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Note to Reader

ing, without forever flipping pages back and forth to

find the relevant diagram, and without trying to keep a
12-move variation in your head. We’'ve tried to produce
Just the Facts! Winning Endgame Knowledge in One
Volume in a way that makes it enjoyable for you to get the
most out of the unique instruction it containg, Lots of dia-
grams make it easier. And look for color-coded diagrams
and “break-outs” that call your attention to the most impor-
tant positions and ideas. These will be especially worth
revisiting and even committing to memory.

A special note on notation and ranks

Just the Facts! uses the now universal algebraic notation.
In the text, however, when we discuss general rules—such
as rooks belonging on their seventh rank or the king being
cut off on its fourth rank—we fall back on the English
descriptive tradition of relative perspective. This technique
is so widely used in both conversation and writing that it
will come naturally to readers, and it obviates the use of
tedious and confusing repetition (“The second rank for
White, or the seventh for Black,” etc.).

vou should be able to read a chess book without squint-

For more on notation, see volume 1 of the Comprehensive
Chess Course.
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Introduction

Introduction

"Just the facts, ma'am.”

—Detective Joe Friday of the popular 1950s Dragnet
television series, to countless crime witnesses
tempted to strav from the essential points of the case.

*ve taken our cue from Jack Webb’s famous
Dragnet detective. In a hurry to solve a case, he
wanted witnesses to give him quickly "Just the

facts." We know that’s what you want when you sit down
to spend your precious free time to improve your chess.

Providing "just the facts" of all the endings you're likely to
encounter in a lifetime of chess was a considerabie chal-
lenge. It required the team of famous player, writer, and
teacher GM Lev Alburt and renowned endgame expert and
trainer GM Nikolay Krogius. Their decades of both cham-
pionship-level play and teaching on all levels, and their
keen interest in producing the most helpful material possi-
ble, led to a uniquely effective approach.

The endgame is the last lap in the race for chess victory. In
another sports analogy, C.J.S Purdy called the ending the
"putting” of chess. Joe Friday might have said it was the
perpetrator’s court conviction that served as the epilogue of
every episode of Dragnet. Whatever the metaphor, it’s

clear that, depending on your endgame knowledge, you can
either enjoy the victory your hours of concentration in the
opening and middlegame have earned you, or you can spoil
it all. If you know some basic ideas and techniques, you
can even save some "lost" games. Such climaxes and anti-
climaxes happen over and over in every chess tournament.

The best news is that your endgame play can improve dra-
matically in a very short time—with the proper help. And
a real knowledge of endgame play will never go out of
fashion. Here you have the essential ideas, principles and
positions. Just the Facts! will serve you well through
many, many vears of chessboard battles.

Just the Facts! Winning Endgame Knowledge in One
Volume is the final volume of the Comprehensive Chess
Course, a series that has earned a special status with chess
players. Each of its books has been a widely praised best
seller since first publication. That’s because each book i1s a
careful distillation and explanation of hundreds of years of
master practice and teaching.

The entire series focuses on making the most effective use
of your time. Only the important ideas are included. No
sidetracks down theoretical curiosities. No long, unex-
plained lines that leave you scratching your head and look-
ing at your watch. No asides that will lead you to a Jack
Webb staccato-like "Just the facts!" See page 412 of this
book to order volumes of the course.

After the hard work and high expectations, we're very
proud that the seventh World Chess Champion, Vassily
Smyslov, could write: "The right endgame knowledge is
the magic key to chess mastery. Just the Facts! gives you
that key!"

Al Lawrence, Executive Editor
Former Executive Director of the U.S, Chess Federation
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o Trumphont penetration of the king
White plays 6. Ka7.
See Diagram 2.

» Power of the passed pawn
Riack plays 1. Rxp2l.
See Diogram 12,

# The winning power of zugzwang
White plays 1. Kedt.
See Diogrom 19,

& The drawing power of Zugzwang
White plays Keol.
see Diagram 21.

Chapter 1: What Is an znagame-

Chapter 1
What Is an Endgame?

Three Distinguishing Characteristics

ou'd
v think 7
that
something 4
so widely ,
studied and
discussed

as the chess

endgame would be commonly well defined. Sometimes 1t’s
described simply as the final stage of a chess game. This defi-
nition isn’t accurate. Many games finish before they ever reach
an endgame—for example, when a player resigns or is check-
mated in the middlegame, or when he blunders fatally in the
opening. The exchange of queens is often heralded as the onset
of the endgame. But this is an oversimplification. There are

endgames with queens and there are middle games
without them,

Perhaps it’s better to define the endgame simply as the stage of
the game with relatively few pieces on the board. Beyond this
generaiized definition, there are three distinguishing character-
istics that can help us to both recognize the endgame and at the
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same time play better when we reach one:

# Endgames favor an aggressive King;

# The importance of passed pawns is greatly increased
1n the endgame,

& Zugzwang—the "compulsion to move" when doing so
forces a player into a worsened or even losing POsi-
tion—is often a factor in the endgame while almost
unheard of in the other stages.

In this chapter, we’ll take a look at each of these key character-
istics in turn.

ENDGAME KNOWLEDGE~—THE KEY TO
CHESS MASTERY

Former World Champion Vassily Smyslov has called the
endgame "the magic key to chess mastery.” We hear and read
constantly of new subtleties in the opening said to confer an
important advantage. The unexpected combinations and sacrifi-
cial attacks of the middlegame excite our fighting spirit and
imagination. Why not just concentrate on these two phases?
Regretably, too many players fall into just that very trap. They
shortchange their endgame knowledge by spending all of their
time for chess on the first two parts of the game.

If you want to win at chesy, begin with the ending.
—trving Chernev

But any truly good player or coach will tell you that an
approach that ignores the endgame is both illogical and imprac-
tical. As we’ll see throughout this book, many middlegame
plans—and, occasionally even opening strategies—have the
goal of creating favorable endings. Without practical endgame
skill, you won’t be able to realize the opening or middlegame
advantage you fought so hard to achieve.

Wwith knowledge of the basic endgame techniques, you can
enjoy the victory you've spent the whole game earning. At
times, you’ll even be able to pull yourself free of the steely jaws

What Is an Endgame? 13

)W STAGES IN
IDING CORRECT PLAY.
D IN THE OPENING
THEMSELVES

of "certain™ defeat. And, as the great world champion Jose
Capablanca was fond of pointing out, no stage of the game
reveals the true powers of the pieces as does the endgame.
Those who study the endgame know the essence of chess.

THE ACTIVE KING

To be a winning endgame general, you must know the key dif-
ferences between the ending and the other phases of the game,
the opening and middiegame. The critical distinction is that, In
the endgame, the king often becomes an active, even an aggres-
sive piece. The sacred middlegame commandment enjoining
you to protect your king at all costs loses its sanctity in the
endgame, where the king attacks pawns and pieces and is often
first to penetrate the opponent’s position.

L.et’s‘look at two examples that illustrate the active role of a
king in endings.

In Diagram 1, White’s chances are better because he has the
two bishops and an extra pawn on the gueenside. Despite these
advantages, after 1. ... N¢4 2. Bel Re7, Black could reasonably
hope for a successful defense. But the line Black chose in the
game allowed the White king to penetrate the queenside.

The king is a strong piece—use it!
—-Reuben Fine
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SVESHNIKOV--HBROWNE
WIIK AN ZEs, 1981 6.... Re7 7. Bb6 Re6 8. BaS BeS 9. Bf3 ReS 10. Bb4 Re7
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Biagram 1 Diagram 3
Biack to move
11. Kbé!
1.... Nd3? 2. Rd1 NeS+ White correctly delays capturing the pawn on b7,
Better was 2. ... Ne5. As often happens, one mistake begets 1L. .. Rd7 12. Rel £6 13. ad Kd8 14. Bxd6 Rxd6+
another. ” 5: KbT : - BX

3. Kb4! Ned 7 o
1 3. ... b6, then White plays 4, ad, with the threat of 3. a5. W{é /@ ///// /’%

4. KaS Ndé6 8, Kbé Reé+ 6. Ka7 % ﬁ /‘/ /
o231y

,,,,, s “W%; A /’/ /
/gmA@ % % ,7/ /
%’/ / ﬁf # / ¢&/

\\\

;’/ 4
% /f&ﬁ/ % I}zagram 4
7 v
/ v / / &/ % W!me has a passed c-pawn, and a potential passed pawn as its
% % % % neighbor. These guarantee White an easy win.
Diagram 2
A triumphal march of the king! Now Black can’t protect his g iz:;dz 16. Rd1 Rxd1 17. Bxd1 a5 18. Kb6 Be7+

pawns.
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THE FIRST CRUCIALIBI _. % @ % %
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% o
i @,@ / /‘/ ///I Diagram 7
?‘?’ % %/ ,é Neutralizing Black’s passers.

g / / / /J 29. ... f4 30. BdS h5 31. Bf3, Black resigns.

. // ?&//‘ b s

A ’%,@% 7 W, 1968
% % .

19, ... Bf4 20. Kb7 Be5 21. Be2 Bd6 22. g3 15 23.
Ke6 BbS 24, Bed €5 25 b4 % / ///5 %
&7,

B & 7 7
%////’/// // / /
¢ ///// / wr,

”M/% iz w

,,,,,,,

& // »
i ///; xa
7 r//r'r/’ rcioc Dia 8
% % i/’l/&/é %///; Wh;teg :Zz::mve
% % % % White’s king must penetrate Black’s position to attack the
Diagram 6 pawns at b6 and h6. Black’s pawns and bishop block his way.

25, ... Ba7 26. Kb7 Bxf2 27. bxa5 Bxg3 28. a6 B2 But White can sacrifice to create a path for his king.

29. Beb 1. b4! Bxbd
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If 1. ... cxb4, then 2. Kb3 Bel 3. Kxb4 Be3 4. Kb3 Ke7 5. BdS
Bgl 6. a4 Bd4 7. ¢5! bxe5 (or 7. ... Bxe5 8. ad) 8. Bed and
White will queen one of his pawns.

W

// / / ///
“w owom W
oa AL

/a‘“

i
%ﬁﬁ&7&/
////////
B

Diagram 9
After 8, Bed

ANALYSIS‘:

2. Kb3 Ba5 3. Ka4 Ke7 4. Kb5 Ki6 5. BdS Ke7

,,,,,,,,,,,,

% % % /
&% / %,%
%_% Z %

Diagram 10

6. Kcb
Jugzwang.

6. ... Kf6 7. Kd7 Bc3 8. a4 Ba5 9. Ke8

by

,,,,,,,

,,,,,,,,,,,,,

""""""""""

3%&%&@&%
" .

L

Diagram 11
9, ... b5
Or else White plays 10, Ki8-g8-h7xh6. If 9. ... Kg7
then 10. Ke7. (

16. axb5 Be7 11, Kd7, Black resigns.

PASSED PAWNS

Passed pawns play an increasingly important role in the
endgame, often determining victory or defeat. In the mid-
diegame, only a piece or two of the

many on the board may
decide the outcome. But in
the endgame, all the pieces
are likely to be engaged.
and their activity
sometimes cen-
ters on for-
warding

Or stopping a
passed pawn.

WM@§>X
\%(
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ORTUETA-8SANZ
Manrip, 1934

enburg, Russia
ust 21, 1945
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Diagram 12

inian city located
¢ won the highly

Renowned

Black te move player, teacher
and writer
At first glance there is no serious threat to White’s position and Mentored by
the outcome should most likely be a draw. But ... world champion &
' pre-eminent teacher
1.... Rxb2! 2. Nxb2 ¢3 3. Rxb6 Mikhail Botvinnik
Or 3. Nd3 c4 + 4. Rxb6 cxd3, and the Black pawns are unstop-  Thise-ime
pable. US Champion:
1984,1985, 1990
* Twice US Open g players
% % % % Champion: 1987, ideas, Alburt
1989

M to devote
n*masters

i‘ﬁ*
\\“\\

%ﬁ% ,,,,, / o
ﬁé /% / /% Uk;r:;::g’::empion:

W{/ ,,//f .,,”” y /// 1972.74
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e @A /,/* ©Soapratr

%&. % % @  Architect

Diagram 13 of best selling

3. ... cd! vo
Chess Course

\

\\Q
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This star move takes the d3-square away from White, and
threatens 4. ... ¢2. That’s why White responded ...

4. Rb4 a5! 5. Na4
If 5. RbS, then 5. ... ¢2. And if 5. Rxc4, then ... ¢xb2.
5. ... axb4, White resigns.

An effective demonstration of the power of the far-advanced
passed pawns!

. o ¥
o 0 @ e

KRrOGIUS—IDOROSHKEVICH
KAZAN 1964

% %%’
%,%/%//
%”’//////
"‘8‘:’%?//&
W/g/mf////é&

,,,,,, 0
%/%%

Diagram 14
White to move

White’s position looks hopeless, but the Exchange sacrifice
allows him to create a dangerous passed pawn. The game
continued:

1. Rxdd4! ¢xd4 2. ¢5 Ned
To stop the pawn: 2. ... Nxb3 leads to a drawish queen and
knight versus queen ending.

3. ¢6 Kgbé

What Is an Endgarne? 23

Or 3. ... d3 4. ¢7 d2 5. ¢8(Q) d1(Q) 6. Qb7+, with a drawish
queen ending.
4. ¢7 Nd6 5. Kf3 Kf5 6. hd Ke6 7. hS

Now Black has to switch his attention to another passed pawn.

7. .. KI5
5>
o //V 7
o g
,,,,,, /i %)
o EemA
A% A% ,4% ,é%
%:&/% ,,,,,,, ? ///@Jg//
%// /;% A%/ ffﬁ“’ﬁ
- ﬁ% _ » //% i
Diagram IS
8.h6 Kg6 9. c8(Q)

The try 9. Kf4 Kxh6 10. KeS d3 11. Kxd6 d2 would also lead
to a draw.

9. ... Nxc8 10. Ked Ne7 11. Kxdd Ne6+ 12, KeS NeS,
draw,

o @ o o

In some cases, a passed pawn can successfully oppose major
pieces—a rook or even a queen.
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Piagram 16
White to move

In this endgame study by Troitsky, White draws with:
1. Kb6! Ke8
Otherwise, a pawn will queen.

2. a6 Kb8 3. a7+ Ka8 4. Kc7 hS 5. Kxd6 b4 6. Kxd7 h3
7. e5 h2 8. ¢6 h1(Q) 9. 7

¥E_E B
,&%@ ///
W
%/////
/////
%/////
/////|
B E

Diagram 17

9, ... Qd5+ 10. Ke7 Qe6 11. Kd8 Qdo+ 12. Kc8!

What Is an Endgame? 25
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Diagram 18

2. ... Qcot
On 12. ... Qxe7, it’s stalemate.
13. Kd8 Kb7 14. a8(Q)+!
If White plays 14. €8(Q)?, then 14. ...
14, ... Kxa8 15, e8(Q), draw.

Qc7 checkmate!

A passed pawn increqases in strength as the
number of pieces on the board diminishes.
—Jdose Capablanca

LOGZWANG

Because of the small number of pieces in the endgame, play
often takes on a very forceful character, with every move, every
tempo increasingly important. On the other hand, the choice of
aSC_eptabie variations gets parrowed, sometimes leading to a sit-
uation in which one of the sides exhausts all useful moves and
would like to simply "sit" on the position he’s built.




Just the Facts!

WHEN A PLAYER |

FOLTYSNMAKARCHIK
Warsaw, 1949

?%///%%
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Diagram 1%
‘White to move

1. Ked!

Black is in zugzwang-—the compulsion to move. He doesn’t
have any moves that would prevent the White rook’s moving
from a8 with check, allowing the promotion of the a7-pawn to
a queen.

This is the perfect example of all three themes—zugzwang, the
importance of passed pawns, and the active king—all working
together.

’,
o
L7
0.0
.
...
A
...
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W///?/,,%
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DBiagram 26
White to move

In this study, White is a pawn down and struggling for a draw.
He gets his wish by sacrificing his only pawn.

1. Kf5 Kg7 2. €7 Kf7 3. e8(Q)+! Kxe8 4. Ke6!

Zt}GZWANG
OPENING
! 'IN THE MIDDLEGAME.
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%%7%
W///////
//%”K@Z |
W/////
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Diagram 21

Only this move, which forces Black into a zugzwang, leads to
a draw. If 4. Kxf6? Kd7 5. KfS Ke6 6. Ked Ke3 7. Kd3 Kd3,
and Black is winning. Now, however, Black cannot make con-
structive use of his material advantage. For example ...

4. ... Kd8 5. Kxd6 or 4. ... {5 5. Kxf5 Kd7 6. Ked Kc6 7.
Kd4

We arrive at a well known drawn position.

Summary: Paradoxically, chess games can end without an
"endgame.” Endgames aren’t easy to define—for example
they can sometimes involve queens on the board. Still there
are three defining characteristics that make them very
different from the opening or middlegame: endgames often
favor an active king; passed pawns greatly increase in
importance, and zugzwang can become a factor. You
should make time to learn basic endgame techniques.
Seventh World Chess Champion Vassily Smyslov pointed
out that "the right endgame knowledge is the magic key to
chess mastery.”
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Ghaptor 2:Pawn Endings

& Baricades & the Rule of the Squcare
White's on move, but is biocked.

See Diagram 29.

