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Preface

The beauty of chess lies in the cut and thrust of combination and counter-combination,
and in the rapid and precise execution of ideas. Thorough preparatory study is, of course,
the prerequisite for quick and correct action, and for successful competitive play. It is
a mistake, however, to limit one’s studies solely to opening theory; one must also delve
into the theory of the endgame.

Opening theory classifies possible continuations of the various opening moves, and
assists in the development of the battle forces. The theory of openings is inexhaustible,
since it is constantly being developed and extended, and new analyses may well in-
validatc established theory.

Endgame theory has a more permanent value, particularly the rules and principles
concerning elementary positions. These may be considered as being definitive. Before
dealing with the endgame, we ought to know what part of the game should be so regarded.
Several problem composers hold that the endgame starts when the player who is about
to move can force a win or draw from the position against any variation. Artur Havasi.
the renowned Hungarian master problem composer, divided endings into three categ: -
ries: 1. theoretical, 2. practical, and 3. artistic endings (studies). Hc defined these cat.-
gories as follows: 1. Theoretical endings are positions where the correct line is genevally
known and thoroughly analysed, and where the solution is, therefore, only a question of
technique. 2. Practical endings are positions arising in the course of games, which skilful
play should transform into theoretical endgame positions. 3. The artistic ending (study)
is a contrived position which contains the theoretical endgame shrouded in problem-like
complications.

In view of the vast amount of material to be processed, we could not, unfortunately.
aspire to comprehensiveness. We have, however, aimed at a systematic presentation of
the most important endgame principles. Our chief concern has been to bring together
instructive material which can be used in over-the-beard play, rather than to amass
endgame gems. The endings in this volume, of necessity, deal with the final moves of
games, but we wish to point out the importance of individual research work. It pays
the student to trace the development of the ending from the earlier stages of the game.

We trust you will find the book both rewarding and entertaining.

THE AUTHORS

vii



Pawn Endings

The pawn structure is the backbone of every position. The pieces are frec to move in
any direction. but pawns can only march forward; this is why every pawn move must be
carefully weighed up beforchand, since a premature pawn advance may result in fatal
weaknesses.

Pawn endings require particular attention, since there arc no other pieces in play
which could possibly climinate tactical weaknesses. or counterbalance them by securing

other advantages.

It is difficult to draw a line between pure pawn cndings arrived at in the course of
over-the-board play, and other tvpes of endings, since the former generally arise after

an exchange of pieces.

Nevertheless, for the sake of easier understanding, we will deal only with pure pawn
endings in this section. Of course, the reader will also find examples where the final
moves are made by a piece, usually by a queen, since the basic aim of pawn endings

is the promotion of a pawn.

We have grouped our pawn endings according to the tactical and strategic manceuvres
used, rather than the number of men on the board. In this grouping perhaps the

greatest importance is attached to:

1. OPPOSITION

The opposition induces a torced move
on the part of the opponent. A player
occupies an important square with his
king, forcing the opposing king to aban-
don his advantageous position.

Three varieties of opposition are known:

a) geometrical opposition,

b) square opposition (corresponding
squares), and

c)knight opposition.

We should like to deal with geometrical
opposition first, for we consider it to be
the most important of the three varieties.

a) Geometrical Opposition

Opposition means that the two kings
stand opposite each other. Geometrical
opposition occurs when the opposing
kings are positioned on the same file,
rank, or diagonal, and they are separated
by an odd number of squares; it follows,
therefore, that correctly opposed kings
stand on squares of the same colounr.

When preparing opposition on a diago-
nal, it is very important to ascertain the
number of separating squares since in this
arrangement the kings occupy squares of
the same colour whether they are correctly
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opposed or not. When there is only one
square between the opposed kings, it is
called close opposition. When three or
five squares separate them, we talk about
the distant opposition.

1. (Theoretical ending.) Black moves his
king backwards and forwards in front of
the pawn until the white king advances
to the sixth rank. Black then moves his
king opposite White’s (close opposition).

