
 

Go in Australia has not grown for many decades, membership has hovered 

around 350 for many years.  We know there are players in the community but 
have been unable to engage with them or encourage them to start  clubs or 

register with the AGA. This is not atypical behaviour for Go clubs around the world 

but it  takes on a whole new meaning when mapped across the expanse of 
Australia.  To put distances in perspective – London to Moscow is the same as 

Sydney to Perth and while the distances between other major cit ies is less, they 

are significant.  Also, t ravel across a city such as Sydney or Melbourne can take 
60 to 90 minutes – and that’s on a good day. 

 
The true nature of the problem was clearly brought to light in a survey of members 

in 2017.  The key problems the respondents identified were ‘not enough players in 

my area’, ‘no AGA club near where I live or work’, ‘not enough t ime to play’, 
‘hard to find a teacher’ and ‘hard to improve’. 

 
The Australian Go Associat ion like all amateur associat ions around the world 

cannot wave a magic wand and set up clubs across the country, make people 

want to play, visit  their club/home to teach them or give a person more t ime to 
play Go.   

 



At first  sight these seem insurmountable problems, but David Mitchell shared an 
idea with Tony Oxenham, James Kaaden and Michael Hyde which has evolved 

over the past 6 months and addresses a large proport ion of the problems. 

The solution 
The solut ion is not a world shattering big bang idea or piece of technology but 

the assemblage of components that together work to create a virtual Go Club - 

The Australian Online Go Club. 

Using common Internet services, the club enables people to find each other, 

arrange games at a convenient t ime and eliminate travel.  This in turn lead to the 

creation of friendships across the country.  In addit ion, volunteer teachers play 

teaching games and give lectures which form a video library that will help people 

learn in the short and long term. 

At the beginning we really didn’t know what was required but what was clear 

that we needed a clear set of aims and to target the right audience. 

Aims & audience 
 

 

Our strategic goals were clear and are the fundamental drivers for the club. 
 



The virtual Go Club is limited to Australian Go players with a part icular focus on 
kyu players and those in remote areas.  Our aim is to create a close friendly 

environment where people don’t feel threatened and can find help so they can 
play and improve their skill. 

 

To solve the technical issues, we decided to use whatever free Internet services 
did the job and to have a flexible, agile approach – no sacred cows, nothing set 

in concrete.  

Constraints 
No solut ion can do everything and we did identify some things that we felt  were 

crit ical for success. 

 

 

 
As mentioned above our aim is to create a sense of community so we limited 

membership of the club to Australian Go Players.  Some people are happy to play 

on open servers but there are consistent complaints of bad or rude behaviour, 
refusal to review a game, silly t ime limits and worst of all ridicule of beginners by 

stronger players. So, we limited membership to create the environment where a 

sense of security, community and friendship can flourish.   
 

Member behaviour was another key factor to success, we defined a set of 
principles that we believe are self-evident.  We felt  that stating them would help 

people know what to expect , what is expected of them and the overall purpose 

of the club.   
 



The principles are: 
 

1. The art and practice of Go is something to be enjoyed. 
2. Respect and courtesy are essential whether playing or reviewing a game. 

3. Learning and teaching are more important than winning. 

4. Playing games is essential to improve your and your opponent’s skills. 
5. A match consists of two parts, playing and reviewing the game. 

6. Everybody has ideas that should be listened to. 

 
Every member agrees to abide by these principles.  Being in Australia and being 

a known person also helps moderate some of the uncivilised behaviour found on 
Go Servers without the need for referees or policing.  

 

We had a hard decision to make when it  came to children.  Paedophiles stalk 
and groom young people on the Internet and that ’s a real concern, nobody 

wanted to provide a platform that could possibly be used for that purpose.  
Unfortunately, this meant restrict ing membership to adults. As and when 

technology improves and there is reasonable protection for children we will be 

more than happy to include them in the club. 
 

Privacy and security of information was another concern – we decided to collect 

and publish only the most basic information about a member on our websites, 
information that is in the public domain – the member name, state, rank and 

optionally KGS, OGC and IGS user names.   
 

People who register must agree this information can be used by the club with the 

guarantee that the club will not sell it . The club does not need any more 
information to function because communications take place using Facebook 

messaging so delicate contact information such are email address, phone 

number etc is simply not required.  The only reason member information is on the 
website is to help players find somebody of a similar grade, or in their state or to 

find a teacher. 
 