+ The "moving screen”

White plays 2. Kdb.
See Diagrom 60,

//;%,,/é ﬂ,/
»ny
ﬁ/// ﬁ/ %///’ i
%% A% ;5%

* Losing a move 1o win the game

White plays Kd5-Ked-Kd4-Kdb,
See Diagram 68

PR
. & ///””’”
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X @%%
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//////%%/
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. ] e Breakthrough thinkin
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. » é””’/ // ‘Wl
// _ // Y
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White plays 2. hdl and gqueens.
See Diagram 87,

Chapter 2: Pawn Endings

Chapter 2
Pawn Endings:

Atomic Chess

losses, and draws of chess. They

are the atoms of chess physics,
the foundation of endgame play.
Nearly all ending positions can melt
down, sometimes quite suddenly,
into a pawn endgame. So your
endgame play must take into
account the possibility of a sudden
reduction of forces to one of these
fundamental, atomic positions—
and what your fate would be if
this happened. The good news is
that you don’t have to be an atomic
physicist to play these endings like a master!

Pawn endings are the irreducible wins,

There are two principal features that determine play in any
PBwn ending—the position of the kings and the presence of
passed pawns. These two features intertwine in practice. But it
will help us to focus on them separately. In Part I, we'll spot-
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light the king positions. Then in Part II we’ll concentrate on the
role of passed pawns.

PART I: KING POSITION
KING AND ONE PAWN VS. KING

Let’s start by looking at the basic positions where king and
pawn oppose a lone king. Your knowledge of the small dia-
grams that follow will often determine your game plan with
more pawns on the board. These endings are common and the
superior side wins only about 50% of the time, so you can save
many games by knowing some simple defensive techniques,
White wants simply to queen his pawn, when mate would fol-
low easily and quickly. From a defender’s point of view, the
crucial two fundamentals are a "one or the other approach”
that’s easy to master and remember.

¢ If the enemy pawn can be attacked and captured before
queening and before the opposing king can support it,
then that’s the obvious choice. Let’s take a look at this
simple process.

| 5
/’///
%//f/

%

/

“w w w W
//,/,/,/
Y

Diagram 22

Here the superior side’s king is too far away to support his
pawn, and the defending king can get to it before it queens.
Black draws easily, no matter who moves first, by moving
toward the White pawn and capturing it. If it’s Black’s move, 1.
.. Kf5 does the trick. The only losing idea would be to move
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I
the king farther away from and “below” the pawn, allowing the
foot soldier to get an uncatchable lead-—for example, 1. .., Kf4.
If it’s White’s move, Black still plays 1. ... KfS, unless White
first plays 1. 6, when 1. ... Kf6 guarantees the extermination
of the pawn.
¢ If the pawn can be supported in time by its king, so that

it can’t simply be captured, then the defending king must

get in front of the pawn-—such blocking is the only hope.

But this simple strategy, when correctly followed up,

frequently draws.

Here’s an example of a basic position illustrating the impor-
tance of blocking—-a technique that you should internalize as
defensive instinct.

“u /
/@/ ww
Bow n "
e N

Diagram 23

With Black to move, he draws with 1. ... Ke6, getting immedi-
att.:ly into the path of the pawn. If, as many beginning players
will do, he plays 1. ... Ke4 to "attack" the pawn ;mmeciiateiy,
he loses! White wouid play 2. Kc4, eventually queening the
Pawn. (Volume 2 of the Comprehensive Chess Course thor-
oughly covers such ending fundamentals. See page 412.)
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Diagram 24 Piagram 258
You can’f sfop & pawsn from the side. Block it!
You can’i stop the pawn from behind, Biock it!

CHESS IS A GAME FOR SQUARKES

Many times in king-and-pawn endings, it’s necessary to know
whether a king can catch an unsupported pawn breaking for its
eighth rank. Of course, when the king and pawn are close to
each other, you can quickly play out each move in your head—
the pawn goes here, the king moves there. But when the king
and pawn are farther apart, such a method takes time and can
lead to errors, so we need a better technique. One method 18
called “counting.” You count the number of moves the pawn
needs to reach the queening square and then count how many
moves the king requires. If the pawn moves first, the king will
arrive in time if it requires an equal number, or fewer, moves.

There’s even a simpler method by which, with a litile practice,
you can tell at a glance who’ll win the race. It presumes that the
king is unblocked from its shortest path. (If the king faces
obstacles, the counting method is best.) It’s called the rule of the
square. There’s probably no single more important calculation
tool in the endgame. Although it’s taught all over the world,
credit is hardly ever given to the 19th-century Austrian player
and writer who invented this fundamental tool—Johann Berger.
(He’s the same fellow who invented a tie-breaking system for
chess tournaments. Too bad for Johann that he didn’t have 2
friendly patent office in his native Graz!)

Berger pointed out, and Tarrasch popularized the idea, that you
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st

could simply imagine an equal-sided box drawn from the
pawn *¢ current square to its promotion square. Draw the square
toward the king. If the king is within the square, or on move can
get into the square, he can catch the pawn. If he can’t, he’ll lose
the race. No calculating or counting necessary! Just be careful

if the pawn is in its original position, and take into account its
first-move option of leaping two squares forward.
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Diagram 26 Piagram 27
Biack to move White or Black to move
The king catches the pawn, The pawn wil queen.

From Diagram 26, with Black to move, his king enters the
square, catches and captures the pawn, drawing: 1. ... Kf4 2. b5
KeS 3. b6 Kd6 4. b7 Kc7. With White to move, he wins by
advancing the pawn out of reach of the defending king.

From Diagram 27, Black is lost, whoever is to move.
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Chapter 2 Pawn Endings 37

Rut sometimes the presence of other pawns can complicate the
issue of whether a king can catch an enemy passed pawn.
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Diagram 28
White te move

\"-‘3:\

1. Ke5

It seems that the passed pawn could be easily stopped-—after
all, the king is within the square. However, Black has a trick
that blocks the White king’s path.

To e €312, died a4 3. Kd4 a3

BW W
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Dingram 29
Black’s pawn now queens easily.
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Here’s an example where the “tricks” help the defender.
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Piagram 30
White to move

At first glance, White’s position is hopeless. He can’t catch
Black’s pawn, and his own pawn could be easily stopped by the
Black king. But as White’s king moves to support his advanced
pawn, Black must take the time to move his own king to defend
against its promotion. Suddenly White’s king is within the
magic square, able to catch the opposing pawn and draw!

1. Kb4 Kb6

If 1. ... b4, then 2. Kc5 h3 3. Kd6 h2 4. ¢7 Kb7 5. Kd7 with the
draw.

2. Ked hd 3, Kd5 h3
Or3. ... Kc7 4. Ked.

4. Kd6 h2 5. ¢7, draw.

How TO WIN A PAWN UP: THREE RULES
FOR BATTLING A BLOCKING KING

Blocking the pawn, the best defense short of winning the pawn,
doesn’t always draw—unless the pawn is a rook’s pawn. (We’ll
take 2 look at this special case in a moment.) The side with the




38 Just the Facts!

pawn should keep in mind the three rules for winning.

1. Move your king in front of your pawn. (This means,
given a choice, you will move your king before
advancing your pawt:.,)
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Piagram 32
White or Biack to move
The king is nat ia froat of his
pawn-——draw!

Disgram 31
A key position: With Black to
move, White has the opposition
and wins with all nen-reok pawns.
On move, White only draws,

2. With your king in front (either directly or diagonally) of

your pawn, you'll always win, except when the defender
has the opposition. One king has the opposition when he
stands in the path of his counterpart with one square
between them on a file (most commonly), rank or diago-
nal--and his counterpart must move. This is frequently
called the "direct” or “close opposition.” It’s important to
keep in mind that the opposition is a tool to advance or to
stop a pawn; opposition is not a goal in itself.

3. With your king on the sixth rank in front of your pawn,
you’ll always win, regardless of whose move i1t is.
Memorize this next position. If you have the extra pawn,
know that if you reach it there is no stopping you from win-
ning. If you're the defender, you want to avoid this "and
wins" position! It also illustrates the basic process of sup-
porting the pawn while forcing the defender from the
queening square.
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Pagram 33

Hefe, White wins regardless of who's on move.
1. Kaé!

Because the extra pawn is a knight’s pawn (b- or g-pawn),
White needs to be careful not to box Black into a stalemate. In
the case of 1. Ke6 Ka7 2. K¢7 (2. b6+ Ka8 leads only to a draw)
2. ... Ka8 3. b6?, it’s a stalemate, but White wins repeating the
position with 3. Kb6, then going to the right plan. This stale-
mate trap works only with knight-pawns, but with these, it
works often. Remember it—especially when defending!

i....Ka8
Or 1. ... Kc8 2. Ka7.

2. b6 Kb8 3. b7
Hitting the seventh without check—a bad omen for the defender!
3.... K¢7 4. Ka7




.....

,,,,,

/
%%

Diagram 34
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And the pawn queens. @

DR R

Memorizing a few key, "matrix” positions is a tremendous help
in calculating the result of trade-down combinations. Here’s a
classic illustration, the finale of a speed-game between Jose
Capablanca and Emmanuel Lasker. Because Capa knew that he
would win with his king on the sixth ahead of his pawn, that’s
as far as he needed to look. See Diagram 38 on page 42.
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D:agram a5

awi Endings 41

e Endgames—
r-t: e- more wxnnabl&'
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_-'.qiieen' VS, queen.

pawn, only about 10% are
bout 30-40% are still a draw.
 are rook endings.

ENI)GAME PRINCIPLES ARE DIFFERENT!
IN THE OPENING AND MIBDLEGAME, WE WOULD NEARLY ALWAYS WANT AN
EXTRA MOVE, IN THE ENDGAME, AS WE'VE SEEN, LOSING A MOVE 1§
SOMETIMES THE KEY TO WINNING! LIKEWISE, IN THE ENDGAME RUSHING
FO ADVANCE A PAWN CAN BE A SERIOUS MISTAKE.

KEEP YOUR ELECTIVE PAWN MOVES IN RESERVE. [N MANY CASES, THESE
OPTIONAL MOVES Wil ALLOW YOU TO TAKE THE OPPOSITION AND PUT
YOUR OPPONENT IN ZUGZWANG.
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CAPABLANC A—-FM., LASKER
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Diagram 38
White t0 move

After 1. Kc6 Nxb$, a draw seems inevitable. But Capablanca
finds a way to win, with one of those sudden reductions to an
atomnic chess position.

1. Rxa8+! Kxa8

(If 1. ... Nxa8, then 2. K¢8 Nc7 3. Kxc7, winning. And after 1.
... Kb7, 2, Ra7+ is decisive.)

2. Kxe7Ka7 3. Keéb

Winning the pawn—and reaching number 3 of “How to Win a
Pawn Up,” above.
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Let’s look at a position where the king and pawn are both on the
sixth rank.

IF THE PAWN HITS rrs ;
CHECK——-—-!T’S A B
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Diagram 39
White to move

1. d7+

When the pawn hits the beachhead of the seventh rank with
check, it portends the draw.

1. ... Kd8 2. Kd6
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Diagram 48

I’s a stalemate. But what if, in the starting position, it were
Black’s move?

Fact: Jose Capablanca was never
checkmated in tournament play.
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Biagram 4}
Black to move

Ifit’s Black’s move, the pawn will advance without check, and
White wins:

... Kd8 2. d7 Ke7 3. Ke7.
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With the White king unable to get ahead of his pawn, it’s a
draw—Dbut the defender has to play accurately.
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Biagram 42
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L. d6+ Kd7 2. Kd§
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Diagram 43

if Black’s king falls back to ¢8 or e8, he’s doomed, because he
invites a pawn advance that doesn’t give check. For example,
after 2. ... KcB 3. Ke6 Kd8 4. d7, the pawn advances without
checking, Black’s king is chased off the queening square, and
White promotes and wins. And after 2. ... Ke8, 3. Ke6 (or 3.
Kc6) wins in the same manner. Black must drop straight back
to keep the draw.,

2...Kd8

Now Black can, after 3. Ke6, respond with 3. ... Ke8, and on 3,
K6, play ... Kc8. He thus keeps the opposition, not giving

White’s pawn a chance to advance without check, and draws.
And, of course, Black meets the tricky 3. Ke5 with 3. ...
returning to his safest square.

Kd7,
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—
ROOK PAWNS — WHEN LIVING ON THE
EDGE CAN BE SAFE

When the extra pawn is a rook pawn, the odds of a win plum.
met, since the possibility of stalemate protects the defendey
from normal winning techniques. If the defender’s king cap
simply get to the queening square, he can’t be forced out
regardless of who has the opposition.
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Diagram 44
Black to move

This is a draw because White can’t budge the opponent’s king
from the corner, Pushing the pawn to h7 leads to stalemate.

DEFENDING BY JAILING THE OPPOSING
KING ON THE ROOK’S FILE

Even if the opposing king is in the otherwise ideal position—on
the sixth rank ahead of his pawn, the game can often be drawn.

Chapter 2: Pawn Endings
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This is a draw, regardless of who is on move. A blockade is sue-
cessful thanks to Black’s access to the ¢7 and ¢8 squares.

For example:
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Diagram 45
‘White to move

1. Ka7 Kc7 2. a6 Kc8 3. Kb6 Kb8
Or with Black on move:
1.« Ke7 2. Ka7

If2.Kb5, 2. ...
2. ... Ke8 3, a6 Ke7 4. Ka8 Ke8 5. a7 Ke7 stalemate.

Kb7.
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Diagram 46
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o,
You can see that even if the superior side’s king actually ocey.
pies the queening square, as long as the defender can get to the
seventh or eighth rank of the bishop’s file, it’s a dead draw.

Even extra rook pawns don’t help the superior side.
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Diagram 47
‘White or Biack to move

Black draws easily. He keeps White’s king a prisoner on the
rook’s file or, if the White king escapes, Black heads for the
corner, from which he can’t be pried.

L L
0‘0 0’0 @ " g

Once again, knowing this simple rule makes it possible to stop
calculations upon arriving at similar positions. In one of his
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Mlkhaﬂ Tal shows us how to use the rule to find the
right wa}’ to a draw in a difficult and complicated position.
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Diagram 48
Black te move

1. ... K3 2. Kxf6 Kxe4 3. h4 Kd5 4. hS Kd6

Black is organizing a defense by trying to incarcerate his oppo-
nent’s king on the edge of the board.

8. Kg7 Ke7 6. Kxh7 Kf7 7. h6 aS!
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Diagram 4%

8. a4 K18 9. Kg6 Kg8 10. Kf6 Kh7 11. Ke5 Kxh6
12. Kd5 Kg6 13. Ke5 K16 14. Kb5 Ke6 15. KxaS Kd7
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16. Kb6 Kc8

Black’s king is just in time (17. Ka7 Kc7) to block his adver-
sary. Moving the pawn to a5 was necessary to distract White's
king from the key square of b7. If the pawn remained at home,
or even moved only to a6, Black would lose: 7. ... a6 8. ad Ki¥?
(8. ...a5!=)9. Kgb6 Kg8 10. a5 Kh8 11. Kf6 Kh7 12. Ke6 Kxho
13. Kd6 Kgb 14. Ke6 K6 15. Kb7 Keb 16. Kxa6 Kd7 17. Kb7.
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Diagram 51
After 17. Kb7

Black loses because he wasn’t able to get to the corner or limil
White’s king to the side of the board. Now that we've looked al
the special case of the rook-pawn, let’s move on to other prin-
ciples. ;
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SQUARES
the defender can stand on a square and draw, that square
is a neafe square.” Take a careful look at the next diagram,
which so far has no defending king. Where could we put the
Black king 50 that it can draw? How many such safe squares

are there?
W E W
%‘% o
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Diagram 82
White to move after Black places his king
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Well, ¢6 and d6 should be pretty obvious to you by now. If on
€6, the Black King has only one good square to move to——d6.
And, conversely, if he’s on d6, then e6 is the only safe square.

Reminder—never move to the side! Here 1. ... Ke6? and 1. ...
K§{6? both lose miserably. And never, ever voluntarily move
backward: 1. ... Ke7? loses to 2. KeS, grabbing the opposition
afler 2. ... Kd7 3. Kd5. Taking the opposition when ahead of the
pawn dzagonaZly inevitably leads to having the opposition in
Jront of the pawn. With the White king on d5 and Black’s king
on d7, Black must move over and let White’s king gain more

Space and secure the queening of the pawn. Similarly, 2. ... Kd7
loses 10 2. Kd5.

So two other safe squares are ¢R and e8. Here, Black is never in
Zugzwang, as he goes back and forth between these two
Squares. He meets 1. KdS with 1. ... Kd7, or 1. Ke5 with
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——,

1. ... Ke7, taking the opposition-—thus preventing White’s king
from making any progress.
So Black draws with his king on {or moving to) any of four safe
squares:

1. ... Ke6, 1. ...

Kd6, 1. ... Ke8, or 1. ... Kd8.

PASSING THE MOVE (TRIANGULATION)
In order to take the opposition and force the opposing king to
move from a key square, you will often need to find a way to
effectively "pass” the move to your opponent. But how can
you "pass"?

NEDELKOVICH
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Diagram 53
White to move

The immediate fight is for the e4 pawn. White can’t win it
immediately after 1. Ke3 Ke5, but he can triangulate on the ¢2-
d2-e3 squares to "lose” a move, forcing Black into a zugzwang.

1. Kd2 KeS 2. Ke3, winning.

The e-pawn is lost. White would then create a passed pawn on
the queenside by moving his king to ¢3 and playing b3-b4.

Chapter 2: Pawn Endings i3

CALLING IN THE RESERVES
In the fight for opposition, extra moves available to the pawns
can be crucial. Such moves can be used to force the opponent

into zugzwang
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Diagram 54
White to move
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If White's pawn were already on d4, White, to move, wouldn’t
be able to win because Black would keep the opposition.