1 K-K5 K-KI! (if I ... K-QI (B])?,
then 2 K-Q6 (B6) K-KI 3 P-K7 and wins)
2 K-Q6 (B6) K-QI (B1) 3 P-K7+ K-KI
4 K-K6, stalemate.

If Black moves first: 1 ... K-KI!
2 K-K35 K-K2!3 K-BS K-K1! 4 K-B6
K-B1 5§ P-K7+ K-K16 K-K6 stalemate.

2. (Theoretical ending,) If it is White to
move, Black has the opposition, and
therefore he can prevent the promotion
of the pawn: 1 K-K3 K-K4! 2 P-Q4+
K-Q4 3 K-Q3 K-Q3 4 K-B4 K-B3 5
P-Q5+ K-Q3 6 K-Q4 K-Q2 7 K-K5

K-K2 8 P-Q6+ K-Q2 9 K-Q5 K-QI!
10K-B6 K-B1 11 P-Q7+ K-Q1 12 K-Q6
stalemate.

But if it is Black to move, White has the
opposition, which enables him to squeeze
out his opponent from the area in front
of the pawn, and thus promote it: 1 .

K-K4 2 K-B4 K-Q3 3 K-Q4 K-B3
4 K-K5 K-Q2 5 K-Q5 K-K2 6 K—B6
K-Ql 7 K-Q6 K-KI 8 P-Q4 K-QI
9 P-Q5 K-K1 10 K-B7 etc.

3. (Theoretical ending.) Since Black can
only oppose the White king on the
promotion rank, he loses because the
subsequent pawn move causes a change in
the possession of the opposition: 1 K-K6
K-K12P-Q6 K-Q1 3P-Q7etc.

4. (Theoretical ending.) At first sight,
it appears that Black, who holds the oppo-
sition, should be able to draw. However,
a subsequent pawn move (reserve move)
allows White to take the opposition.



I K-Q2 K-QI 2 K-K3 K-K2 3 K-K4
K-K3(the black king has moved according
to the rules of the opposition) 4 P-K3!
K-Q3 5 K-BS5, and White wins.

7
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5. (Theoretical ending.) The essential
difference between this position and the
previous one is that the pawn is on the
third rank, which deprives White of his
reserve move even if he moves first. There-
fore he cannot gain the opposition.

1 K-K2 K-K2 2 K-Q3(B3) K-Q2(B2)!
(distant opposition) 3 K-K4 K-K3 4
K-Q4 K-Q3 etc. Draw.

B
e

0

6. Berger. (Theoretical ending.) Mate-
rial is equal, and the pawns are not
blockaded. The result depends upon who
it is to move.

1 ... P-K4! 2 K-B6 K-N3 3 K-Q5
K-B2 4 KXP K-K2 (opposition on file)
5 K-B5 K-B2 6 P-K5 K-K2 7 P-K6
K-K1!, with a draw.

If White moves first, 1 P-K5! wins,
because after losing his pawn Black can

Opposition 3

regain the opposition only on the eighth
a draw.

rank, which is insufficient for

7. (Theoretical ending.) The white king
cannot move to Q2 or B2 because after
1 ... P-B5 the black king would drive
him out. Therefore White prevents the
black pawn from advancing, and sacrifices
his pawn, which in any case he must lose,
in return for the opposition: 1 P-B4!
K-K5 2 K-K1 K-K6 3 K-B1 K-B6
4 K-K1 KXP 5 K-B2, witha draw.

8. (Theoretical ending.) If White moves
his king, he loses not only his pawn, but
also the opposition. As in the previous
example, White sacrifices his pawn to
gain the opposition, the only difference
being that it is the distant, rather than the
close opposition.

