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The large  takamoku  (high)
point  (6-4),   experimented
with    during    the     "new
fuseki" movement  in  Japan
in the 1930's.  This  point  is
seldom played as  the  initial
corner    point     nowadays.

White continues  with  'a'  to
'f'.

Black continues  with  'a'  or
'b'.
'c'   is   not   recommended.
'd' is possible.

See  the  variation   starting
with  the  4-4-point,   where
after the high near
approach move tenuki

occurs,   followed   by    the
second kakari.

Black continues  with  'a'  to
'c'.

White continues with  'a'  or
'b'. White 'c' is an overplay.

Black continues  with  'a'  or
'b'.

White 6 is an overplay.

White  continues   with   'a'.
White 'b' is not
recommended.

Black   continues   with   'a'.
Black 'b' is not
recommended.
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Black 9 is not
recommended,    as    Black
gains no advantage.

Black still has  to  cover  the
potential cutting point.  This
variation is not favorable  to
Black.

White 6 is not
recommended.

The   Black   group   in   the
corner  may  not   live,   but
White  is  split  in  two,  and
the  White  group   at   right
must    crawl    along     the
second line, to gain
liberties,      giving      Black
favorable thickness.

Black  5   results   in   Black
building  a   moyo   on   the
right, while  White  builds  a
moyo at top.

'A' is  correct,  tenuki  'B'  is
not recommended.

'A' or 'B'.

Black continues  with  'a'  or
'b'.

White continues with  'a'  or
'b'.

Black continues  with  'a'  or
'b'.

White continues  with  'a'  to
'c'.
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'A'   settles   on    the    top,
giving the right.
'B'  has  various   outcomes.
'C' is a mistake.

'A' initiates the cut.
'B'  makes  a  big  wall,  but
Black's shape is better.

'A' or 'B',

'A' or 'B'.

'A'   avoids   being    tricked
making  a   wall   around   a
small corner.
'B' destroys Black's
position,   but   needs    the
ladder.
'C' is bad.

'A' if Black  has  the  ladder,
'B' if White has the ladder.

White continues  with  'a'  to
take the corner  or  top,  'b'
to emphasize  the  right,  'c'
to  take  the  corner,  or  'd'
for   influence   at   top,   or
possibly the right.

White   6   emphasizes   the
corner or top.

White continues  with  'a'  to
take  the  corner,  or  'b'  to
emphasize the top.

Black continues  with  'a'  or
'b'.

White   6   emphasizes   the
right.

Black continues  with  'a'  or
'b', but 'a' is preferred.
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White continues with  'a'  or
'b'.

Black continues  with  'a'  or
'b'.

'A' or 'B'.

In the endgame White  A  is
sente.

Black   continues   with   'a'.
Black 'b' is a mistake.

Black   continues   with   'a'.

Black 'b' is not
recommended.

White  continues   with   'a'.
White    'b'    and    'c'    are
mistakes.

Black plays 'a' to
emphasize the  right,  'b'  to
emphasize the top.

Black 17 emphasizes the

right.

Black  17   emphasizes   the
top.

White 16 is a mistake.

White 16 is a mistake.

Black 15 is not
recommended, though
White  must  play   correctly
to  get  a  favorable   result.

White continues with 'a'.
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White 'b' is a mistake.

White   'a'    sacrifices    the
corner  for  the  center  and
right side.

White 'b' takes  the  corner,
scraficing the center.

White   sacrifices    for    the
right side and center.

Black continues  with  'a'  to
'c'.

Black 'b'  requires  a  ladder
block   to   the   lower    left
corner.

Black  29   is   unreasonable
without  a  ladder  block   to
the lower left.

Black 29 is slow but sure.

White takes the corner.

White plays 'a' for
thickness   and   the    right
side, or 'b' to  take  the  top
at the expense of  the  right
side.

White plays 30 for
thickness and the right side.

White plays 30 to  take  the
top.

White 16 is a mistake.

White dies quickly  with  'a',
or crawls along  the  second
line  (the  "line  of   defeat")
with 'b' to live in agony.
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White dies.

Black 11 is a mistake.

White  continues   with   'a'.
White 'b' is a mistake.

Black plays 'a' to
emphasize the  right,  'b'  to
emphasize the top.

White plays elsewhere.

White 16 is a mistake.

'a' and 'b' are miai.

White 14 is a mistake.

White may try 'a' or 'b'.

'a' and 'b' are miai.

Black continues  with  'a'  or
'b'.

Black plays 'a'  to  take  the
corner, and 'b' for  influence
toward the top.
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Black    gives    away     the
corner   straight-away   with
'a',  or  plays  a  ko  for  the
corner with 'b'.

Black 21  forces  a  ko  fight
for the corner.

White  continues   with   'a'.
White 'b' is an overplay.

White 'b' is an overplay.

White  continues   with   'a'.
White 'b' is a mistake.

White 18 is a mistake.

Almost  ironically,  White   6
aims at influence at the top.

White plays 'a' for  influence
at  top,  or  'b'  for  territory
on the right side.

Black continues  with  'a'  to
emphasize  the  top,  'b'   to
emphasize the right side.

Black   continues   with    'a'
or'b'.

White   continues   with   'a'
peaceably, or 'b' to cut.
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