The set-up of the club was cost free.  Most of the services and facilit ies we use are 

self-managing.  The hardest administrat ion process is registering a new member 
on the web site which consists of adding their name, rank and state to a table on 

the website (about 2 minutes work per member).  The web sites are hosted on a 
popular Web Host ing provider at minimal cost. (Note: David Mitchell hosts the sites 

on his business host ing account so there is no addit ional cost to him or the club). 

 
Time is the biggest cost - playing teaching games or reviewing games does take 

t ime. Game commentaries generally take about 40 minutes plus the t ime to play 

the game but we are part icularly pleased with the reception of the game 



commentary videos, each video is watched by around 10 people and the library 
current ly stands at 55 and growing. 

 
Weekly lectures started at the beginning of March and again are recorded – this 

means the audience will be larger than just those attending.  The lectures are 

between 30 and 40 minutes long and take the lecturer a couple of hours to 
prepare. 

 

It  should be noted that we have put copyright on all videos and teaching 
materials – there is no problem sharing, we just don’t want somebody taking 

financial advantage of the volunteer teacher’s efforts. 

Technical solution 
 

As mentioned earlier rather than build something new we decided to leverage 
an Internet of Things (IoT) approach. 
 

SOLUTION
An IoT approach

Private Facebook 
Group

Public websites 
supporting members

Free tele-conferencing

Free Go web servers

 

 
The central component is a private Facebook group which acts as the repository 

for videos, request for games, quest ions and social networking.  (Note: players 

message each other through Facebook to arrange games). 
 

We established two websites because some information should not disappear 

from view down a Facebook discussion list .  The AOGC website contains the 
principles, policies, member and teacher lists and a means to register.  The second 

web site was created to contain documented lessons. 
 



Games would be played on any Go Server provided the server allowed the 
players to save the kifu. 
 

Game reviews would be through any free teleconferencing facility but so far 
everybody has used Zoom.us which is easy, simple, free and the video quality is 

more than sufficient for the need.  It  should be noted that videos are only 

published in the private Facebook Group and only if both people agree. 

The project & story so far 
 
This is not a one-off project, it ’s the establishment of a club and organizat ion that 

can continue for many years.  The goals for the first  year are: 

• 60 members – a number equivalent to 20% of the AGA Go Playing 
populat ion 

• Two teaching videos published per week in the Facebook group 

• Increase sense of community among Australian Go Players. 
 

 

The following is a brief history of the past 6 months 

• A group of 4 started in October 2017 with just Facebook and Zoom.  Playing, 

reviewing and recording games against each other.   
 

• The need for the websites to hold the club rules & policies was quickly 

identified and the sites created using WordPress. 
 

• The group grew to 10 by January 2018 – it  was then clear we needed a 

member list  and teacher list . 
 

• Five dan players volunteered to become teachers and membership 
increased to around 15 by the end of January 

 

• We established a Board of Directors for the club consist ing of David Mitchell, 
James Kaaden, Michael Hyde, Cary Jin, Xin Lei, Cindy Xu and Daniel Li. 

 
• Admin of the web sites was shared in early Feb and it  became clear we 

needed a method for people to register so we could keep the website 

member list  and Facebook member list  in sync. 
 

• In mid-Feb it  was suggested we start lectures.  Following consultat ion with 

members it  was decided to hold lectures on Monday evenings at 7:00pm 
 



• In early March membership reached 40 with more than 68% being kyu 
players. 

 

In summary, we are on track with membership numbers and well ahead with the 
teaching videos.  It’s hard to measure the sense of community but as there was 

none before we must be doing something. 

 
The game commentary videos are proving to be a very effective method of 

teaching – every video is watch by at least 10 other people, sometime much 
more.  We have even greater expectation for the video lectures.   

 

We have already extended the scope from game commentaries to lectures and 
are looking at a weekly ‘Go Clinic’ to address members quest ions.  

 
We also believe this solut ion to be scalable both up and down. “Up” in that we 

are thinking of invit ing players from New Zealand to join thus extending the scope 

but st ill retaining the antipodean flavour. “Down” is also possible because the 
solut ion can operate in a much smaller geographic area than Australia, it  could 

work on a city or regional basis. 



Appendix 
 

AOGC Website – club.artofgo.org 

 

club.artofgo.org


Go Forum lessons – forum.artofgo.org 

 

forum.artofgo.org


Facebook Group Discussion page 

 



Facebook page events 

 



Facebook page videos 

 