1 P-K5 PXP 2 K-BI! K-Q4 3 K-Q1!
K-Q5 4 K-Q2 etc.
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9. (Theoretical ending.) The position
is fairly simple, but carelessness can still
lead to disaster. The correct line is:
1 P-Q4 K-K1 2 K-B7 P-Q4! (this sacri-
fice enables Black to take the opposition;
2 ... K-K2 is incorrect because of
3 P-Q5 K-K1 4 P-Q6, and wins) 3 K-B6
K-K2 4 KXP K-Q2, with a draw.

If Black moves first, events can develop
like this: 1 ... K-K1 2 P-Q4 K-QI

3 P-Q5 K-K! 4 K-B7 (an aggressive
attempt to win) 4 ... K-K2 5 K~B8!
(after 5 P-06+ ? K-K3, it is Black who
wins) S ... K-Q3 (5 ... P-03? 6 K-B7,
and White’s ploy succeeds) 6 K-Q8 etc.,
again with a draw,

10. Fahrni. (Theoretical ending.) Black’s
position looks hopeless, but again he can
gain the opposition and draw by sacrificing
his pawn.

1 K-B7 K-R1!2 K-N6 P-R4! 3 P-N5!
K-NI1! (after 3 ... P-R5? 4 K-B7 the
white pawn queens with check) 4 KXP
K-R2, and draws.

Black draws more easily if it is him to
move first: 1 ... P-R4! 2 P-N5! K-N1!
3 K-B5 K-N2 4 P-N6 P-RS5 etc.

11. Ebersz. (Theoretical ending.) The
opposition is gained by instructive tempo
play: 1 K-N4! K-N5 2 K-B5! (2 K-B3?
K-B4! 3 K-K4 K-B5, and draws) 2 ...
K-B5 3 K-K4!, and White wins.

]

.

12. Dedrle. (Theoretical ending.) The
white king’s task is to win the black pawn
and to occupy one of the key squarcs
QRS5, QNS or QBS. However, he cannot
achieve this goal by the shortest route,
because after 1 K-B3? P-R6! the white
pawn is forced onto the rook’s file, where
it can easily be stopped by the black king.
White therefore attacks the black pawn
via the longer route: 1 K-N1! P-R6
2 P-N3! (2 P-N4? K-K3, with a draw)
2...K-K3 3 K-R2 K-Q3 4 KXP K-B3
5 K-R4! K-N3 6 K-N4 and White
wins, since he has opposition and is
able to occupy one of the key squares.



13. Neustadtl. (Theoretical ending.)
White's own pawn gets in the way if he
chooses close opposition, and he is unable
to maintain it after 1 K-B1? K-Q7
2 K-B2 K-Q6!, when 3 K-N3 K-Ké6
4 K-N2 K-K7 5 K-N3 K-K8 6 K-R3
K-B7 7 K-N4 K-N7 leads to a win for
Black. The game can be saved only by the
distant opposition, and so the correct
line is:

1 K-R1{ K-B7 (I ... P-NSleads to a
draw after 2 K-N2! K-07 3 PXP)2 K-N2
K-Q7 3 K-R2! K-K7 4 K-N2 K-K¢6
5 K-N3etc.

14. Gruber-Sarkdzy (Budapest, 1926).
White can save the game only if he breaks
the rule of the opposition: 1 K-QI!
K-Q6 2 K-B1 P-B7 3 P-R3 (this pawn
move made it necessary for White to err
against the rule of the opposition on his
first move) 3 ... K-B6, stalemate,

Gruber adhered to the opposition, and
lost after 1 K-B1? K-Q6 2 K-Q1P-B7 +
3 K-B1 K-B6 4 P-R3 K-N6. The moral

Opposition 5

is: if therc is a pawn move in reseryc,
onc must not take the opposition, but
force the opponent to take it.

15. Fahrni. (Theoretical ending.) If it is
White to move, after 1 P-N4+ P <P—
2 K-N3 a draw is inevitable. To win,
Black must avoid the exchange of pawns,
and also gain the opposition.