1. d4

This move forces Black to give way for the opposing monarch.
L. ... Ke7 2. Ke6, winning,

Similarly, 1.... Ke7 2. Kc6, leads to a win for White.

Y o @ )
" Q‘Q 0‘0 0.0
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FiLip—BARCZA
SoFia, 19587
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Diagram 85
White to move

\
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In this complex position, Biack plans to provoke b2-b3+, which
would allow his king to penetrate into the opponent’s camp. It
is important that after both sides exhaust the pawn moves on the
king side, Black will have a reserve pawn move, ... a6-a$, on
the opposite side of the board.

1.g3
If 1. g4 1S 2. gxh5 gxh5 3. 5 6 4. hd a3!, and 5. b3+ 1s forced.
I, 15 2. 24 hS 3. gxhS gxh5 4, b4 a8,
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Dingram 56
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5. b3+

Iﬂi Kc2, then 5. ... Kb4 6. b3 a4 7. bxa4.

ANALYSIS

Diagram 87
After 7, bxad

7. ... Kxa4 (7. ... Kxc4 also wins) 8. Ke3 Ka3 9. Kc2 Kb4 10,
Kd3 Kb3, with the win.
5. .. Ka3 6. Ke2 Ka2
Black also wins with 6. ...
7. Ke3

ad, as in Diagram 57.
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Diagram 58
Biack to move

7. ... Kbl
This important maneuver from behind wins.
8. Kd3 Kb2 9. Kd2 Kxb3, White resigns.
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THE MOVING SCREEN

The next technique we'll take a look at is the chess king’g
equivalent of the "moving screen,” sometimes called a "moving
pick"a tactic illegal in basketball but permitted m chess,
Trainers in Russia call this "shoulder-pushing.” This mog
effective tool yields several advantages at once. One king
moves across the board in a way that gives him the shortegt
route to a pawn or pawns while simultaneously preventing the
rival king from following the shortest route to his objective.

SHADE-—AHUES
BEriaN, 1921
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Diagram 59
White to move

1. Ke6 Kc3

Now White blundered with 2. Kd6? Kd4 3. Kc6 Ke5 4. Kb7
Kd6 5. Kxa7 Ke7, allowing a draw. By screening (or "shoul-
der-pushing,” if you prefer) on move two, White could have
WO,

2. Kd5
White’s goal is Black’s pawn on a7; Black’s goal is the saft
haven of the ¢7-square.
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White’s king approaches the a7-pawn while at the same time
shouldering his opponent’s king away from ¢7. Now 2. ... Kb4
is as hopeless as the text move.

2. ... Kd3 3, Kc6 Kd4 4. Kb7 Kc5 5. Kxa7 Ke6 6. KbS,
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THE DISTANT OPPOSITION
You've seen how important the direct or close opposition can
be, often making the difference between a win and a draw,
When the kings are distant from each other, it’s crucial to rec-
ognize how you can wind up with the direct opposition.
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Dhagram 62
White te move

1. Ke2!

Taking the distant opposition, since there are now an odd num-
ber (5) of squares between the kings, and it’s Black to move. If
both kings advanced straight ahead, White would wind up with
the close opposition.

L... Ke7

On 1. ... Kd8, White sidesteps with 2, Kf3. After 2. ... Ke7,
White continues 3. Ke3! (another distant opposition, with three
squares between the kings) 3. ... Kf7 4. Kd4 (sidestepping again
to gamn the opposition) 4. ... Kf6 5. Kc5, winning. After 1. ...
K%, Black also loses: 2. Kd3 Ke7 3. Ke3! Kd7 4. Kf4. If 1. ...
Kf7, then 2. Kf3 Ke7 3. Ke3! +-,

2. Ke3! Ke6
If 2. ... Kf6, then 3. Kf4.
3. Ked

Chapter 2: Pawn Endings 39
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Disgram 63

3. ... Kf6
- Now some calculations are needed. If 3. ... Kdé 4. Kd4! Keé (4.
_Ke6 5. Kc5, and White queens well ahead of Black.) 5. Ke5
'Kb6 6. Kd6 Kb7 7. Kc5 Kaé 8. Ke6 Ka7 9. Kxb5 Kb7 10. K5
"’f 11. Kd5 Kb6 12. Ke5 Kb5 13. Kf5 Kxb4 14. Kg5 +

BN W

////;
/ ,f
//%,’/

/

f’ J % /%/’f N
/’//f // %//?’/
/ 7
Diagram 64
After 14, KgS

Ke6, White wins with 5. Kg5.

5. Ke5 Kf7 6. Kf5 Kg7 7. Kg5 Kf7 8. Kxh5 Kf6
9. Kg4 Kg6 10. Kf4, winning.

o o D P
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Here’s a beautiful and practical illustration of both safe squareg DR XX

and the power of the opposition. Of course, if it’s Black’s move,
he wins easily with 1. ... Kd4. But, with the move, can Whne
save the draw? Remcmber you definitely don’t want Black to
win the White pawn in a way that leaves his king in front of his

7 _
7
own pawn with either the opposition or a reserve pawn move, % / / //

N %
- %/ B
& %/////?é%
v 7 // /% f
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f £ W Bzagram 66
//?/f 7 White {0 move

\%
§\

_

"

/;,é, Wln te achieves a draw in this seemingly hopeless position by

/
7 % 7 A
%@% _ % Mg the distant opposition.
Di 65
W’I:?t%itmmove ' 1. Khi!!

With this position in mind, William Blake could have written
hat immortal hand or eye/Could frame thy drawful symime-
7 1. Kfl is bad because of 1. ... Kd2 2. Kf2 g4! (the "wait-
g" move 2. ... Kd3 also wins) 3. fxgd e4 4. g5 €3+. Also los-
s 1. Kg3 Kel 2. Kg2 Ke2 3. Kg3 Kfl! 4. Kg4 Kf2 -+.

With all this in mind, you can find ...
L. ¢5! dxeS 2. Kel!
Not 2. Ke2? Ke4! -+,

2. .. Kd5S
1f2. .. Kd4, then 3. Kd2; if 2. ... Kcd, then 3. Kc2. L .. Ke2
3. Kd1 - g4, then 2. Kg2!, with a draw.

2. Kg2 Ke3 3. Kg3 Kd4 4. Kgd Ke3 5. Kg3 Ke2 6.

White draws because he reaches his safe squares, Kg2 Kd2 7. Kh2!

 d1 and el
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h only to stalemate. But if, in the position after
%;// %y %7 % 2@2;01( g;d to move, he would lose. Time for White {0
%, % % ////Q He moves his King b.ac.k to ?he squares ¢4 and d4 in orfier
?y//@ % ) % % e A gc;ppo. Black’s king, being on the edge, doesn’t enjoy
% % % % guach an option.
z?, (7 ...... x’/// /,,,,,,5/// de
'/7%5, //ﬁ % A :ie:ﬁ ~ 2.Ked ‘ o d
% % % AT . ﬁ- 2. ... Kb8 brings us to the same end.
B B - o 3. Ka4KeB
‘BN A ¥ 3. .. Ke7 4. KcS.
Diagram 67 » 4.KdS
ﬁe move’s been passed! We're back to the position after

Maintaining the balance, thanks to the distant opposition. __'_;'-:;:B]ack’s 1. ... Kc8, only now it’s Black’s turn.
7. ... Kd3 8. Kh3!, draw.

THE CLASSIC TRIANGULATION %@ % %

Now it pays to take a look back at passing the move in close % % % %
quoarters?%il’ii Wagtio mem(?rize ’:hf: exar%a:;e. ove in elos - ‘/ % é/ % /% /%
% % % %9’ %f’ /}:9’
e m w @ 5 %

P

N\
L L\

\\\\\k
S
&\

A A %ﬁ %ﬁ %f 4
A e ‘N
y/r;/;%/ %;4//// ﬁy Diagram 69
Wy Black loses after 4. ... K¢7 5. Ke5 Ko8 6. Kb6, or 4. ... Kd8

S

6 Ke8 6. ¢7 Kb7 7. Kd7.

§x

N
N
\%&

-

N\

Diagram 68
White te move

1. Kd5 Kc8!

Now the straightforward 2. Kd6 doesn’t work because 2. ... Kd8
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PART I1: PASSED PAWNS

Let’s now focus on those positions, with several pawns on the
board, where the passed pawns are a decisive factor, A passeq
pawn is one that isn’t blocked by another pawn and doesn’s
have enemy pawns on adjoining files. In other words, no pawng
can stop it on its march to promotion. In a king-and-pawn end.
ing, a passed pawn can be stopped only by the opponent’s king,
Since the opposing king must be at all times able to prevent g
passed pawn from queening, it’s important to be able to tell how
close to the pawn he must stay,

i

THE ADVANTAGE OF THE OUTSIDE
PASSED PAWNS
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Diagram 76
White to move

\
\b\
Q\\

X

Black’s king has to catch White’s passed a-pawn. For hig part,
White plans to take his opponent’s pawns on the kingside and

then to win the game by promoting his g-pawn. Black’s attempt
to create counterplay fails.

1. a8 K¢S

If Black tries 1. ... Kd$, play continues 2. Kb2 f5 3. gx{s g4 4.
a6 Ke6 5. 16 g3 6. a7 Kb7 7. f7 g2.

Chapter 2: Pawn Endings

<l EAW
,,,,,,, % ’ /ﬁ%y z/’ﬁ%y 4%
| 7, i

w7 A

(Y

3

A\

-

ANALYSIS

Diagram 7}
After 7. ... g2

Q+)i-—an important, tempo-winnifig .technéque—&
9, {8(Q+), winning. Back to the main line.
2.Kb2 f5

2. ... Kb5 3. K3
onl for counterplay. In the case of c
4.&2 Kb6 5. Ked (5. Kd5? £5 6. gxf5 g4 7. Ked Ke6=)
KeT 6. K5 Kd7 7. Kxf6 Ke8 8. Kxg5 Kf7 9. Khé, White

3. gxf5 g4 4. 16 Kd6 5. a6 g3 6. 17 Ke7 7. a7 g2 8.

- 8(Q)+, winning.
important to note the distracting roles played by the a- and
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w%”%ﬁ%ﬁ%
7 / ﬁl
%1féé;<%%
LOMBARDY—FI1SCHER e :.. W /’// /{/y/ ///%
J NEW YORK, 1960 % Z&{” %// &;;/
o, 2 Disgram 73

7, Ke2 ¢5 8. h6 14!
is is an important moment. Black advances his kingside~

i

Here’s a position with much more than kings and pawns, so j
looks a little out of place in this chapter. But it again illustrateg
how such a complex position can reduce itself to the chess
"atom” we began this chapter by discussing., And it shows the
distracting power of a distant passed pawn.

\:\

\\\\\\\
g B
N \Q‘
AN
s

f hanges on
- ' wns as far he can. After the upcoming exc
/gj %”//f % IIIII % .'."5"332:11;;?131(16, he wants his f-pawn as close to its promotion
% /?’é %/% - igare as possible. _
Diagram 7 ¢ 9. g4 a5 10. bxa5 bxa5 11. Kb2 ad 12. Ka3 Kxe3

Biack to move

Black sacrifices the Exchange in order to segue into a favorable

pawn ending, where he can count on a distant, outside passed
pawn.

% %’%
%%%;Z/%%
7 _

Y /
?/{//M&%

e
R e
%/%%

L. ... Rxe3+ 2, bxe3 Rxed+ 3, Kd? Rxel 4, kxel Kd5
5. Kd2 Kc4 6. h5 hé!

Black prepares ... a7-a5.

Pass
DISTRA

FRO

_ 13. Kxa4 Kd4 14. Kb4 Ke3, and White resigns.
STRONGER ITS ¥

4 @ g
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distracting power of a distant passed pawn.

LoMaaRDY—FISCHER
New YORrk, 1966

,,,,,,,

,,,,,,,

Diagram 72
Black to move

Black sacrifices the Exchange in order to segue into a favorable

pawn ending, where he can count on a distant, outside passed
pawn., '

1. ... Rxe3+ 2, bxe3 Rxe5+ 3. Kd2 Rxel 4. Kxel Kd5
5. Kd2 Kce4 6. h5 bé6!

Black prepares ... a7-a35.

PASSED pPA) 0
DISTRACT! R
THE O S

STRONGER ITS POWER

Here’s a position with much more than kings and pawns, so j
looks a little out of place in this chapter, But it again illustrateg
how such a complex position can reduce itself to the chesg
"atom” we began this chapter by discussing. And it shows the

Chapter 2: Pawn Endings

//
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/ /’////
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/ |8

Diagram 73

7. Kc2 g5 8. hé f4!
portant moment. Black advances his kingside-

his is an im
ssed pawns as far he can. After the upcoming exchanges on

& queensuie, he wants his f-

_s@are as possible.
. 9. g4 a5 10. bxa$ bxaS 11. Kb2 a4 12. Ka3 Kxc3

pawn as close to its promotion

W
. // /%
%//%///:“
/////% f

%%/

Diagram T4

. Kxa4 Kd4 14. Kb4 Ke3, and White resigns.

L. )
Shd e
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——
Although important, a distant passed pawn does not alwayg AL DEFENSE TREATIES
guarantee advantage. A lot depends on the overall pawn stryc. PEN PAWNS
ture and position of the kings. sed pawns, either of which by themselves would be
UWE—SPEELMAN able to capture by the enemy king, in effect often defend
AMSTERDAM, 1936 other. Capturing one would put the king out of reach to

% % ) % /% | the other from running to its promotion square.

L 7 %/ 7 %

% Z{Z ,,,,, ,% %//////%

M/// % %///;////%
__

U U we | W """ % %/ %

%/’//% SR

White fo move Piagram 76
White to move

Black’s kingside pawns are not favorably placed. Here Black’s
distant passed h-pawn is no match for White’s far-advanced, there are two White pawns, one file apart. They "protect”

powerful central passers. er because if Black’s king stops to capture one, its part-
1. Kg3 K17 2, Khd Ke?7 hes escape velocity toward the queening square.
Or 2. .. g6 3. fxg6+ Kxgé 4. d5 Kg7 5. Kh5 +-. L. d4! Kd5 2. b5 Kd6

: o O 1
3. Kh5 Kf7 4. ¢5 fxe5 5. dxe5 a6 6. a3 a5 7. ad K/8 8, 0gs, as well as openings, can have “poison” pawns:
Kg6 h5 -

If Black tries 8. ... Kg8, there follows 9. 6 Ki8 10, 7+, win- _ :

ning. 4. d5! Kb6 5. d6 Kb7 6. Kg3 Kb6 7. Kxgd, winning.

9. KxhS Kf7 10. Kg5, Black resigns.
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The idea of pawns supporting each other is well expresseq in
the following position.

PrROKEC

Piagram 77
White to move
1. 14 exf4
If Black tries 1. ... K¢S, White plays 2. f5, winning.
2. d4

Ingenious-—and perfectly logical, based on what you’ve

already seen. Black can’t capture the pawn on d4 because he -
would put himself outside of the Berger Square of the b-pawn

and be unable to stop it from queening. And the d4-pawn keeps
the Black king from using ¢5. He has to try a long walk through
a side door, giving White’s king the time he needs to win the
Black pawns.

2. ... Ke6 3. Kg2 Kd7 4. Kf3 K¢7 5. Kxf4 Kb6 6, Ked
Kxb5 7. Kd5, winning.

LR

.
hid

.,
0.0

Chapter 2: Pawn Endings

p assed pawns can protect each other in much the

..
%//% )
L/ & .
A / ”2«/
W/ //////%
.
/ / / %
%/% %%

Diagram 78
White to move

pawns are unapproachable, while Black’s pawns, sepa-
d weak, are easy prey. White wins easily by capturing

wis, and then coming back for the e5-pawn.

Max Euwe (1901-
1981), the fifth
official world
champion, and the
only “amateur”’
champion since
Paul Morphy.

Courresy USCF



Chapter 2: Pawn Endings

72 Just the Facis!?

,, ,{ 57, Sy
Iy - @/ E ///%
//2'% i % ,,,,,, ///
e //,, f ///// /% //%
%7 "W?g%?’ :ﬂ//éf/ % ’ |

o B =5

Biagram 7%
White to move # Diagram 81

Watch how White uses various techniques allowing the pawns
to protect each other.

L. d4 d6 2. b6 - | . exd5, White wins with 4. 6.
If 2. exd6?, then ... Kxd6 3. Kc2 e5 4. dxeS+ Kxe5 5. Kb3 Kd6, dxe6 Ke7 5. ¢7 Kd7 6. exd6, winning.
draw.

2. ... Ke6

Now an unexpected breakthrough proves decisive. 7 % % %
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Diagram 82
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Diagram 80
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CREATING PASSED PAWNS—RADICAL
BREAKTHROUGHS

The most radical technique in the pawn ending is the bregg
through. Breakthroughs create passed pawns almost out of thip
air. But one side’s pawns have to be far enough advanced s he
can throw them at their blocking opponents in a kamikaze fas,.
ion that forces a passed pawn near a promotion square. In all
cases, the breakthrough requires the sacrifice of one or evey 3
couple of pawns, as well as the absence of the enemy king from
the resulting Berger Square. The following example is classic

1 Black
Jear path to promotion because the
| :::; ?ocstop it. With the move, Black could have
L b6! (not 1. .. a6 2. o6, or 1. ... ¢6 2. a6l;
B Wi Kgé the king is still too distant, and 2. b6 wins),
lthe brea;(through. Were Black’s king on g6, then he
ctually have won with 1. ... Kf5,

LR KR

WEINS FEIN-ROBDE
LoONE PiNE, 1977

‘mmn B 2R
KAk = B s
y ﬁy,% //37 %V / 4,,,,,5% 4,,,,//% ‘/5%‘
anvily B %//%%%% """ 7
7 7 & AN i,
e W m rAm
B e ww I

Diagram 84

Diagram 83 Black te move

White to move |
position, Black played 1. ... h4?7 and lost. Bu? Black
ereate a passed pawn on the kingside and win with ...

o f4! 2. gxf4

then 2. ... bxa5 3. bxa5 h4, with the threat of ... f4-13
on of the h-pawn.

