobi®
Shiro
Hiraki

Tsuke

Seki
Akisankaku
Ponnuki
Suteishi
Keshi
Sente
Seiryoku

Hamete
Tenuks

Semeal
Tejun

Shobute
Kakuteiji ~
Shippai
Sabaki
Tatakai”
Takefu
Tetchu
Akushu

Ryosente
Katasugi

Geta

Gukei
Katatsuki
Kosumi
Geta
Kake
Tenkai

(Good) Shape ~
Sphere of Influence ~
Cap
Connect and die
Overplay (7)
Insufficient
Push
Trade
Pebble Boardgame
Go Board
Diagonal Jump
White
Extension
Unsatisfactory

Attachment or Contact Play
Inferior
Dual Life
Empty Triangle
Star Capture
Sacrifice
Reduction
Initiative
Influence
Balance of Power
Trick Play
Play away
(Self) damaging play (7)
Capture Race
Order of play, Timing
Out of order
Settle
All-or-nothing move
Territory ~
Failure
Swift /Light ~~
Fight
Bamboo Joint
Iron Pillar
Bad move
Weakness (7)
Double sente
Connect
Inferior
Net
Cramped/Unsatisfactory
Humiliating
Stupid shape
Shoulder Hit
Diagonal Move
Net
Cover or Press
Eztension
Mood to fight. ~
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a4 (EA) Jeong-Seok Fh Joseki Corner Pattern
o Jeong-Dab Right Answer
SRS Jeong-Su xF Honte Proper move
Holl (EE) Jeong-Hae R (7) Seikai Correct answer
gl Jeoj-Him AV Hane Quick Turn
2 F ?-Eun Su ARES Iite Good move
Zdb (hiE) Jung-Ban chii Chuban Middle Game
2 =:), = (R) (D) Jip TEEH Kakuteiji Territory
= (BF) Chak-Su F Te Move
xQ Chak-O Mistake
M (KT Cheon-Won ATt Tengen 10-10 (K10) point
A (854 Cheol-Ju 3 Tetchu Iron Pillar
Z210] Cho-Ilg-1 Wi Byo-Yomi Overtime~
= (&) Chuk YFav Shicho Ladder
ZmHe| Chuk-Meo-Ri YFIT TH) Shicho-Atari Ladder Breaker
Ege Cung-Bun (7) Sufficient
x| (B Chi-Su FE Teai Handicap
NS Chi-Jung BE Oki Placement
el (BA) Chim-Ip FHiAA Uchikomi Invasion
g2 X Keun Got A7 Oba Big point
Et7H Ta-Gae ZE [LO&] Shinogi Avoiding death skillfully ~
o (%) Pae #h [Ov] Kou Ko
ozt Paet-Gam EHiZT Kohdate Ko threat
EZTE0| Po-Do-Song-I HF Dango Dumpling Shape
ZAM (frA) Poseok A Fuseki
wHet Pyeon-Ham Easily settles
g (lBFEF) Ham-Jeong-Su FHF Hamete Trick play
giot (475%) Haeng-Ma Way the stones move. ~~
g3 (%) Hyeop-Gong AR Hasami Pincer
E Hyeong Shape (?7)
57 Ho-Kak (?) Even result
s+ Ho-Gu Tiger’s Mouth
== Ho-Jo Satisfactory
38 (7E2h) Hwa-Jeom E Hoshi Star point
24 (=2 Hwan-Gyeok TYTHIY Uttegaeshi Snapback
22 Hwal-Ro EtE % A (?) Dame (7) Liberty
T4 (&F) Hu-Su BF Gote
o M Hu-Su-Ui Seon-Su Gote no Sente || Gote play with sente followup
T Hu-Jeol-Su Z=IF (7) Ishi-no-shita Under the stones
s (&) Heuk B Kuro Black

Table is mainly compiled from various online sources, with a special thanks to the pages at Sensei’s Library and

Waller’s World of Go. It was compiled by someone who doesn’t speak Korean or Japanese, and so errors are inevitable
and corrections are welcome. Romanizations of Korean in particular should be considered highly suspect. Email me
(apllywelyn@mac.com) with any corrections, comments, additions, etc or for a more complete list of sources.

? — Indicates Uncertainty.

~— Indicates an imprecise meaning