1 ... K-N3 2 K-N2 K-B3 3 K-B3
K-Q4 4 K-Q3 P-NS5! (Black eains the
opposition) 5 K-B2 K-K5! 6 K-Q2
K-Q5 7 K-B2 K-K6 8 K-N2 K-Q7 etc.

16. Fahmi. (Theoretical ending.) White
can dictate the tempo by moving his rook’s
pawn either one or two squares, and con-
sequently he can also acquire the oppo-
sition.

1 P-N4 K-R1 2 P-N5 K-N1 3 P-R3!
(had Black moved first, the immediate
3 P-R4 would have won) 3 ... K-Ri
4 P-R4 K-NI1 5 P-R5 K-R1 6 P-N6
(White has the opposition) 6 ... PXP
7 PXP K-N1 8 P-N7, and wins.
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17. Sérkozy-Zinner (Budapest Cham-
pionship, 1925). With knight’s pawn and
rook’s pawn against knight’s pawn, White
wins only if his king is in front of his
pawns, otherwise he cannot gain the
opposition.

1 K-N4!K-B32P-R4K-N33P-R5+
K-R3 4 K-R4 K-R2 5§ K-N5! K-NI
6 K-N6 K-R1 (Black is hoping for stale-
mate) 7 P-R6 K-N1 8 P-N4, and White
wins.

18. Fahrui. (Theoretical ending.) White’s
material advantage of a protected passed
pawn promises him victory, but neverthe-
less he cannot win, since his attempt to
penetrate results in Black gaining the
opposition. .

1 ... K-Q3 2 K-Q2 K-B3! (2 ...
K-K3? loses to 3 K-B3 K-Q4 4 K-03
K-K4 5 K-B4) 3 K-K2 K-Q3 4 K-Q3
K-Q4 (Black has gained the opposition)
5 P-N5 K-K4 6 P-N6 K-B3 7 K-K4
K xP 8 KX P K-B3, with a draw.

1st variation: 4 K-B2 K-K3 5 K-N2
K-B3 6 K-R3 K-N4, draw.

2nd variation: 2 K-N3 (with the inten-
tion of outflanking the black king, and
attacking the black pawn from the rear)
2 ... K-Q4 (diagonal opposition) 3 K-N4
K-QS5 (horizontal opposition) 4 K-NS§
K-Q4 5 K-N6 K-Q3 6 K-N7 K-Q2 7
P-N5 (the outflanking manceuvre has
not succeeded, so now it is the pawn’s
turn to try) 7 ... K-K3 8 K-B6 K-B4
9 K~Q5 KXP 10 K-K4 K-N3! 11 KXP
K-B3, with a draw.

If it is White to move, Black’s task is
easier, since he can gain the opposition
right from the start.

19. Lasa. (Theoretical ending.) 1 K-Q3
fails to win, since after 1 .., K-Q4!
(not I ... P-Q4? 2 P-B3 K-B3 3 K-04
K-Q3 4 P-K3! K-K3 5 P-K4! etc.) 2
P-K4+ K-K4 3 K-K3 P-Q3! 4 P-B4
K-K3 5 K-Q4 K-K2 (5 ... K-Q2?
would lose) 6 K-Q5 K-Q2 Black wards off
the danger. R

White has to gain the opposition:
1 K-B3! K-Q4 (/ ... P-Q4 2 K-03
P-Q5 3 P-B3, and wins) 2 K-Q3 P-Q3
(2 ... K-K4fails to 3 P-B4 P-Q4 4 P-B5l)
3 P-B4+ K-B4 (if 3 ... K-K4, then
4 K-K3 K-B3 5 K-Q4 K-K3 6 K-K4, and
wins) 4 K-B3 K-N3 5 K-Q4 K-B3
6 P-K3! (6 P-K4? K-B2! 7 P-B5 K-B3!
draws) 6 ... K-Q2 7 K-Q5 K-K2 8
K-B6! K-K3 9 K-B7 K-K2 10 P-K4!
K-K3 11 K-Q8 K-B3 12 K-Q7 K-K4
13 K-K7, and White wins.



