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ABSTRACT

It is easy to distinguish the GO games
played by the masters from those played by the
beginners, because GO masters emphasize the
shapes of those moves \ery much. When the

fight begins in the GO game, good shapes will
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lead the position to a better result in the future.
In terms of a GO expert, there is knowledge of at
least ten thousands of shapes in his brain. The
more knowledge he has, the more help to
enhance hisrank of GO.

We need some useful techniques to create
this knowledge and save it. In this paper we use
a pattern with 5x5 fixed size as a storage unit,
then create a pattern knowledge base by these
patterns. This pattern knowledge base not only
provides the beginners for learning GO, but
could be taken for the source of knowledge base
in Computer GO program. It is good for the
development of Computer GO currently.
Keywords: shape, pattern knowledge base,
pattern, GO, Computer GO
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