1. b6!

Here the breakthrough works because White’s pawns are far
more advanced than Black’s. White takes a Black pawn off
either the a- or ¢-file.

1. .. ¢xb6
There i . ical line after 1 b6 2. 6 bxcb 3. a6 £x14 3. Kd4 e3 4. fxe3
ere 152 a szmmctmd ine after 1. ... ax ¢6 bxc 3, Black uncorks 4. ... f31. There follows 5. gx{3 h4
. a

7. Kf1 e2+,
This move dislodges the b7 pawn. I

2...bxa6 3 cb
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7 T 7 | - gy
o m o g o
s v w e .
,,,,,,, & 0 N
S B m
7 Z Z / z, /Z %7
Bom o b san

Diagram 8% : Diagram 87

. 3.g5.
Je ol e o . | |
T 6 gxhd 4. g5+ Kh7 5. Kf7 h3 6. g6+ Kh6 7. g7 h2
hi(Q) 9. Qg6 mate.
0 % % ] Q) h1(Q) 9. Q¢
w # g v .
»y _

,,,,,,

Diagram 86
White to move 1
Here the dominant position of the White king forces Black 10 |

1. Kf7 hS

Now if 2. Kf6, then 2. ... hxg4 3. hxgd Kh6 4. Kf5 Kh7 5. Kx&'}
Kg7, with a draw. '3

2. h4!
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En LASKER~--VMOLL,
CHICAGO, 1912
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Diagram 88
White {0 move
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Diagram $9

%
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n6 . ¢3 7. Kxc3, Black resigns.

White’s doubled rook pawns created a zugzwang,
Wlack is blocked by his own f7 pawn. Without it, he

Setreat to h8 and draw easily.
PARE PP

You should be consranﬂy alert to sudden transitions
ame, and what that would mean 10 your PYOSpects.
tion and the presence of passed pawns are the two
rtant features of pawn endings. As a defender;, try 0
t (block) a passer with your king. If you have the
s, advance your king ahead of your pawh. The Rule
Square will help you tell qmck!y if an unsupported pawn
een. Memorizing a few key “‘matrix” positions will
hortcut to evaluating positions. The chances of winning
hen the sole extra pawn is a FOOK-pawn.
pis of safe Squares triangulation, reserve pawh moves,
ng screen,” and opposition are important 1o playing
ings well,

iside passed pawn frequently wins because it can be used

Wact the defense. Passed pawns and connected passed
I can protect each other. Passed pawns can be created by

At first glance, Black seems to have an "obvious" win. The ¢-
pawn will distract White’s king, while all of the White pawns
on the other side will be taken. But there is a surprising oppor-
tunity for a winning White breakthrough.

1. fo!

White’s 1. f4 loses to 1. ... 6!, which closes the kingside gate!
Then if 2. g5, Black doesn’t capture-—and White can’t create
passed pawn.

1. ... gxf6 2. f4 Kd4
Black rushes to catch up with White’s potential passed pawn.

3. g5 fxg5 4. fxg5 KeS 5. gxh6 Kf6 6. Kc2

-
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84

mw wwnuzmﬁxw

Piagram 97

White

< mmuﬂvgmxw

E W
Cw e
n w i
B W
LN
7///M%W
- |
MoE [

b mnmf//mﬂwfv/n/m-xw
@/x%w///
. / E %
_% W /,ﬁ
o %/%,%
%/%%é%%
@%4/4/

%

23 3.

to move
(zugzwang).
g3+ 2 Kh3 84 3. Kg2 +) 2. Kgl! 3 (2. ..
+33. Kh2 £34. Kg3 h2 5. Kxh2 2 6. Kg2 g3
axb5 3, ¢6 bxec6 4. a6 +-.

It + (zugzwang).
Ka8 2, Kxe5

Ke7 2. K# Keb 3, g3 +-)
. 0 2. ..

5 2. b4 Kd5 3. b5 Ked=; 1. b4 Keb
.. K6 2. Kd6 K15 3. bd Ke4 4. b5 Kdd 5. b6

9. K7 KhS 7. Kxb7 4.,
stajemate.

26 2. hxg6+ Kxgb 3. g3 h5 4. ¢6 Kf6 5. €7 Kxe?
g6 (1. ...

Kb8 8. b7 +-. {With Black to move, White wins by

a2-a4 in one move!)
Kxg6 3. Kf4 h5 4. g3 +

‘Ka8 2. b5 Kb8 3. a3! Ka8 4. ad Kb8 5. a5 Ka8 6. b6 axbé
42 74 (1. ...

KE7 2. Kd7 K8 3. Ke6 Kg7 4. Ke7 Kg8 5. Kf6 Kh7 6. Kf7
7. Kxg6 Kg8 8. Kh6 K8 9. g6 Kg8 10. g7 Kf7 11. Kh7 +-.
Kg4 2. ¢5 K5 3. b6 cxb6 4, ¢6 bxe6 5. axbé or

dxc5 3. b6 cxb6 4. d6 +-
B! bxc6 2. b4 axb4 3, Kd4 +-.

45! (1. Kbo6 Ke

b6 KdS=) 1.
P3¢ (1. Kf47

€5 hd =) 1. ...

P EHSIDHIANXD
i o
<
é@/a7 %

@/xﬂaaﬂ/-gxwxw

¥
%f///m,
//ﬁéyﬁ%
" %@//%

Diagram b |
White f0 move
Diagram 93
White {6 meve
Diagram 9%
Biack t¢ move

e % /
B N .
.

€ ASIOHMINE

//% .
/.7@% /

5 mmuuwzwxmu

/ %4%@
/ %zé/%/

Dizgram 90
White to move
Diagram 92
White t0 meve
Disgram 94
White to move

4
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Running the Gauntlet

€s arc

-
&
o

L |
S
o
o
[=)
=

me ek can
grit the earth.

£ 2
5c 5
E =5 5
2 T8 g
s =22 3
[y ,m - i
m %m & W
5 8% ¢ £ 57
Z E2 50 > ¢ 8
po = 2 25 £ 55
Q‘m mphOuG ,mm.a
. = — ad
§2 3E£E€0 8 x5
W‘WW,KD.% m&.mm

/%/,/@//W%%
/%// //, A %7 NN
//,,,,////,// /%&///
/////o//,,,“/ W//N,,/,//u/
,//,%,%/” 7/7%/@
/@%// W/////w&w/

Jlm e

a\

é

W
/W/

the

a pawn,

|

of his commander’s choice. Of course, whatev-
es his enemy has left are concentrated on stopping

social climber.

g march to
‘end of the board. If he reaches his goal, he's promot-

pter, to emphasize the pattern of thinking you’li want
€ in your own, real games, we’ll organize around a

“play” approach.
th the "lust to expand” create the most troubles for the

.

g knight. The a- and h- passed pawns are particu-

the earlier

battle and
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larly dangerous for the knight because the horseman's moy, One is through d3, ¢4 and ¢5 and the other-—
are restricted at the edge of the board. Let’s look at the POSHJ% e, d7.

where the knight is opposed by a single pawn. i one move too slow:

LEPLER : CKf6 K13 3. Ke7 Ked 4. Kd7 Na8 5. Ke6 Ke3 6,

RN
i .

%//% N -
g B e
“em o - W////
%//Z/%% | //////%

W%%/

§
N

§
m\\\ \\S
\\\\

\

&\\
&

Diagram 98 VAT /
White or Black to move _ / ///4’ /// %
Here it's obvious that White must preserve his pawn if he hopes | " % % % %
to win. Conversely, if Black has a chance to capture the ambi- _ Diagram 99
tious pawn, he does so immediately, with disregard for the fate ' , White te move
of his knight, since the game is then instantly drawn. . king reaches his key square in time, stalemating,

THE PLAN the "low road," in this case, gives White a win, From
White will advance his king to ¢6. The knight will have 1]

retreat to the corner. Then White's king captures the horsemal
by moving to b7. If Black is not able to bring his king to ¢7 1]
time to stalemate the White king, Black loses.

1 Kg2 2. Ked Kf3 3. Ke5 Ked 4, Kc6 Na8 5,
KdS 6. Kxa8 Ke6 7. Kb8

THE PLAY
The first question for the White king is how to get to c6. Black$]
knight creates roadblocks in two ways. Of course, the squares ¥]
covers are off limits to the White king. But in addition, the kig]
must be careful not to step on those special, landmine-squar®
that trigger a knight check which forks king and pawn! The$%] The move is there,

mined squares are d4 and d6, because of the knight check on b but you must see it!

The invading king can choose between only two circuitous b ~Tartakover
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Diagram 100

N Em
aRn

Z’f/

THE GAME IS

N FRONT

N THAT IS

HT OCCUPIES

W
" ,,//,, / o
%%,///,/
o e y ,%y
%@///%
sl % N

FHE LONE HORSEMAN HOLDS OFF

BOTH KING AND ROOK. PAWN

Now we come to an example of a very interesting and useful

rute.

n
&
@
=
o
=
=
&
=™
©
N
%
L
&
u=
&
<

WHEN

Biagram 101
White to move
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SounN / / %a
EE_E W B 0
B w_mam . o /@%
»r>b " 7, / / /
i B /
> . / // / _
'’ 5 5 / / /
B mom w_# . .
5 % % %
7 % V Y4
% % % Z / Diagram 193
Diagram 102 ' White or Black to play
White to move : German grandmaster and teacher Siegbert Tarrasch,
THE PLAN i er Springer am Rande ist immer Schande!™ A knight
Knowing the knight’s ability to be the sole savior if it’s allowed e (of the board) is always a shamc':’ To follow his
to occupy the key spot on a7, White tries to cut off the knight § Firit, we often translate his remark to "A knight on the
from the pawn's path to glory, while advancing the would-be fn.” The knight can’t stop a rook-pawn on its seventh,
queen. . fien stop other pawns.
THE PLAY
1. KcS! _
Restricting the knight. 1f 1. a6, then 1. ... Nd6+ 2. Kb6 K2 | 715 oreven 1. ... Nfot,
would lead to a draw. 1 . Nh6+ 2. Kf6 Ke3 3. Kg6 Ng8 4. Kh7 Ne7, draw.
1. .. NeS ]

Sod o
If 1. ... Nd8, then 2. a6 Ne6+ 3. Kb6 +-.

2, 26 Nd7+ 3. Kb5 Nf8 4. a7 Ne6 5, Kb6, winning.
YRR RR

YOU CAN'T ALWAYS WIN
Even with best play, it’s not always possible to execute the wit
ning plan, to push a knight away and prevent the approach of f:j
the opponent’s King.
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2” pf’/ f// . . .
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Diagram 104
Black te move

Even with Black to move, White is winning.
1. ... Ne7+ |
Or 1. ... Nf6o+ 2. Kf7 Ng4 3. Kg6 Ne5+ 4. Kg5 Nf7+ 5. Kis, |
2. Kf8! Ng6+ 3. Ke$, Black resigns. '

g %‘ e e

WHEN THE KNIGHT IS NOT IN FRONT OF THE P
ON THE SEVENTH RANK, THE DEFENSE IS M
DIFFICULT. IN THE CASE OF THE KNIGHT PA

THE DEFENSE IS ESPECIALLY DIFFICUL
BECAUSE IT FORCES THE KNIGHT TO
“DIM ON THE RIM.” BISHOP AND CEN
PAWNS ARE EASIER TO DEFEND AGAINS
BECAUSE THE KNIGHT CAN PLA

ON BOTH SIDES OF THE BOAR
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GRIGORIEY

» _
| R
A ’ / // %

e - @//4 //; “u

w!l I | A ///%
/’/2% ////
o

/ / / ’5@
Diagram 105 % % %

Black to move Diagram 106
' White to move

Black draws with ...
1. ... Nd7+! N
» oo Nd7+! g is far away, so only the knight can stop the pawn.

If Black tries 1. ... Ne6+?, there follows 2. Ke7 Nf4 3. Kf§ figer: the pawn is on b2, the knight must be able to hold
Nd5+ 4. Kf5 Ne7+ 5. Kg5 +-, valryman must get to one of three squares: a3, ¢3,

2. Ke8 = ‘then, happily, to a safe haven—b]. At first this task
’ ' nossible. But White hops backward to go forward!

Or 2. Ke7 Ne3 3. f8(Q) Ng6+.

2. ... Nfo+ 3. Ke7 Nh7, draw.

PP SO I 1. .. Kd4, then 2. Kg2 b3 3, Nb5+ and 4. Na3
2. Ne6 KbS 3. Nd4+ K4 4. Ne6 b3 5. Nad+.

In many positions, a knight survives the joust against a passed
pawn, thanks to checks that allow the horseman to get 10
squares nearest the foot soldier. :

paradoxical, but best. The knight is moving away

nent in order to start a pawn chase from d6 or 6

on the White king’s position). Now after 2. ... b3,

foliow 3. Nd6+ Kb4 4. Ne4 b2 5. Nd2. That’s why
ext takes the d6-square under control.

K5 3. Nf6! Kd4 4. Ne8 KeS
then 5. Nd6 Kc3 6. Ned+ Kc2 7. Nd6 b2 8. Ncd

+, draw,
“Ne7 Kd6 6. NeS§-+
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:v that checks are not always helpful and not
Ee' Look at the position below.

STUDY BY MARWITZ

%/ %/ %/ 0
/ // /
%//// %
W///// /
/2//%
W oE
o N

Biagram 103
White to move

e2+ 2. Kh2!

#h strolls away from the pesky checks to its coro-
at 2. Kg4, taking the direct opposition on the
pes not win due to 2. ... Nc3 3. ¢7 Nd5 4. e8(Q)

N
s
N

A
%//’/7/’//
%/////
W////

-
%%%%

Dhagram 187
This is the only move: 6. NbS+ Ke3 7. N¢7 b3 8. Ne6+ Koy §
and White loses, :

6. ... Kc5 7. Ni6 Kd4 8. Ne8 b3 9. Nd6 Kc3 10. Ned+
Kc2 11. Nd6 b2 12, Ncd b1(Q) 13. Na3+, draw.

% 7%
W///
_ _
W///%
E/////%

/
/%//’”
%//%3

Piagram 108
White te move

\\\

x\\\‘

%\}

&%
§§‘§

R&
N
§\\
N
\\\\\\\

:\\\X
\\
\\\;

o
N

S
x\\
N
k\
\\
§\\\

L) . )
0‘0 " @ 0’0 -

\\\\‘
x

&
\\E
&

A good illustration of the defending capabilities of the kmght
complete with checks and fork threats. '

S edp et
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x(mzmswi{‘mmm
RUSSIA, 197‘&

/ /

7, / XL
é///////////// /
. // / //
/ // //// /
/////%
////%/Z&

Diagram 112
Black fo move

It is not always necessary to defend with the knight againgg, -_

pawn. Let's look at a position that has been known for ;. 3
nine centuries. " oy

Dlagram 114
White to move

der has a distant passed pawn, exchanges on the
board are usually helpful to him because they
his king to penetm‘ze Furthermore, these
Jead to the superior side retaining insufficient

Keep in mind that it's possible to mate a king with one kni 4s'=-.
only if the king is trapped in the corner by his own pawn.

1. Ng3+ Kh2 2. NfSKhl 3. Kf2 Kh2 4. N
3K §
Nf1 b2 6. Ng3, mate, s :

e N

7 ’;%/ﬁ @’/ﬁ ’%% hS! 2. h3
v 7 U % 2. Nb4 allows 2. ... hxgd 3. Kxgd Kg6, with a
’ 2 p e the knight must guard the c-pawn, and White’s

eave the kingside.

hxgd 3. hxgd ¢3 4. Nb4 Kg5 5. Nc2 K16 6. Ne3
7. Kf4 Khé 8. K5 Kh7 9. Kg5 Kg8
Kg6 Khs.

,,,,,,
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Diagram 113
11. Kg5 % %
. . . g o, Diagram 118
The approach White chooses doesn't promise much. But if 11, White te move
g5, then 11, ... Kg& 12, N2 Kh8 13. Kf7 Kh7 14, g6+ Kh8 =, o )
: " b-pawn is his hoped-for salvation.
11, ... Kg8 12, Kf4 Kh7 13. Kf5 Kh6 14, N¢2 Kh7 K{3 Ncé
15. Kg5 Kh8 16, Kg6 Kg8 17. Ne3 Kh8 18, KI5 K7 W £5 KeS 2. b6 Kxf5 3. b7 Nd7 4. Kg3 Nb8 5. Ki3 Ne
19. Ke4 Kg6 20. Kd3 Kg5 21, Kx¢3 Kf4, draw " Kg3
agreed. ... Kes 7. Kf3 Kd6 8. Ked Kc7 9. Kd5 Kxb7 10. Ke5.