If Black moves first, White cannot take
the opposition, and the game ends in a
draw: 1 ... K-B5 2 P-B3 P-Q4 3 P-K3
K-B4 4 K-Q3 K-B3! 5 P-B4 K-B4!
6 PXP K¥Petc.

7
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20. Ebersz. Against the white king’s
march K-N3-B4-KS5, Black can achieve
a draw by... K-R5-N6-B5, since he
can answer 4 P-K3 with 4 ... K-B4;
thus there is a battle in prospect for the
opposition. The pawn move that leads to
the gain of the opposition is prepared by
very attractive and instructive tempo
play.

1 K-N4! K-R5 2 K-B5 K-N6 3 K-K6!
K-B5 4 K-K5 K-B4 5 P-K3! (White has
the opposition) 5 ... K-B3 6 K-K6
K-B4 7 K-Q7 K-B5 8 K-Q6 etc.

Variation: 1 ... K-N3 2 K-N5! K-B3
3 K-B6 K-N3 4 K-K6! K-B4! 5 K-B5!
K-B5 (on 5 ... K-N4, 6 P-K3 wins)
6 K-K5 K-B4 7 P-K3! K-B5 8 K-Q6
etc.

Opposition 7

21. Ed. Lasker. (Theorctical ending.)
The distant opposition enables White to

"invade on one of the flanks, and win a

pawn: 1 K-K2! K-K2 (after / ... K-Q!
2 K-B3 K-K2 3 K-K3! White still holds
the opposition) 2 K-K3 K-K3 3 K-K4
K-B3 4 K-B4! (after 4 K-Q5? Black
also promotes a pawn) 4 ... K-N3
5 K-K5, and White wins, since after
winning the rook’s pawn he also captures
the other pawn.

7.8

.
o<

22, (Theoretical ending.) We saw in
example 17 that knight’s pawn and rook’s
pawn win against knight’s pawn, provided
that their king is positioned in front of
them. The same danger would threaten
White here, if the black king were to take
his pawn on the fourth rank. White cannot
save the pawn, but he succeeds in gaining
the opposition in exchange for it.

1 P-N3! PXP 2 K-N2 K-B5 3 K-R3
P-N7! (3 ... K-B6 is stalemate) 4 K-R2!
K-B65K-N1K-BS6K-B2!K XP 7K XP,
with a draw. The acquisition of the oppo-
sition was made possible by the stalemarting
combination.

Variation: 1 ... P-R6 2 K-B2! K-Q5
3 K-N1 K-K6 4 K-R2, with a draw.

23. Sackmann. White makes a strategic
withdrawal in order to acquire the oppo-
sition: 1 K-B5! K-N3 2 K-B6 K-R3
3 K-K6 K-N3 4 K-Q6 K-N2 5 K-Q7!
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KxP 5 K-B3 K-K3 6 KxXP White
wins. Here we see a geometric pattern, the

main feature being the triangular move-
ment of the white king (K-K2-B2-B3),

which.secures a permanent pawn advant-

With the pawns static, the acquisition
age.

of the opposition takes on decisive import-
ance, but the black king can retain it only
for a short time: 1 K~-Q3! K-Q2 (distant

opposition) 2 P-K4 P-B5 3 K-K2 K-K3
4 K-B2! and Black resigned, because after

4...

... K-N36K-B8

K-R3 7 K-B7, and the black pawns fall.

(5 KX P? K-B2draws) 5

L
%////

//7///
RS

// -
- g///%

////// S

/

~“ N
// SO /
% .

AL\
\ %&/

K-Q3 7 K-B8 K-K2

8 K-B7 K-K1 9 K-Q6 K-B2 10 K-Q7
K-B111K-K6K-N2 12 K-K7, and White

wins.
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dislodged) 6 ...

