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Mathematical game theory is a field of combinatorial mathematics, and was established
by Prof. Elwyn Berlekamp of the University of California at Berkeley, Prof. John Conway of
Cambridge University, United Kingdom, and Prof. Richard Guy of Calgary University,
Canada in the 1970's. The author has coresearched the theory with Professor Berlekamp's
group, using the very late-stage endgame of Go as a subject matter.

In this article, the author discusses how the theory works in the late stage of Go

end-games.
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Japanese Chinese
Turn Condition
Rule Rule
B Ko—monster(B) aorc c
Ko—master(B) aorc c
NTE aorc aorc
ko—master(W) aorc aorc
ko—monster(W) aorc aorc
w Ko—monster(B) aorc aorc
Ko—master(B) aorc aorc
NTE aorc aorc
ko—master(W) a a
ko—monster(W) a a
# 2.1 C+K
Japanese Chinese
Turn Condition
Rule Rule
B Ko-monster(B) a aore
Ko-master(B) a aore
NTE a aorf
ko—master(W) a aeorf
ko—monster(W) a aeorf
w Ko-monster(B) a aore
Ko—master(B) a aore
NTE a aore
ko—master(W) a aeorf
ko—monster(W) a f
# 2.2 C+P
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