0 % 7 %
D // //
/ f"/,, | ] %
/ /@ }% 7 /f /zf

& _ | | / //; i
/ / / % | . ) Ma {m 116
% % % % ‘ Afte% 16 Kc5

Diagram 114

\

LA

&

/’/’/ "
@%’”}//
Tan w @
/;:///'

%

,y/f:, = %/ / / ff/

ANALYSIS

e leads to a drawish position similar to the
An important position. White can't free his knight and defend Suetin game.
his pawn at the same time. ®. ... Nb§

L o T
0’0 0‘0 @ 0.0 ..’
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MNATSAKAN!ANwMOIQFEV
Moscow, 1967

"BRE -
%'/ / , | w

5, “ % " ; - /
e / | W%/‘ /‘%
%7 ,,,,,, »» | : % / /‘/

%/ % A | //// / / <
/ / / | | % //// / /////
| / / % / % / ;
Diagram 117 % % % %
7. Kf3 Nd7 8. Kg3 Ke5 9. Kf3 Kdé6 10. Ked Ke5 11, Diagram 119
Kf5 Kd6 12. Ked K5 13. Ki5, draw. . White to move
If 13. ... Kbd4, then 14. Ke6, alternating attacks on both pawn | ed to the defense of his d6-pawn, and }?is passed
and knight. - kingside become a target for White’s pieces.
% / / % t not to let White’s king get to f4, and then g5.
% // / // : Kf6
///// /// / /% Tf2. ... Kd7, then 3. Ne3 4 4. Nc4, followed by 5.
% @ /// /@// ming to reap the pawn harvest.
// A f// % | .
W / / / | 4. Nf7+ Kf6 5. Nh6 Ke5 6. d6 gd+ 7. Kf2 Keb
/ // / % | |

B %o

Diagram 118

5 S &
> b @ " e

Ked, Black resigns.
120, next page.
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Piagram 126

Black is in zugzwang as soon as he runs out of king moves: §

... £2 5. Nh3 Kd7 10. Ke5 Ke7 11. d6+ Kd7 12. Kd5 Kd§ 13, _

Ke6 Ke8 14. d7+ Kd8 15. Ngl!!,

In this example, the king was tied to the defense of his d6-pawn
and could not support his passed pawns.

o

o o +,
N 4 @ A

A "passer” is often created by means of a breakthrough.

ALBURT-L ERNER
UKraing, 1978

iy
?,,% /%,, ./%/ %
AUNT W W
ey 5 |

Diagram 121
White to move

Chapter 3: Pawns against Pieces 03

sition of Black’s king and knight, the break-

g tack on move, he would win easily with

(Were B

E pd! axb4

then 2. ¢5 b3+ 3. Kxb3 Ned 4. Ked+-, In case of
5 bxeS KE2 3. ¢6 €3 4. d7 €2 5. d8(Q) el (Q) 6.
cisive. If 1. ... Nd7, White plays 2. bxaS Kf2 3. a6
5, a8(Q) €2 6. Qe €1(Q) 7. Qxel+ Kxel 8. a5 Nb8
4 the mortal threat of 10. a6. (But not the hasty 9.
of 9. ... Nxa6 10. d7

¥

wl 7 7 7
Oaw & @ @
A N u ¥
L Eam B
' § Cen B B
g %5// //2 @/’ 5
. . . Disgram 122
After 10, 47

and i1. ... Nc6.)
ed 3. a6 Kf2 4. a7 €3 5. a8(Q) €2
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the win, while the 1mpatzcnt 15. dS(Q) leads

Cww W - e Qe+ 19.K43 05
/%%//,/,/;//, ,,% on4+ 16. Ke3+, Black resigns.
» 5P | | PAWNS
& N % % : VERSUS
%"/& i, %V % 45 usually more successful against the pawn (or
% % 7% 2 % =,_ fhe knight is. It is seldom possible to limit the bish-
////@5// . FS 7 % fg}}owmg example is a rare exception.
& -
HEEN L esee
Diagram 123
After complications, the game morphs into a winning queey & OTTEN
ding for White. o
ending for White % % %

o £

| //////, %
;&/%/%7/%%%
i ///////// ///’

6. Qf8 e1(Q) 7. Qxf6+ Kg3 8. Qg5+ Kh3 9. Qd2! Qal
10. d7 Qad+ 11. Kbl Qb3+ 12, Kel Qa3+

2. ... Qxcd+ 13, Kb2+-.
13. Kd1 Qb3+ 14. Ke2 Kg4

4. ... Qxc4+ 15, Qd3+,
% / / / * Diagram 125
/ % // % ' White o move

% 4/ // // 3 bning thanks to exceptionally bad positioning of the
// A Ji / ’//% % Whlch blocks itsxown bishop.

% "Q/ / / Bts 2. Kd5 Bh6 3. g5+! Bxg5

// @ //// % MXES 4. a6, the pawn is unstoppable.

I

Dmgmm 124 8

15. Qd1!
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WW_E_H

%%z% %f//
%34% & o
¥ %ﬁé@
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%;/a//>fé%

/
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Diagram 126

,,,,,,

4....Bh4 5, K3

The bishop can't get on the gl-a7 diagonal. Black 1s lost.

*, L)
0:" 0‘0 @ Lol o

GAVRIKOV—A_HIKOVANI
{ISSR, 1979

EE E W
%%ﬁ/ %%4/
g/ %f;%/%
%7%%2/ o
%5}/(//}%%
%%4/ /%4%

,,,,,,

B EE

Diagram 127
White to move

1. Ka3

Chapter 3: Pawns against Pieces jo7

seting the pawos, and Black holds.

/;7%”%%/
/x/f,
/////f/

/ /é"/ // /f
. g./ / -

ANALYSIS

Diagram 128
After 4. .. Bdi!

7%%%
//////f/’//f
//%%%
'///
7@@/%
////////%
3 5

%%%

Diagram 129
ing from behind achieves a draw here.
B3 5. a5 Ked 6, a6 Kb4 7. a7 Ba8, draw.

If 1. Kc5, then 1. ... Kf6 2. b4 (or 2. Kd6 Bdl 3. a5 Be2“ ]
The bishop alone holds both pawns. }2. ... Ke73.b5 Kd7 4
Kb6 Bdll-otherwise, 5. Ka7, winning—now if 5. a5, then |
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?%’%//%//%/ . | pecause of 3. KB3.
@ // // /% 4. Ked 42 5. Bb3a26. Bxa2 d1(Q), winning.
mim m | .

. 5 / / -
% . ”///% L& // / "

| v //
& o dp B 7 g /// // /
// /’ /

Itaﬁrr;be difficult for a bishop alone to stop two 1solated --.'E | / // /// /
' ) SALVIOL i 7 //(/ / /
% % % % = iut:) itgl;?;zkl 2:2 move .
%/ 7. // ) 5 Bes 2.6
o n
% ///’ /// ’//’ -: sl op has time to create a defenszve line guardmg
// V‘ // /% n one diagonal (a3-18): |
% / /, // Bd6! 2. Kb2 Kd2 3. Kb3 Kd3 4. £6 BeS 5. 17 BfS
/ ///// ﬂ% draw.

Diagram 131
Witite to move

Here the bishop has to work on two fronts, guarding 50&‘

Black’s pawns—and on different diagonals. '
1. Bed

If 1. Kg4, then 1. ... a3 2. Be4 Kf2.
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some bishop-versus-pawil endgames from tourna-
to see how these principles are put to use.

MARIC—SILADY
Novi Sap, 1973

=
//% //

/ / //l%
/ / y
////% //

The match between bishop and three pawns often ends iy f
of the pawns, although even here there are many examm:
successful defense. °1

% Hoxwl"r?/ %
_ /// /@: // »
7
%2//%
W // /% // M
B om

Diagram 133
Eiack to move

,,,,,,,

,,,,,

/l
zz///%
e wm

Diagram 134
White (o Move

ative position of his king, White can successful-

Another useful defensive technique: the bishop attacks pa - and capture the ominous-looking mass of Black

from the rear, \

White reaches a drawn position whichever pawn check Bla
tri.es. King moves don’t win either: on 1. ... KfS, White waity
with 2. Bdg; and on 1. ... Kh5,2. Bd6 stops the pawn advs °

L. 3+

Or, 1. ... h3+ 2. Kh2 £3 3. Be5 Kf4 (3. ... Khd 4. B2+ Kg4 ¥
Bg3=) 4. Kxh3 g4+ 5. Kh4 g3 6. Bd6+ Ke3 7. Bxg3, draw.

2. K12 Kf4 3, Bxgs+
Also possible is 3. Bd8, leading to ... h3 4. Bc7+ Ked 5. Bb8™
3. ... Kxg5 4. Kxf3, draw. "

5b3 7

en 2. Ba4 Kf6 3. Bc2 g5 4. fxgh+ Kxgs
White has enough time to take all Black’s queen-
and to neutralize his opponent’s f-pawn with his

! b2 3. Bed 15 4. Bc2 Kh6 5. Kd4

S
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......

Diagram 135

5.... Kh§

10. Bd3 +-.

10. a4 KeS5.

Diagram 136
11. Ke3!
It is important to limit the actions of Black’s king.

-

5. .. g5 6. fxg5+ Kxg5 7. Kxc3 f4 8. Kxb2 £3 9, Ke3 £2

6. Kxc3 Kgd 7. Kxb2 Kxf4 8. Bxad g5 9. Be6 g4 |

il. ... Kd6 12. Bb7 Kc7 13. Bg2, winning.

Chapter 3; Pawns against Pieces i3

easy win—ifor example, 13. ... f4 14. Bed Kbb 15,
5, Kb5 £317. a5 2 18. Bg2 g3 19 a6 Kb8 20. Kbb.

ERN - R

CAPABLANCA——EM, LASKER
NEW YORK, 1924

B
Ve g
f/// ///%
/ / in
:.s/ // ,,,,,, /
.y
/f///%

Biagram 137
‘White to move

+

ig advantage, thanks to the kingside pawns sup-

CIF 1. KeS?, then 1. ... Kgb.
¢4 2. £5 Bb3 3, Ki4 Be2 4. Ke5 K17 5. ad!
a third passed pawn.

Kg7 6. 45




114 Just the Facts!

,,,,,,

6. ... Bxad
Or 6. ... exd5 7. Kxd5 Bxa4 8. Kxed.

7. d6 ¢35 8. bxch Beb 9. Ke6 a5 10. f6+, Black resigns,
ROOK AGAINST PAWN

In endings with rook against pawn, the pawn’s distance from iis
promotion square and position of both kings are key factors.

//%
%////

W_an
%/////3

L
////%

»

%%%%

Diagram 139
White to move

1. g7 Rhé6+ 2. KI5
2. Kf7 Rh7 = or 2. Kg5 Rhi =.

&

N
&

&
\\\\\
ﬁ

N
\\\\\
\\\\

Chapter 3: Pawns against Pieces 115

 ns+ 3. Kf4 Rha+ 4. Kf3 Rh3+ 5. Kg2, and
Rite Wins.
.. OFF THE KING ON HIS THIRD

L

o _WIHE
s
///”/‘//%
/////
/////
i

////%
“wow n

1 Diagram 148
3 White fo move
S
1
’"_‘_h and pawn are almost at the starting position. T his
fs White to use an important technique—putting his

k’s fourth rank to keep the enemy king limited to

Bird rank.

is cut off.

| g' the pawn makes no sense because, if it reached
'rank, it would be attacked by the rook from g3 and
ost after ... ¢2 and Re3. (See Diagram 141.) That’s

k king should choose the long way around, but this
ume

. ©5 2. Kd8 Kc6 3. Ke7 KbS 4. Kd6, winning.

P oS
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Whiie we're on this subject, here’s another very importan; = | /
f1on. % %@%E% ////%/ “d //
e . / R %
‘. -z; / mas
8.0 // / "o
Bow m = / "
L mam w m | s . e
B w W 1 e w w
/ / // /% Diagram 142
% % % % ' ‘ Whiite to move
Diagram 141 _ win if he can bring his king to attack the pawn, 'but
Here the obvious difference with Diagram 140 is that Black’s } af’s king is in the way, using vertical oppos;tion
pawn has already advanced to his fifth rank. With the move, tmral 1. Rd1 d4 2. Kd7 Kd5, White does not gain
Black draws by playing 1. .} Kd5, crossing his vital fourth | xample, 3. Rd2 Kc4 4. Ke6 Kc3 (winning a
rank. White to move plays, without the need for any calcula- { o) 5. Rd1 d3 6. Ke5 Kc2 7. Rhl d2, with a draw.

tion, 1. Rg5—cutting off the king and winning.

reE L ] Be-find, tempo-losing but game-winning move that
) 1 % to relinguish the opposition, allowing White’s king
If you can’t cut off the opponent’s king on its fourth rarx, ¢ Stion.

outcome of the game depends on the effectiveness of the coop§

W :
eration among the pieces of each army. There are even rules % - 44 2. Rd1! Ked

opposition in these endings—similar to those in pawn endingd] 3. Kd?!, then moving to the opposite side of that
The techniques of "passing the move" and "the running screets] Black’s king, for example-—3. ... Ke4 4. Kc6, etc.
which we saw in king and pawn endings, are important het¢ 5 S 5 d3 4. Ke5 Ke3 5. Ked d2 6. Ke3, winning.
well.

o @ o P
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Here’s another example where the opposition rules.

PANCHENKG

PANCHENKO ///
%%%% "“%///'/
m//% %/%%
//ﬁ%/ﬁ% / //
Hen B _w //////%
A////% ////////
%7/%@ //,4//%
///% B w

%g%%% Diapram 144

Biack to move

Diagram 143
White or Black to move

b move that leads to a draw. 1. ... Kf4 loses to 2. Kd4
B3, 23 4. Rf7+ Kg2 5. Ke2 Kh2 6. Rg7 g2 7. Kf2.

Rg7 K13 3. Kd4 g3 4. Kd3 g2, draw.

With White to move, thd game’s a draw: 1. Kc¢7 KeSor 1. R
(too close for comfort!) 1. ... Kc4 2. Kb6 Ke3 3. Rh2 b3 4. Kbs
b2. But if it's Black’s move, he has to give up the opposition and
let White’s king in.

1...Kcd4
Or 1. ... Kad 2. Kb6 +-,
2. Kb6 b3 3. Ka5 Kc3 4. Kad b2 5. Ka3, winning.

s o @ o o

THE RUNNING SCREEN

IN ROOK~VERSUS-PAWN ENDINGS ]
Here the running screen-—when one king "shoulders” 9”"
another king from key squares-—familiar to us from Chapier 2’:
prevents the enemy king from getting to a pawn. This techniq®;
is doubly advantageous because you can advance to the impor”
tant squares while blocking your opponent from doing so.
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Let’s look at one important exception to the rule at the bottg,

of page 119. //
N /// o
2y ?y 7y /j //
%//"//% f””ﬁ/ //
/ ’ s
/ /% @ / // K /’/
// 5 o e L , f;_,
/// / // // wins easily in both cases—even 1?::;:2 pawns
e maE R e e
mp e, ine osition o [ ite king makes g
\ \2::?: :::} z;:\sre FARRASCH——JANOWSKI
1. Kb3 al(N)+ ? - OsTENDE, 1907

Under-promotion of the pawn to a knight is forced because of . % / 7// 4 /%
the threat of mate. { % %, / // / /
2.Ke3 v // // » ’ J//%
Black is in zugzwang. White wins. But move all the pieces i} ‘ % / / ,,,,,,,,
Diagram 145 one square to the right, and underpromotion draws. %////// ”» // //%
TWO CONNECTED PAWNS “* _ » / fffff /’
VERSUS THE ROOK 3 @ // // /%

Two connected and far-advanced pawns often successfully. % / %
challenge an unsupported rook. But first note that if the sKie_ 3 Dingram 1 43
with the rook gets his king in front of the pawns, he tlsllﬂlb’ - White to move
wins. :
E i Kbs
o Ked Rxg$ 3. 7 Rgd+ 4. Ked+-,
85 Ked 3. g6 Rel+ 4. Kd6 Rd1+ 5. Ke7 Rel+
ik 5 Winning.
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The king must be placed correctly to fight such dangem
advanced pawns to a draw.

5 W W W
o
e

/ /
’ / //7 %
7 gg %,%%

Y omww
e

&
&

% % ) B

\

/@//@ /% ! e
_ P % % | ;

e e

Diagram 149
Biack to move

Although the Black king is on his way to the pawns, a siraighy
forward approach is a mistake—fdr example, if 1. ... Kd4 §
Kg7 Ke5 3. 16 Keb 4, {7 +-. From the start, it is important §
prevent White’s king from getting to g7, and then pushing fif
f-pawn to 7, as the closer f-pawn and not the farther-away g
pawn is the easier target for Black’s king.

L. ... Rf3! 2, KeS ]
Or 2. g7 Rg3 3. Kf7 Kd4 4. 16 Ke5 5. Ke7 Rgb, with a draw.
2...Rg3t3. 16 :

//%
.

§
&
&

Diagram 150
Black 1o move

\

o move—and on some occasions missed even by
6 Rxgb or 4. Ke4 Rxgb, it's a draw.

XX XX

Y 4 ARULAID—GURGENIDZE
UKRAINF 1956

///
L

,,,,,,

Diagram 151
menacing pawns, White’s only defense is attack!

8 2. Rc1+ Kb7 3. Rb1+ Kaé 4. Kc6 KaS
Kad 6. Ked Ka3 7. Ke3 Ka2 8. Rf1

is “shadowing” Black’s king. Now 8. ... g2 is
?. Rxf2+; White can reach the pawns on t;me
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. AZA

/// /,///%
_- // ///%%
ff%/%///// %

Disgrazzz 153
White to move

2
\ e
\

7, % »
%”// W mA
/ /// %// __
% / _ /
/ 4/ % %
% / % 4 %

8. ...h59,. Kd3 hd lﬂg.ri(e3h3 11, K13
Or 1. Rxf2+,

1. ... g2 12. Rxf2+, draw.