K-K1

... P-B3 3 K-N8)

.. P-K4 4 QPXP P-K3
and wins) 5 K-N7 K-K2

, and White wins.

Variation: 3 .

.. K-Ql 5 K-B8 K-Q2 6 K-B7

1 K-N7 (the immediate pawn sacrifice
P-K3 7 K-B6

26. Horwitz. White sacrifices a pawn in
5 K-Q5 KXP 6 K-K6 KXP 7 KxXP will not do, because after ! P-K6? PXP

return for the opposition, but later re-

covers it with interest.

king has the opposition) 1 ...

2 P-K6! PxP (2

3 K-N8 K-QI 4 K-B8 K-Q2 5 K-B7
K-Q3 6 K-K8!

(or 4 .

K-K4 4 K-B5 K-BS
N6 P-R4 9 P-B6 P-R5 10 - 2 K~-R7 K-Q2 3 K-N7 K-B2 the black

s king cannot move to Q4 because

K-K3, but 1 K-N4 K-K3 2 KXP

KXP 3 KXP K-K5 4 P-N4 KXP also

25. Alekhine-Yates (Hamburg, 1910).
leads only to a draw.

White”

Variation: 3 ...
P-B7 P-R6 11 P-B8=Q P-R7 12 Q-BI.

K-N5 8 K-

of...



6 K-N6 K-Q! (the black king is prevented
from continuing to hold the opposition by
his own pawn) 7 K-B6 K-Q2 8 K-B7 etc.

b) Square Opposition (Corresponding
Squares)

Diagram 27 (an example of geometrical
opposition) and the following four dia-
grams illustrate well the difference between
“geometrical” and “square” opposition.
The endgame column of the April 1954
issue of Magyar Sakkélet had the following
to say on this question: “According to the
problem composer Géza Barith, the term
‘opposition’ should only be used in cases
where it exists in the strictest sense, that
is when the two kings are positioned on
the same rank, file, or diagonal, separated
by an odd number of squares; but when
a break-through is secured for the stronger
side’s king by the occupation of a square
other than one of those in geometrical
opposition to the other king, one should
use the term corresponding squares, but
not that of opposition.”

Magyar Sakkélet agrees with Géza
Barath's conclusion, even more so since it
is a terminological question of purely
theoretical significance; however, it makes
the point that the opposition is in actual
fact a particular variety of “corresponding
squares™, one in which geometrical rules
apply. It is most difficult for the chess
player to ascertain in a given case whether
the rules of opposition apply, or whether
heshouldfind the “corresponding squares™.
This, in fact, depends on the position
of the pawns on the board, and it is im-
possible to formulate a rule, the applica-
tion of which would automatically solve
the problem of corresponding squares in
any position. Problem composer master
Kornél Ebersz called corresponding

Opposition 9

squares “square opposition™ in his series
of articles published on the pages of
Magyar Sakkélet in 1931, intimating by
this that opposition in the strict sense is,
essentially, a subspecies of corresponding
squares. Géza Barath is right in saying
that not all problems based on correspond-
ing squares should be regarded as opposi-
tion problems.

x
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27. Barith. Returning to diagram 27,
the rules of geometrical opposition assert
themselves fully here, but White's first
three moves, in the light of the foregoing,
can be regarded as the occupation of the
“squares corresponding” to the black
king’s position.

1 K-N2! K-N52 K-R2 K-B5 3 K-N2
K-N6 4 K-R3 (this is already standard
geometrical opposition) 4 ... K-B6 5
K-N3 K-Q6 6 K-B3 K-B7 7 K~N2!
(White Bas to take the distant opposition,
since after 7 K-K2? K-B6 his own pawn
prevents him from maintaining the oppo-
sition, and he loses) 7 ... K-Q8 8 K-Bl
K-Q7 9 K-B2 etc., with a draw. If the
black king, in order to confuse the issue,
were to move to his fourth or third rank,
White’s king would move back and forth
between KNI and KR1 until his oppo-
nent returned to the fifth rank.

28. Foltys. At certain stages of this
ending it is again necessary to occupy a
position of geometrical opposition. How-
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ever, the pawn position here is more
complicated, and so an exact analysis of
the “corresponding squares” is also ne-
cessary for the full solution of the problem.

| K-BIt K-K22 K-KI!K-B23 K-QI
K-K2 4 K-B2 K-K3 (or 4 ... K-02?
5 K-B3 K-B2 7 K-Q2!, and Black loses
his KNP) 5 K-Q2 K-B3 6 K-B3! K-K2
T K-N4 K-Q2 & K-R3 K-B2 9 K-Ré6
K-Ql 10 K-N7 K Q2 !l K-N6, and
White wins.

29. Ebersz. The endgame column of
Magyar Sakkélet further elaborates its
assessment of the two previous positions
as follows: positions occur where it is
incorrect to apply dogmatically the rules
of opposition. When we look at the cor-
rasponding squares in this position
(No. 29), we find that they in no way
coincide with the squares of geometrical
opposition. If you were to apply the rules
of opposition in this position and neglect
to find the corresponding squares, you
would never reach vour goal.

Thus the question naturally arises:
when should one strive to achieve the
opposition, and under what circumstances
does the opposition cease to offer ad-
vantages? It is impossible to give an exact
answer. In practice it is best to ascertain
the corresponding squares in each in-
stance. This involves finding squares for
the white king against each square that
Black’s king can occupy, in such a way
that the latter is forced to vacate his
ravourable position. By so doing, White’s
xing can force his way into the opponent’s
position and win, or, if he is the weaker
side, can prevent Black’s penetration of his
line, thus securing a draw.

In contrast to the two previous posi-

tions, this ending demonstrates in a fasci-
nating way that there are cases where the
rules of geometrical opposition do not
work at all.
1 K-Q2! K-QI 2 K-K2 K-BI(K])
F-B3 K-B2(K2) 4 K-K3 K-BI(KI])
K-Q4 K-Q1 6 K-K4 K-Q2 (if 6 ...
K-K1, then 7 K-B5 wins) 7 K-Q5 K-K2
¥ K-K5 K-K1 9 K-Q6, and wins.

Geometrical opposition on some squares
secures a draw for Black, while on others
it is ineffective: 1 K-K2? K-Q1 2 K-B2
K-Q2 3 K-K3 K-K2 4 K-B3 K-Q3
5 K-B4 K-Q2 6 K-KS5 K-K2, with a
draw.

th W

30. Ebersz. In contrast to the previous
example, geometrical opposition is of no



significance here, since the game is decided
by the occupation of the “corresponding
squares™,

1 K-B2 K-K2!2 K-Q3 K-Q2 3 K-K4
K-K3 4 K-B4 K-Q2 5 K-B5 K-Kl
6 K-K4 K-Q1 7 K-Q4 K-Q2! 8 K-Q5
K-K2 9 K-K5 K-KI 10 K-Q6 K-Ql
11 K-BS5! K-K2 12 K-N4 K-K3 13
KxP K-B4 14 K-N3 KXP 15 P-R4!
P-B4 16 K-B3 K-N5 17 K-Q2 K-N6
18 P-RS5! P-B5 19 P-R6 P-B6 20 P-R7
P-B7 21 K-K2 K-N7 22 P-R8=Q+,
and wins.

% ’/

31. Ebersz. The main feature of this
superb ending is the interconnection of the
squares (“corresponding squares” or
“square opposition™).