TR )
L @ o e

E\

e who enjoys winning chances. Black must

\

B x5 3. Re2 K17
ere to abandon the f5-pawn: 4. Kxf57 g3!.
Kgb 5. Re6+

5h2 6, Rg5+ Khé.

x\

In positions with rook against three pawns, the rook UsU#3
wins if the king is in the way of the pawns and if those P&™
are not too far advanced. Otherwise, the pawns can dra¥
even win. The following position, analyzed more that 3
years ago, is important to know. "
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g | o

i / Bal e W///%
_ // y/ ! 7.

B ow Eam . n T / "
W//%///@2 - /////%/%
B | //  u

Dlagram 154 _' Diagram 158 )
Biack to move 3 White fo move

\\‘§
\x
%i
Q\\\
N\
&\\‘

S Ke? \ .5 “White forces his opponent’s king to take a square
Here 5. ... Kh5? loses because of 6. Rd6 (zugzwang) 6. .., hj AW L. This technique gains White time to approach
Rd8, and 3. ... Kh77 loses to 6. Kg35 g3 7. Rh6+, j

6. Rd6 Kf7 7. Rh6 Kg7 8. Rh5 4 M4+ Kg2 2. Qe3 Kfl 3. Qf3+ Kel 4. Ke5 Kd2 5.

]
If 8 Kg5, then 8, ... f4!, Kd1 6. Qdd+ Kc2 7. Qe3

8. ... Kg6 9. Rg5+ Kho6 10. Rg8
The {5 pawn i1s untouchable because of ... h2.
10. ... Kh7 11. Rd8 Kg6 12, Rd6+ K{i7

Draw by repetition. But notice that if we move all of the ;ai
in Diagram 154 one row "up," White wins easily. If we no
them one row "down," White loses (see Exercise 6, Diog
1693, i

QUEEN VERSUS PAWNS
The queen is so powerful that it normally handles even p
ple pawns with ease. But there are positions when even 85
pawn can draw.
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oW
e
7/// LN
// /// %’/

:/ % % v
@//%‘////%
e

Diagram 137
White to move

+ Kc2 2. Qa3 Kbl 3. Qb3+

o % %
@ / /
///////%
/2/////%
on B &

Diagram 158

Diagram 156

7. ... Kd1 8. Qd3+ Kel 9. Kdd Kf2 10. Qe3+ Kfl §
QM3+ Kel 12. Kd3, Winning.

This is a winning technique that always works against ga_.
located on the b-, d-, e- and g-files, k

b L 3
"y 0‘0 @ 6‘0 “»

Kal, draw.

g takes the opportunity to approach, it's a stale-
ite can't improve his position.

L ) L )
e . @ 0‘0 L1
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Bgt an extra pawn can doom this defense. Let’s add a Pawy .'; W‘W‘%
Diagram 157: “- %7 %ﬁ %4,
v ., o5
) /%;, «//f, 2 ] %g/ %% //;y
% % Z %A‘ : : %7 -q/%y %f/ %ﬁ/
%y.,y%y// _ » Q/f : ' E R B
= ’: 7 2 7 _ Piagram 161
%ﬁ@%%%/é% % : Whizge 10 Move
- tion where the stalemate defense makes it impos-

Diagram 159
White to move

1.Qbd+ Ke2 2. Qa3 Kb1 3. Qb3+ Kal

ite to win time to bring his king closer.
Kbl 2. Qb4+ Ka2 3. Qe3 Kbl 4. Qb3+

| 5w
“momow - Yo mom
A\ ®omom | et w5
™ 7 Z 1
@ % % % Diagram 162

Diagram 160 2
1 Kal 5, Qxe2 stalemate.

4. Qc2! h4 5. Qcl mate,

L. ) L)
b @ 0‘0 "
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When the king is close enough to attack with mate threy
superior side can win.

7 7

\
\

\
B

g

-5
% % % %
BB B

p

>

Gel

Diagram 163
White to move

1. Qd4+ Kel 2. Qb4!

Q\
\
>

>

N

v

White prevents the Black king from getting to the al squa

stalernate haven.

2. ... Kdl 3. Qb3 Kd2 4. Qb2 Kd1 5. Kf3! Kd2
5. . cl{Q), 6. Qe2 mate.

6. Ke4 Kdl 7. Kd3 ¢c1(Q) 8. Q¢2 mate,

tS’ i_,'“
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Endgames are most often decided because a
Ches S promotion square. The slow-maving
. a tougher fime against a pawn than do other
ed a- and h-pawns are particularly difficult for
However, a lone knight on the seventh rank in
emy rook-pawn on the sixth can hold off both
the enemy king. Bishop-and center-pawns
o the knight because it’s off the "rim” and not
both sides have pawns, passed pawns are
ree  factors determine their potential—how
how movable they are, and the position of the
ally the kings.

‘usually more successful against a pawn or
the knight. Whenever possible, pawns should
on one diagonal. With some help from its king,
usually reach a draw against two connected
. But it is more difficult for the bishop alone
y-isolated pawns, working on two SJronts on
agonals. Three pawns often beat the bishop, but
there are still successful defensive techniques.
fnst pawn, the pawn's distance from its promotion
the position of the two kings are crucial factors.
e king by putting the rook on its fifth rank is
¢ winning technique. If a pawn is on the seventh
be blocked by the enemy king, or stopped by the
' of king and rook, the game is usually drawn.
ected, far-advanced pawns often challenge a
the side with the rook gets his king in front of
, he gemerally wins. Likewise, against three
s, the rook most often wins if its king helps
ns, as long as the pawns are not too far

ma!ly handles pawns euasily. But even a single
shop-pawn on the seventh rank can sometimes
e of stalemating possibilities.
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vams asainst Piacas

Diagram 164
Biack to meve

/ /

Dlagram 266
White to move

/@/f//w
/4///"%/
o6 W
"y
»

_
///%’//
/’/

Diagram 168
Black to move

%,é,/ﬁﬁ

. |
gix
/%/f//f/

Diagram 165
White fo move

/’/’/’/
////”///

/
///ﬁ% At

% @;@7,

Diagram 167
White fo move

BB _We |
df//f///,m

?/’7//69
///////G
B I

Diagram 16%
Black to move

EXERCISE 2
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mon s
P

/’%//ﬁ//%//g
@:t////
”i/ %//f

EXERCISE 7
fixeﬁcl

/

I):agram 171
Riack to move

Pawns against Pieces
SOINONS

[bS! (1. ..
-l_-KcSS Ne8 25 4. N7 ad 5. Nf5 a3
a2 7. Ne2 Ked

o4+ 2, Ke3 Nd6 (2. ... Nb6 3. Kdd) 3. b6 K6 4. b7 +-.
4 2. Kf7 Ke? 3. Ke6 Ke3 4. KeS

gition and zugzwang) 4. ... Kd3 5. d5 +-or
5. 15 +-,

7 2. Be6 Kxg6 3. Bb3! axb3+
4. Bed KFS5 5. Kb3 Kes 6. Kxb4 +4)
Kf6 5. Kxb4 Keb 6. Kxe3 Kds 7. Kb4 -

! 2. Kc7 Ke5 3. Kb7 Kb5 4, Rb1+ Ke5 5. Kab ¢3 =,

2. Rxf3 (2. Khl g2+ 3. Kxh2 gxfI(N)+
SXEIB)]) 2. ... hHQ)+ 3. Kxh1 Kxf3 4. Kgl g2 ~+.

Kb2 2, Kc5+ Ke2 3. Qg2+ Kbl 4. Kb4 al{))
Qf6 6. Qc2+ (o1 6. Qgl+) +-.

(1. ... Kb1? 2. Kb4 c1{Q) 3. Kb3 +-)
Kbi 3 Qd3 (3. Kb4 c}[Q])
Kb2 4, Qe2 Kal! =

*
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Bnm 4. Ilnok MIngs

/// ﬁ@%
///@/
w__m w
g B % e
“m mzm_m
i %/% ="
LN / ¥

T E
. /,/@
4% % G 0
5 o 4&%
- %,% @
o B _m W
//%// .

+ Philidor's position

Black plays 1.... RD6 10 Graw g
See Diagram 175. '

Chapter 4
Rook Endings:

" Long-Range Artillery

+ Buliding ¢ tucena bridge fo wm

\ White haos Just played 5. Red!.
See Diagram 179,
remote and push
This chapter will
lant 1O haifofthe
;play, because
‘make up 50%
es played in tour-
8! In Chapter 3
parned the impor-
in endgames
VS, one or more
you need to know
& a few key posi-
crucial when
ok with pawns on the board. Staymg sharp in
(Chapter 2) and rook endings is one of the
tient investments you can make to better your
ment chess. So, when you finish the first four
bOOk, you will have already made a significant
r knowledge—and your increased understanding
tO more victories!

+ The long-side defense

Black piays 3. ... Rall
See Diagram 183,

+ Graater piece activity can oved
come material disadvaniag®:

Black plays 1. ... Rdz!
See Diogrom 222.
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ROOK AND PAWN VS, ROOK, WIThH

DEFENDING KING BLOCKING THE PAWN |
Let’s look first at rook and single pawn against the lopg .-

As in king and pawn endings, the defending king’s first
should be to get in front of the enemy pawn to block it

PAWN 18§ ON THE SIXTH RANK

In positions where the stronger side’s pawn has reached
sixth {or Black’s third) rank, and the opponent’s klng is bl
ing its way, the following ideas and techniques are impo

ZEPLER
X 7 %=
- i,
v une
jﬁ %ﬁ /ﬁ% e
% G_# i
)

Diagram 172
White to move

Even here, when White has many advantages—including 8 :

sive Black rook, and a tremendous spatial advantage, the
is drawn because White can’t strengthen his position.

PIECES, ARE
. ENDINGS.

Chapter 4: Rook Endings

Kgs 2. Rg7+ Kh8!
. KR, loses after 3. Kh7 and 4. Rf7+. (See
’ __:_;tlon, Diagram 178.)
- REEY

i

% different if you move the entire position over
in the corner.

3 %/ B ,//, //
%///%
4°n / % //~

o \3;25::;“,.::; \ :
TRbS 2. Rg7+ K18 }
" Rb’“’ Kg8 4. f7+ Kf8 5. Rh&+.
Kg8 4, {7+, winning 4
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White could conduct the winning maneuver becayse Bld
rook had to remain passive on the back rank to protecy hig g
from checkmate. Passive defense—where the defend
is lifeless on the back rank—doesn’t work here.

sents one of those “generic” or matrix posi-
t. moved to the left or right, up or down the
siod even works with rook-pawns, although then

a simpler, passive defense we’ve already seen

er's g

If we change the position slightly, putting White’s king ‘
the position is a draw because Black can activate his ook

a lot. His king and pawn are advanced to
4 his rook limits Black’s king to his back rank.
to bring his king (remember, generally you
. your king first) to the sixth rank, where it
) o threats to Black’s problems, eventually chas-
j uf;.: king from his guard of the queening square.

Eull of these advantages, the position is a basic,
draw! (Rook endings are drawish!) Remember
oh and practice with it! Philidor worked out a
plits the point easily, illustrating the drawing
rook. This three-part technique is now part of
ter’s knowledge:

PAWN 1S NOT YET ON THE SEXTH RANK -
PHILIDOR’S POSETHON _
If the pawn has not reached the sixth rank, the weaker si
should aim for what chess masters call "Philidor’s Positio
guaranteeing an easy draw. More than 200 years ago, A g
Philidor realized the importance of the following position. §

s White’s king bff the sixth rank.

. Rg6 Rxg6 4. Kxgb KeT=.

"

ite pushes his pawn to the sixth rank, Black’s
ely drops all the way "back” to harass the White

+ 4, KeS Rel+

Biack to move
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% % LUCENA’S POSITION
/ / Now let’s look at rook vs. rook-and-pawn positions where the

% // / / Black king is pushed out of the pawn’s way. Here the White
% / & %// % king has already managed to reach the seventh rank.

\V

/

%@
\
k\

_
//’7

»

&\\
\
&\

%

_
//////%
A

Z};agram 176

%
@

5. Kd6 Rdl+, draw. -

@N

_

N N
\ x\\

%f//
%////
W///

//,///,%

////%

%

\\\\

//

%

\

/,///%
b om omE

Diagram 177
White te move

S OPPONENT’S
HE SIXTH RANK.
RCED TO PUSH HIS

Nothing can stop White from winning. Bui he has to know the
only proper technigue. This is another position that you should
know very well—a position which can lead by force to
"Lucena’s position,” also hundreds of years old and named after
the author of the oldest existing chess book, published in 1497.
Interestingly, the manuscript doesn’t include this position!
White can win by a technique Aaron Nimzovitch later dubbed
"building a bridge." White configures a straight line of rook,
king and pawn on the file, escaping checks and ensuring that
the pawn can "cross” to its queening square.

First, White advances his pawn as far as possible,

1. Kh7 Rh2+ 2. Kg8 Rg2 3. g7
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. 4. Rel+ Ka7
| FNA 5 POSITION

To make progress, White needs to move his king out of the wa
3 %@% nake progress, White n ; y

of his pawn. Moving the king immediately accomplishes noth-
,,,,, ing: 5. Kf7T Rf2+ 6. Kgb Rg2+ 7. K6 Rf2+ 8. KeS Rg2, and the

/ /

/ / / % king has to come back. However ...
% // // 5. Red!
// /// /// % Played to be able to provide a future shelter for the king,
%%// %// /%
o % i y

W

Diagram 178 %/ // & // /&/
3....Rh2 / / // |
Or3....Rg3 4. Rh1 Kf6 5. Kh8 Rxg7 6. Rf1+Kg6 7. Rgl+ with % // // //

the win.

" I n
5 B B
o B E

, "= 8 b

Biagram 17%

5. ... Rhl 6. Kf7 Rfi+ 7. Kg6 Rgl+ 8. Kho

The threat is 9. ReS and 10. Rg5, building a bridge, or 9. Rh4 |
and 10. Kh7, That’s why Black couldn’t wait to check again.

8. ... Rh1+ 9. Kg5 Rgl+ 10. Rg4

The "bridge,” which is really a block against checks, has been 1
completed and White wins easily. (See diagram, next page.) ™~
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R
W////

///%
%////

%%/%
W///////%
B omm

Diagram 180
COUNTERATTACKING FROM THE SIDE—
THE LONG-SIDE DEFENSE
Even when Philidor’s defense is no longer available, the weak-
er side shouldn’t give up. Other drawing techniques are often

successful,

// // @ %
o e _mX il
// / / o
//"/’/%
% @ % %

Diagram 181

Biack to move
As we’ve seen in Chapter 2, without the rooks on the board this
is a basic and simple win. But the rooks, as usual, add drawing
potential!
White threatens mate. Black’s king has to leave the queening
square, but which way should it go? The move 1. ... KeB loses
after 2. Ra8+ Kd7. (See Diagram 182 on page 148.)

=
AN

Strongest
player of the
I18th Century

In Analysis of the
Game of Chess, he |
was first 10 write
about the key
principles of
winning chess
middlegame play
and to analyze a
basic endgame.

+ Leading operatic
compaoser of
his day

¢ Amazed
European oudi-
ences with blind-
fold displays

+ Remembered
with “Philidor's
Legacy,” “Philidor's
Defense,” ond
“Phifidor's Position”
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0 If 4. Ke6, 4. ... Kg7!.

- 4. .. Rfl ﬁ

:

| Once White’s rook leaves the f-file, the Black rook occupies it, |

< preventing the pawn advance.

z| 5. Re7+ Kg8 6. Ra7 Rf2 7. Rag+ Kh7 8. Ke6 Kg7,

- drawing.

Dlagram 82

After 2. ... Kd7

e o0 7.0

3. Rf8 (not 3. Kg6 Ke7!, preventing f6, and White has nothing 0 // // !

better than going back to the original position: 4. Ra7+ Ki8 5. / / @ / % i

Kf6) 3. ... Rf2 (or 3. ... Rh1 4. Kg7! and Black’s rook doesn’t

have e;z;;i;gh rooI f(;r. 't'he last 'rcsort‘, a successful attack f;“om % / / /’
the side.) 4. Kg7!— White is going to reach the Lucena position. % / // %
From Diagram 181, Black can draw by employing an important % / / /%
defensive technique—the long-side defense. // % ?g,/,; % _'

1... Kg8! 2. Ra8+ Kh7 3, Rf8 p % % % % |

%/// ////@ R KR .
o / /
// " 6w
%/////////%
o m maw

Diagram 183

\\
%

\

Dingram 184

The only way White can start to advance his pawn—but now
Black’s rook heads decisively for the "long side.”

3.... Rai! 4. Re8
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A successful long-side defense depends on controlling the
eighth rank at the right time.

%%/%Q%@%
. / A

DR,
%;%7//Z%
i u= / _

Diagram 188
Black fo move

1.... Ra7+ 2, Rd7
If 2. Ke8, 2. ... Kf6, draw.
2.... Ra8!

All other “normal” moves draw as well, except that 2. ... Ra6
loses to 3. Ke8+ and 4. e7.

3. Re7
Or 3. Rd8 Ra7+ 4, Ke8 Kf6, draw.
3....Kgé6
Black holds, although not without some difficulty.
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/’/ % % y

WHEN THE LONG SIDE IS TOO SIHORY
Gm( omrv

W’//%,Q%
0 / 7
% B o

Piagram 186
Black to move

N
&

%

&
k\\
N

N
N\

®
§

N
%%
§

%
Q
m
§§
§

Here the Black rook doesn’t have enough room to successfully
use a long-side defense. The distance between it and the pawn
is only two squares. Even on move, Black loses.

1. .. Rb8+

On 1. .. Ra2, 2. Rgl+ Kf6 (or 2.
bridge and winning) 3. K8 wins,

2. Kd7 Rb7+ 3. Kd6 Rb8
Or 3. ... Rb6+ 4, Kc7 Re6 5. Kd7.
4. Ke7 Ra8

... Kh7 Rg4, building the




152 Just the Facts!

% I%%? ?‘/"“’rf?: /?2{-;%":.
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\
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\
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\\\\‘\
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-

%
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Disgram 187

5. Ral!

If White did not have this last move, or if Black were on move,
the game would be a draw because there are now three squares
between the rook and pawn—the normal maneuvering room
required for a successful "long-side" defense.

5. ... Re8 6. Kd7, winning.

THE DEFENDING KING IS CUT

OFF FROM THE PAWN

If the weaker side’s king 15 cut off from the pawn, the frontal
attack is the most effective—and often the only—method of
defense,

Chapter 4: Rook Endings 153

Diagram 188
White fo move

With the rook in front, it is also important to have a three-square
interval between the rook and pawn, A smaller interval usually
leads to a loss.

1. Ka4 Ra8+ 2. Kb5 Rb8+ 3. Ka5 Ra§+!
There should not be any pause between the checks.
4. Kb6 Rb8+ 5, Ka5 Ra8+ 6, Kb5 Rb8+ 7. Ka4 Rag+

X

“

7 7

\

N
\

1B 5 ]

Piagram 189
To escape the checks, White’s king has to drop back to b3.

\
\
\

N
NN
\

N
\
N

\
o
-

From Diagram 188, rook moves do not help White either. For
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example: 1. ReS+ Kd6 2. Kad (2. Ked Rh8) 2. ... Ra&+ 3. Kbs
(3. Ra5 Rb8 4. b5 Kc5 =) 3. ... Rb8+ 4. Kc4 RhS,

2
%
........

Diagram 154

. After 4. ... Rh8
Back to Diagram 188, after 1. Recd, the threat is that White’s
king can move forward without worrying about his pawn. But
after 1. ... Kd6 2. Ka4 Kd5 3. Rc5+ (or 3. Re7 Kdé 4. Ra7
Keo=) 3. ... Kd6 4. Ka5 Ra&+ 5. Kb5 Rb8&+, we reach the same
drawn position we saw earlier.

L KX

If the stronger side is able to protect his pawn with the rook, he
usually wins.

¥ 7 77
v pen 9
v vy

AU

% 2,

N

N\
\
\

N
O\
\

SN
SRR

\
S
A
\
N
N
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.

N

\

N\

T g

iagram 191
hite fo move

1. Ka4 Ra8+
1. ... ReR8 2. Rxe8 Kxc8 3. Kas +-.

2. KbS Rb8+ 3. Ka6 Ra8+ 4, Kb7 Rad 5. Rc7+,
White wins.

WHEN THE EXTRA PAWN IS A ROOK-PAWN
As is in pawn endgames, the rook-pawn is the most drawish in
rook endgames, so the defense is easiest with this pawn. The_
following are key positions,

é/

Diagram 192
White to move

This is a draw, because White’s rook can’t help his king get out
of the corner to make way for the pawn.

1. Rh2 Kd7 2. Rh8 Kc7 3. Rb8 Rel 4, Rb7+ K8,
draw,

L 2 W
o o0 @ 0.’ b~

Chess is a game of understanding,
not of memory.
—tnasko-Boroysky
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%//%
W////@///
w e o
W///,f;////
/”7///%
W%//////%
/ ......
%E/%%

Diagram 193
White to move

The horizontal interval of four squares between the king and the
pawn allows White’s rook time to help his king out from the
corner.

1. Re2 Ke7 2. Re8 Kdo6

Or 2. ... Kd7 3. Rb8 Ral 4. Kb7 Rbl+ 5. Ka6 Ral+ 6. Kbo
Rbl+ 7. Ke5+-.

3. Rb8 Ral 4. Kb7 Rb1+ 5. Kc8 Rel+ 6. Kd8 Rhi

5By
’///
/ /

W%//”//
//%
W////////////%

0
. / )

Diagram 194
7. Rbé+! KcS 8, Re6+!

- Eafaz

\%
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White wins—for example, if 8. ... Kx¢6 then 9. a8(Q)+; or 8. ...
Kd5 9. Ra6; finally, if 8. ... Kb5 9. Re8.

e e

Let’s take a look at the following important position, where the
king can’t aid in the defense—and the superior side’s rook is in
front of his pawn, which has been advanced to the seventh.

ég %ﬁ %?%%
%&///”
///%
%/////
////%
%////%
,,,,,, ///,/%
x

Diagram 195
Black to move

Here, Black draws easily with 1. ... Rbl, putting his rook
behind the pawn. As White’s king approaches the b7-pawn to
free up his rook, Black checks with his rook from the "bhottom”
of the board, and then returns to the b-file, With White’s king
away from his pawn, Black can also kill time by shuffling back
and forth on the h7-g7 squares. (But he can’t approach any clos-
er. If 1. ... Rb1 2. Kd6 Kf7? 3. Rh8 Rxb7 4. Rh7+.) This method
of defense also works with the pawns on the other files.

SHd
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Diagram 196

White te mave

In this position White played 1. hxg3?, and after 1. ... g4+ 2.
fxg4, the two additional pawns (g3 and g4) do not win. White’s
pawn can reach g6, but Black’s rook moves along the a-file or
gives checks (if White’s king threatens to support his pawn on
a7), and thus does not allow the opponent’s rook to leave the
al-square. But White has a better move.

1. Kxg3! Kh7 2. hd4! gxh4+ 3. Kh3 Kg7 4. {4
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Biagram 197
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4. ... Kh7
If4. ... Rxf47, then 5. Rb8.
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3. 15 Kg7 6. fo+ Kxf6 7. Rf8+, winning.

Or 6. ... Kf7 7. Rh8 Rxa7 8. Rh7+, wins. With the a-, b-, or ¢-
pawn on the seventh, the only safe kingside squares for Black’s
king are g7 and h7. Therefore, an extra h- or g-pawn would not
win for White, since he can’t deny Black both safe squares. On
the other hand, an extra pawn on any other file would win.
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Diagram 198 Diagram 199
The great Tarrasch, one of the original grandmasters, taught that
positions like 198 are drawn and those like 199 are a win.

Later players discovered both were drawn.
Diagram 198 has long been known to be a draw because
Black’s king can simply advance on the pawn—for example, 1.
- Kf7 2. b7 Kg7!, or 2. Kg2 Ke7! 3. b7 Kd7—just in time.

But until the early 20th Century, the position in Diagram 199
was thought to be won for White, His king marches to hide on
a7, while Black’s king cannot help because it cannot cross the
mined e-file—for example, 1. ... Kf7 2, Kg2 Ke7? 3. a7 and
White wins.

But Vanchura discovered a drawing technique that even today
some GMs have failed to employ to save games! From Diagram
199, with White to move, the game may continue 1. Kg2 Ra$
2. Kf3 Rf5+ 3. Ked Rf6, leading to the following Vanchura
position.
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VANCHURA
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D:agram 200
White to move

White’s rook is tied to defending his pawn. His king would like
to hide on a7, but is prevented by checks from the side.

1. Kdb RIS+ 2, Ked Rf6 3. Kb5
3. a7 Rab =,

3.... Rf5+ 4. Kb6 Rf6+ 5, Ka7 Rf7+
6. Kb6 Rf6+, draw.

Aron Nimzovitch (1886-1935),
the self-described “crown prince
of chess,” was the most
eceentric of the small group of
those who, under a bit different
circumstances, may have
become world champion.

. A very difficult personality, he
eouldn t attract a backer and so
lost his opportunity to play
Capablanca. (What a conflict of
personalities and ideas that
would have proven!} Later
Alekhine preferred 10 beat up on
Bogolubov several times rather

. than oppose the “prince.”

Courtesy www.chesscafe.com
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ROOK VERSUS ROOK AND TWO PAWNS

A rook and two pawns usually—but not always—win against
the rook.
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Diagram 261
White to move

Here, even though White has two connected, passed pawns,
they’'re blocked. Black manages to draw.

1. Rd4 Rbé6

Black has to control the sixth rank.
2. Rd8 Rb4+ 3. Ke5 Rb7!

Black threatens to capture the gS-pawn.
4, Rg8+ Kh7 5. RdS Kg6, draw.
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SPECIAL CASE OF THE ROOK-

AND BISHOP-PAWNS

The weaker side often reaches a draw against a pair of isolated
pawns on the f- and h-files or the a- and ¢-files, The main tech-
niques employed in the defense are the long-sifle defense and
the rook attack from the bottom of the board.
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Diagram 282
White to move

1. Kgs
Or 1. Ke5 Rel+ 2. Kf6 Rf1,
1. ... Rgl+ 2. Kf6 Rf1!

Black must prevent 3. Kf7. Capturing with 2. ... Kxhé is bad
because of 3. Ke7+ Kh7 4. f6 Ral 5. f7.

3. Re3

3. Re5, then 3. ... Kxh6é 4. Kf7 Ral 5. f6 Ra7+ 6. Re7 Rag 7.
Re8 Ra7+ 8, Ke6 Ra6+ 9. Kf5 Ras5+ 10. ReS Ra7 11. Ke6
Rab+, with the draw.

3. ... Ral 4, Re6
If4. Kf7, 4. ... Kxh6.
4. ... Rf1, draw,
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ROOK AND PAWNS VS. ROOK AND PAWNS

In this next case, Black’s rook is in front of the opponent’s
passed pawn, blocking it. This arrangement significantly
restricts the rook’s mobility, sometimes leading to zugzwang, If
Black’s king moves to assist his rook, then his pawns on the
other side of the board become vulnerable. Still, in most cases,
the weaker side’s king should try to block the passed pawn,
freeing up his rook for action.

ALEKHINE— APABLANCA
BueNos AIREs, 1927
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Biagram 203
White to move

1. Ra4

Now White wants to bring his king to attack the Black rook.
That’s why the Black king should travel to the scene to help.

1. ... Ki6 2. Kf3 Ke5 3. Ke3 hS

This typical move, which tries to prevent g3-g4 and hd-h5, has
its negatives here, as it will allow White’s king to penetrate via
g5,

4. Kd3 Kd5 5. Ke3 Kc5 6. Ra2
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Diagram 204

White waits for his opponent to use up all of his useful moves.
Black can’t win the a-pawn because it would lead to a losing
pawn ending, since his king would be left too far away from the
kingside. After 6, ... Ra8, White would play 7. a6, limiting the
mobility of the Black rook even more. That’s why Black
regroups so that his king can block the pawn, freeing his rook
for other actions.

6. ... Kb5 7. Kd4!

In the actual game, the two legendary champions played 7. Kb3
Ke5 8. Ke3 Kb, repeating the position. Then Alekhine went
for the win with Kd4!. While Black’s king is distracted, White
heads to the kingside pawns.
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Diagram 205
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7. ... Rd6+ 8. Ke5 Re6+ 9. Kf4 Ka6 10. Kg5 ReS+
11. Kh6 Rf5

Now Alekhine played 12. f4 and eventually won. But the fastest
way to win is ...

12. Kg7 Rf3 13. Rd2!

Diagram 206
This is an important moment. White’s rook abandons his own
passed pawn in favor of attacking the Black pawns, because it’s
then two-against-one on the kingside. This sets up unstoppable,
winning threats: 14. Rd6+ and 15. Rf6. If 13. ... Kxa5, then 14.
Rd5+! Kb6 15, Rd6+ and 16. Rf6. Or if 14. ... Kb4, then 15.
Rd4+ and 16. R4, with the win.

X X3
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ILFVITSKY - ROGILUS
Russia, 1956
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Diagram 267
White te move
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Again, White has an extra, distant passed pawn.

However, there is a significant difference between this and the
previous example. The rooks have switched places. Here, the
Black rook not only guards the passed pawn from the rear, but
can also attack White’s kingside. White can’t count on 1. a7 to
win, since then if White’s king tries to approach his passed
pawn to give support, Black’s rook checks from the bottom of
the board, driving the enemy king away.

So all of White’s hopes reside in temporarily keeping his pawn
on a6, By resisting the urge to push the pawn, White leaves the
a7-square available to sheiter his king from checks. But while
White follows this plan, Black’s rook can take the White pawns
on the other side of the board!

1. Kfl Ra2 2. Kel Kf6 3. f3

3. Kd1I is too risky because of 3. ... Rxf2 4. Kc¢1 Ra2 5. Kb1 Ra5
6. Kb2 Kf5 7. Kb3 Kg4 8. Kb4 Ral 9. Kb5 Kxg3.

3. ...Ra3! 4. Ke2 Kg7 5. Kd2 Rx{3
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Diagram 208

6. K¢2 Rxg3 7. Kb2 Rg2+ 8. Kb3 Rgl 9. Kb2 Rg2+
10. Kb3 Rgl

A7 7 LAY
7 7y A
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Biagram 189

11. Kb2, draw.

In the case of 11. Kb4, Black can play 11. ... Ral 12. Kb3 g5!
13. hxg5 h4 14. Re8 h3 15, Re2 Kg6 16. Rh2 Ra3, with advan-
tage for Black.

T )
e o @ o
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Ei1iSKASES—LEVENFISH
Moscow, 1936
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Diagram 218
Black fo move

%

Black, although down a pawn, enjoys two important circum-
stances in his favor.

¢ Black’s king is more active;

¢ Black’s passed pawn is closer to the center, allowing its
king to support it. (In this particular position, it is better for
Black that his pawn is not so distant. This fact is not typical
for most endings, where you normally want the most distant
passed pawn.)

1. ... Ke6! 2. Ra6+ Kd5 3. Rxh6 ¢3 4. Rh8 Ral 5. Re8
Rxa3 6. Kh3?

White should play 6. f4, with good chances of drawing.
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Diagram 211
6.... Kdd 7. Kg4

Now if 7. f4, then 7. ... gxf4 8. gxf4 ¢2+ 9. Kh4 Re3.

7. ... Ra5 8. f4 Re5 9. Rd8+ Ke3 10, Rd1 ¢2 11. Rel
gxf4 12, gxf4 Kd2 13. Ral c1(QQ) 14. Rxcl Rxcl!

The king has to stay close to the pawns.
15. Kg5 Ke3 16. {5 Ked

i}iagram 212

17. g4 Ke5 18. Kg6 Re6+ 19, Kg7 Ra6! 20. Kf7 Kf4
21. Kg7

If21. f6, then 21. ... Kg5.

21. ... Kg5, White resigns,
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XX T

As we've seen, a rook in these endings is usually better off
behind, rather than in front of, pasged pawns, no matter whose
pawns they are. When a rook is guarding a pawn from the side,
it can be active on the other side of the board. This freedom for
the rook is good. On the other hand, this pawn can’t move for-
ward without help from its king.

KROGILUS——3188%
OsLo, 1954
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Diagram 213
Biack to move

White’s winning plan is to transfer his king to the queenside.
Black’s next move makes White’s task easier.

1. ... g57

Now White gets a comfortable station for his rook and an easy
win. But even after the best move, 1. ... Rb4, White has a good
chance to win after 2. Kf2 Rb3 3. Ke2 Kf6 4. f4, followed by
the further advance of the White king.

2. Kf2
On the premature 2. Rf5?, Black draws with 2. ... Rb2!.
2. ... Kf6 3. Ke2 Ke6 4. RIS 16 5. Kd2 Ke7 6. Kc2 Rb4
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7. Ke3 Rb1 8. Ke4 Rel+ 9. KdS, winning.

S TR
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Connected passed pawns can develop into an unstoppable jug-
gernaut if they cannot be blocked. '

Borvinng-——Kori.ov
Moscow, 1951
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Diagram 214

White to move

L. Rxa7?

The coming connected passed pawns provide Black with more
than adequate compensation for the material discrepancy.
White had to play 1. Kd2, to meet 1, ... Kf3 with 2. Kel, and
White should hold; for example—2. ... Rc8 3. Rxe7 Rxc? 4.
Rxa7 Rxf2 5. Rxh7 Rxa2 6. h4 Kxe3 7. Re7+ K13 8. Re6 =.

1....Kf3 2. a4 Kxf2 3. a5 g5 4. a6 Kxe3 5. Rb7 e5
6. a7 Ra8
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Diagram 215

7. Rxh7
A better try was 7. RbS e4 8, Rxf5 Rxa7 9. RxgS5.
7. ... {4 8. gxf4 gxf4 9. Kd1 3
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Disgram 216
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18. ¢4
Or 10. Kel Rg8 11. Kfl Rd8 -+

10. ... Rd8+ 11. Ke2 12 12, Rf7 Ra8, White resigns.

The threat is 13. ... RxaT7.
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BEWARE OF PASSIVE DEFENSE
In these rook endings, passive play is often self-defeating.

HAVITSKY — TAIMANOV
Moscow, 1954

,,,,,,,

Disgram 2317
White to move

1. Rh2?

White Itad to play 1. Re6!, activating his rook with a pawn sac-
rifice; for example— 1. ... Rxa2 2. h4 gxh4+ 3. Kxh4 Ra3 4.
Kg3 a5 5. Ra6, with good chances for a draw. This is a typical
defensive technique in such endings.

1...h5 2. Re2?

Worth a try 2. h41?, to get as many pawns off the board as pos-
sible, and avoid the terribly passive position White now gets.

2. ... hd+ 3. K12 a6 4. Rb2 Re3 5. Kg2 a5
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Disgram 218

Now White achieved a draw by cutting of the Black king:
6. Rb7! Re2+ 7. Kgl Rxa2 8. Ra7 and White’s king shuffles
from gl to f1 (or hl) and back.

6. R12?
The final mistake.

6. ... Ra3 7. Kf1 Kf7
The king is heading to 4.

8. f4 pxf4 9, Rxf4 Kg6 10. Rf2 Rxh3, White resigns.
Let’s look at another example where having an active rook
trumps material advantage.
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SCHLECHTER—EM. LASKER
VIENNA, Maron Gave #1, 1910
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Piagram 219
Black {e move
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1. ... Re4!
The best road to a draw.
2. Re5 K6 3. Rxa5 Red

In the agtual game, Schlechter repeated the position by check-
ing Lasker’s king back and forth a few times with Raé and Ra5.
Then he decided to hold his c-pawn.

4. Ra2 Re3+ 8. Kg2 Ke5
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Diagram 226

White has two extra pawns, but his pieces are tied up.
6. Rb2 Kf6 7. Kh3 Rc6 8. Rb8

Giving away a pawn, but there is nothing better.
8. ... Rx¢2

As is most often the case, this ending with the two pawns
against one on the same side is a draw,

9. Rb6+ Kg7 10. h5 Red
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11. h6+ Kh7 12. Rf6 Ra4, draw,
LR KR
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Diagram 222
Biack to move
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By activating his pieces, Black can reach a draw in a position
that at first glance seems hopeless.

1...Rd2!
1...Rd67 2. Kel and 3. ad.
2. Rxb6+ Kg5 3. Kel

Or 3. a4 f4 4. a5 13 5. Kel Re2+ =. A rook on the seventh rank
is a force to contend with in most positions, endgame or not.

3. .. Re2 4. Rb5 Kgd
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W% %/ %% % . ?{is kiz{gés active position fully compensates White for his miss-
ing pawn.
2 J%/ %7/////% 1. Kb5 Rxh4?
I, ), . ,
%E’// ’//7//‘ // Black had to think draw, not win. After 1. ... Re3! {cutting off
@/ “w ‘/y @’% White’s king) 2. Rxa4 Rc2 3. Ra7 Rel 4. Kb6 Re2 5. Re7 Ra2!
v » 4% 6. Kc6 Ra6+ 7. Kb5 Ra2, Black would draw.
»Y
fﬁé% %%%% 2. Ke6 Rxed 3. Kxd6 Kf8 4. Ra8+ Kg7 5. Ke7
Z / w3 7%
= 7 % /// // Black’s pawns protect the White king against checks from the
% % % bottom of the board.

BDiagram 223

With the idea of 5. ... f4 and 6. ., 3 or 6. ... Kf3. ﬁ% / %

5. h3+ Kxh3 6. Rxf5 Rxb2 7. Rf4

/
Or 7. a4 Ra2 8. a5 Kgd 9. Re5 Kf3 10. RfS+ Kgd =, / / 7 / /l %

7. ... Rxa2 8. Rxed h5 9. ¢4 Kg2 10. Rf4 Re2 11. Rh4 A
Kf3! 12. Kd1I Rxf2 13. ¢5 Ke3 14. Rxh5 Kdd, draw. A / % %
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SAVON—LELIANDINOV % % % %

RiGa, 1964

Diagram 225
éﬁf%%%;ﬁ%% % 5. v Rd4 6. d6 e4
,,,,, . i, A Or6....h4 7. d7 h3 8 d8Q Rxd8 9. Rxd8 h2 10. Rd1 a3 11. Rhl

‘/é .. %‘%/ a2 12. Ral e4 13. Rhi Kg8 14. Kf6 Ki8 15. Ke5, with a win.
% /% ;W 7@/ %ﬁ 7. d7 €3 8. fxe3 Red+ 9. Kd6 Rxe3 10. d8(Q), -';§

Black resigns.
%%/////g/% seE ey
% % % % We've seen that in rgok endings an extra pawn doesn’t guaran- i

tee a win. These endings are especially drawish when the pawns
Disgram 224 are on the same side of the board. Thus, positions with two

White t:
ie (o move pawns versus one, three versus two, or even four pawns versus

*
o
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three—all on one side of the board_—are drawn in most cases.
As in pawn endings, the more pawns, the more chances the
superior side has to create a passed pawn and win. For his part,
the defending side should trade off as many pawns as he can.

RAZUVAEV—BELIAVSKY
Moscow, 1978
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Diapram 226
White fo move

il.gd
Or 1. Ke4 Rb3 2. Rd4 Ra3 3. Rd3 Ra4+ 4. Ke3 Ra5,

1. ... hxgd 2. Kxg4

If 2. fxg4 Black easily holds with 2. ... Ral!, but not 2. ... Rh3
3. e6! fxe6 4. Rc7+ KI8 5. Kg5 Rg3 6. Kf6 +-.

2. ... Ral 3. Rc7 Rgl+ 4. Kf4 Rel! 5. Ra7 Re2 6. Ral
Rg2 7. Rel Kf8 8. h5 gxh5 9. Rhl 6 10. RxhS

10. e6 Rg5.
. 10. ... fxe5+ 11. Rxe5 Ra2 12. Kf5, draw agreed.
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Summary: Rook endings account for half the endgames you 're
fikely to reach. Reviewing this chapter regularly, along with the
first three chapters, will lead to more and more endgame wins.
(Remember, opening variations come and go, but winning
endgame fechnique is always in fashionl}) Next to bishop-of-
opposite-color endings, rook endings are the most drawish. As
in most other endings, the defending king should try to get in
front of the passed pawn(s). Rooks generally belong behind
passed pawns, whether the pawn is Yours or Your opponents.

When rook and one pawn opposes rook, the rook pawn Is, as
usual, the most likely to lead fo a draw. Passive defense, where
the defender s rook stays on the back rank, holding down the
Jortress, succeeds against knight- and rook-pawns. Philidors
position is an important one to remember, and once reached,
leads to an easy draw. When Philidor s position is unreachable,
the defender still has effective techniques to fight for a draw.
The long-side defense can lead to a draw, if the rook has
enough lateral room to operate. When the defending side s king
is cut off from the queening path of the pawn, using his rook to
attack frontally is often the only successful defense. On the
other hand, the Lucena position is a basic winning technigue in
which the superior side "builds a bridge” to shelter his king
Jrom checks and promote his pawn. Rook and two pawns usually
win against the lone rook, except for the special case of rook-
and bishop-pawns.

When both sides have pawns, remember that itk better to be
down a pawn and have an active rook, than to be even
materially and suffer the disadvantage of a passive position.
When one side is up a pawn, the more pawns on the board, the
more likely the win. In such cases the stronger side should try
10 keep pawns on the board in order to maximize chances of
creating a passed pawn, while the defender should wy to
exchange as many pawns as possible. After all, if a game boils
down to a one-pawn advantage, with all pawns on the same
side of the board, its usually a draw.
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Rook Endings
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i}lagram 231 Diagram 232
Black to move White to mave
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Rook Endings

1 1. Rb7 RxbS 2. Kgé K18 3. h6 ReS 4. Rb8+ +-,
No. 2 1. Rd2+ Ke7 2. Rd6 Re3 (2. .. Kxd6 3. Ke8 Re3+ 4. Kd8) 3. Reé
Rxe6 4. Ka7 4.,

No.3 1. eSfxeS{l. . Rxe5+2 Kc6orl... Rd2+2 Keb) 2 Keb Rc2
3. Raf+ Re8 4. Rxe8+ KxcB 5. Ke? +-.

No. 4 1.5 exf5 2. Ki4 Reb 3. Kxf5 Rg6
{3. ... Kf7 4. Rg3 Rh6 5. RgS Rh7 6. Rgb +-) 4. ¢b Rgd 5, Kes
Red+ 6. Kd6 Rxdd (6. ... Kf8 7. K47} 7. Re3 +-,

No.5 1...Ked! 2. b7 €5 3. b8(Q) Rxb8 4. Rxb8 f4 5. Rbl 3
6. Kc5 2 = (not 1. ... Kgd? 2. b7 £5 3. b&(Q) Rxb& 4. Rxb& 4
5.KdS f3 6. Ked f2 7. Rf8 Kg3 8. Ke3 +-),
No.6 1. Ral Ke6 (1. ... Rb2+ 2. Kc5 Rb8 3, Kd6 +)
2. Rd1 Rb2+ 3. Ka5! (3. K5 Rb8) 3. ... RbS 4. ¢5 Ke7
5. ¢6 Rd8 6. Rxd8 KxdS§ 7. Kb6 +-.
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Chapter 5: Knight Endings
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<+ The knight and pawn

protect each other,
See Diagram 235.

The knight deflects the enemy
cavalry to queen the pawn.

Black has just played 10. ... N4,

See Diagram 239,

The White knight spears the
new queen with g fork.

White has just played 15. Ne3+.

See Diagram 245,

Kright and pawn stop two
DCWNS,

White has just piayed 15, Noés,
See Diagrarn 256,
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Chapter 5
Knight Endings:

Springer of Surprises

board involve the game’s only jumpers. Indeed, German

players call the knight a
"Springer.” Knights are
the obvious odd-men-
out of th® chess
board, with a short-
hopping, non-linear
way of moving all
their own—a far cry
from the straight-
line, ground-hug-
ging travel of the
other pieces.
Naturally, this
difference leads to positions and principles unique to the knight.

M any of the "magical" moments created on the chess-

N

To get ourselves oriented, let’s look at several famous positions,




186 Just the Facts!

&
@

%%

?f@//%
%/

%@////
/////
V0, 0,0,
////
v e g v

Diasgram 233
White to move

Despite his significant material advantage, White can’t win. If
he sends his king to support the pawn, when his monarch reach-
es ab or b6 he achieves only stalemate, with Black’s king
tucked, tortoise-like, into the corner.
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Diagram 2134
White fo move
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The play in this position is even more paradoxical than in the
last. If it’s White’s move, his knight is not able to force the
release of his blockaded king.
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1. Nd3 Kc8 2. Ne5 K7 3. Ne6+
A check here is a good omen for the defender.

3. ... Ke8 4. Nd4 Kc7 5. Nb5+
1’s a draw in all variations. But with Black on move, the result
is quite different.

1. ... Kc8 2. Nd3 Kc7 3. Ne5 Ke8 4. Ne6 Kd7 5. Kb7
White is winning.
Analyzing Diagram 234 shows us a unique limitation of the
knight, caused by its singular way of moving. In such a posi-
tion, the knight can’t lose or "pass” the move in the way other
pieces often can. For example, in Chapter 2, we’ve seen how

the king can triangulate to "hand back a position” in the pawn
endings.

LR RS
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Diagram 238
White or Black fo move

Here we see a typical example of a “mutual defense pact”
between knight and passed pawn. This deployment of a knight
and pawn is often the result of a successful endgame strategy.
In this example, White has an easy win. First of all, he uses his
king to capture the Black pawn on g7. Then he forces the pro-
motion of his own passed pawn. Were the knight ahead of the
pawg—say, on a6 or b7—the game would quickly end in a
draw.

KNIGHT AND PAWN AGAINST KNIGHT

Let’s look at two masters plying their craft in the most basic
knight ending. In positions with knight and pawn against
knight, with the weaker side’s king far away, all that’s required
for the stronger side to win is pushing the opponent’s knight out
of the way of the passed pawn. The king and knight must usu-
ally work together to achieve this goal.
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PETROV-—-ARONIN
Russia, 1950

'y
v / _
e e
/Qﬁ@/%%
. A
0 / _ /
/’/ /e%
.

Diagram 236
White te move

N

\
\\

&

White’s defense is difficult because of his king’s bad position,
cut off from the path of his opponent’s pawn.

1. Ne3 g3 2. Ng2 Nf5

Black limits the movement of White’s knight and prepares to
relocate his®mg to 3.

3. Ked Ked 4, Ke3 K13 5. Nel+ Ke2

Some knights don’t leap,
they limp,
—fartakover
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6. Ng2
White’s 6. Nd3 loses because of ... Ke3 7. Nel Nh4 8. K¢2 Ke2

9, Nd3 Ng6 10. Nel+ Ke3.
6. ... Kf1 7. Nf4 NeT!

Black threatens 8. ... Ng6.

8. Kd2 Ng6
2 22
5 .
%/i%;%é%
W%///% '
i %ﬁ%
/ /,%
L %@%

Piagram 238

\\\\\

9. Nh3

Chapter 5: Knight Endings 19i

White can’t bz decoyed by capturing Black’s Trojan horse,
because the pawn would then march to his final goal unop-
posed. If White plays 9. Ne2, then 9. ... g2 10. Ke3 Nf4!, and
we would get the following position.

ANALYSIS

Diagram 239
After 18, ... Nf4!

Once again, Black would be delighted to sacrifice his knight in
order to distract the opponent’s forces from the pawn. This kind
of tactical punch is typical of positions with a knight and pawn
against a lone knight. Back to the game.

9. .82
10. Ke3 Ne5!

It is not a move, even the best move, that you seek,
but a reglizable plan,
—Znosko-Boravsky
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Diagram 2146
White to move

White resigns because there is no defense to Black’s knight
reaching f2—for example, 11. Kf4 Nd3+ 12. Kg3 Nf2.

Se@E e

Sieghert Tarrasch
(1862-1934) was
perhaps the
strongest player
never to be world
champion. Briltiant,
arrogani, dognatic
and caustically
witty, he was the
Sfirst great chess
writer-teacher,

He valued mobility
above all other
positional
considerations. A
physician, he wrote
memorably:
“Cramped positions
bear the germs of

defeat.”

Courtesy www.chesscafe.com
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FHE KING TAKES PART IN THE DEFENSE

BENKO—BRONSTEIN
BUDAPEST, 1949
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Diagram 241
White to move

Here the defender’s king is playing an active role in the
defense, allowing White to reach a draw. In fact, in the actual
game, the players agreed to a draw in this position. Let’s see
why.

1. Ned Ngd

There’s an instant draw after 1. ... Nfl 2. Ng5 £2 3. Ne4 and 4.
Nxf2.

2. Kd2 NeS
If 2. ... Nf6, then 3. Nx{6 2 4, Ng4 f1{Q) 5. Ne3+, with a draw.
3. Ked Ned+ 4. Kd4

\

When you don’t know what to do, wait for your opponent
to get an idea, it'’s sure to be wrong!
—Steghert Tarrasch
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Diagram 242
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4....Na3
Or 4. ... Nd6 5. Nxd6! £2 6. Nf5 and 7. Ne3+.
5. Kd3 Nb5 6. Kd2 Nd4 7. Kd3 Ne6
With the threat 8. ... N5+
8. Ke3
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Diagram 243

8. ... Ne7
If 8. ... Nc3, then 9. Nf21.

9. Kd3 Nd5 16. Kc2 Ne3+ 11, Kc3 Nf5 12. Kd2 Ng3

Three-time
World
Champion

. First of the long line

of Soviet World
Champions

+ Popularizer of
the "scientific
approach”

+ Pioneer in com-

piter chess
reseqrch

* Endgarme wizard
who studied the
game’s final stage
hroughout his
carger

* By his own
description, “First
among equals.”
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AND ONE IS PASSED
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Biagram 244
, . ) In knight endings with passed pawns, the principles of play are
All Black’s attempts to push his opponent’s pieces out of the very similar to those in pawn endings. prREIP P
ay have failed. _
Wy tve 1atie ScnMipT-—KASPAROV
13. Nf6 £2 14. Ng4 £1(Q) 15, Ne3+, draw. DuBAl, 1986
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Diagram 245 Biack to move

Besides his distant passed pawn, Black has another advan-
tage—the better placed king.

1. ... Ke7 2. Ncd4 a4 3. Kf1 Ke6 4. Ke2 Kd5
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5, Ne3+

If 5. Na3, then 5. ... Ne5 (with the threat of 6. ... Nc¢4); 5. Kd3
loses because of 5. ... Ne3+, when Black makes the transition to
a winning pawn ending.

3. .. Kd4 6. Kd2 Ne5 7, Kc2 Nd3 8. Nd1 Nel+ 9. Kb2

Nf3 10. h4

% .. 7
/ // /// ///%
A /// /ﬁ %4

%//
%%@/%

Diagram 248

10. ... NeS!

This is more accurate than 10. ... Kd3, because then White
could try 11. Ne3 Ke2 12. h5 gxh5 13. Nd5, when he would
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g
pave some slight tactical counter chances with 14, Nf6.

Kasparov obviously prefers not to give any such opportunities

to his opponent.
11. Ka3 Ke4 12. h3

Otherwise, Black would have played h7-h5, K3 and Ng4. But |
White can’t head off the ultimate outcome.

12. ... gxh8 13. Ne3 K13
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l)lngram 248

Black’s strategy triumphs.
14. NdS Ngd!
Hluminating the “no vacancy” sign on f6 for the White knight.
15. Ne7 \
If 15. Nf4, then 15. ... Nf6 16. Nd3 Ke2.

15. ... Nxf2 16. Nf5 Ned 17. Kxad Nxg3 18. Nhd+ Ked
19, Kb4 Nf5, White resigns.