Since the pawns are immobile, it is a
battle bétween the two kings. One glance
at the position reveals that the white king
is unable to penetrate Black’s position,
whereas the black king can breach the
white lines at two points. It is evident
therefore that, in the course of play, the
the white king will have to occupy posi-
tions from which it can, in time, seal off
the break-through points ... QB3 and

.. KB6. To achieve this, a knowledge of
the corresponding squares is necessary.
It is casiest to find these squares if we start
out from the critical squares QB6 and
QRS (Black’s ... QB3 and ... QR4), and
find the horizontal and vertical correspond-
ing squares. They can be grouped as fol-

Opposition )

lows: White’s QRS corresponds to Black’s

. QB3; QN4 and QR4 to ... Q2 and

. QI; then QB3, QN3 and QR3 to
... K3, ... K2 and ... KI; then Q2,
QB2, QN2 and QR2 to Black’s ... KB4
(KR4), ... KB3 (KR3), ... KB2 (KR2)
and ... KBl (KR1), i.e. the second rank
corresponds to both the KB-file and the
KR-file; further, Q1, QBI, QNI and QR1

correspond to KN4, KN3,
... KN2and ... KNI; and finally, as the

only exception to the rule, the square that
corresponds to ... KNS5 is not on the
first, but the second rank—K2. A geome-
trical orderliness even becomes apparent,
since the corresponding squares proceed
towards the two sides of the board at
right angles to each other.

Black’s ... QBI, ... QNland... QRI1
have no importance. Black’s king can
move there, just to create confusion. In
this case the white king should move
backwards and forwards on appropriate
squares (QR5 and QN3), which enables
him to return to the corresponding squar=s
as soon as the black king movesto ... Q2
or ... Ql. The solution is as follows:

1 K-N2 K-N1 2 K-R1 K-B1 3 K-R2
K-K2 4 K-N3 K-Q2 5 K~-N4 K-B3
6 K-RS5 (with this the gap on the QB-file
has been closed, and now the black king
heads for the other opening) 6 ... K-Q2
7 K-N4 K-K3 8 K-B3 K-B3 9 K-B2
K-N4 10 K-QI K-N5 11 K-K2 etc,
and the game is drawn because the black
king cannot penetrate through either of the
openings. Of course, other series of moves
are also possible, but, since the corre-
spondingsquaresarcknown,theyinevitably
lead to a draw. A playver unacquainted
with the concept of corresponding squares
would fail in his dttempt to sclve this
masterpiece, and would always lose with
White.
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¢) Knight Opposition

32. Dobias. (Theoretical ending.) White
cannet win by the application of geome-
trical opposition, because after 1 K-Q5?
(I P-B4? K-B35, draw) 1 ... K-N3!
2 P-B4 (2 R-KR3? K-B5 5 K-B6 R-@5
4 K>.P K-K5, draw) 2 ... K-B6 3 K-K5
K-Q6 Black’s king attacks the white pawn
just in time.

Therefore White has to manccuvre his
king in such a way that, by delaying Black’s
counter-play, he can gain a t2mpo for the
decisive attack. This he can do bv sta-
tioning himself a knight’s jump away
from the black king (knight opposition):
1 K-Q4! K-B3 (I ... K-N5 2 P-B4!)
2 K-K5 K-B4 3 P-B4 K-B5 4 K-B6,
and wins.

33. Sackmann, (Theoretical ending). The
only way of achieving a draw is by a
seemingly absurd move, away from the
scene of battle. White's king will stalk
Black’s right across the board, keeping all
the time a knight’s jump away.

1 K-R8! K-B4 2 K-N7 K-K5 3 K-B6
K-Q6 4 K-KS5 K-B7 5 K-Q4 K-N7
6 K-Q3 KXP 7 K-B2, with a draw.

A false trail: 1 K-B8? (although this is
also knight opposition, it nevertheless
results in the loss of a tempo, and the
white king fails to reach QB2 in time)
1 ... K-B3!2 K-K8 (2 K-N8 no longer
helps) 2 ... K-K4 3 K-K7 K-Q5 4 K-K6
K-B6 5 K-Q5 K-N7 6 K-B4 KxP
~ K-B3 K-N8. and Black wins.

34. Dedrle. (Theoretical ending.) White
avoids attacking the black pawn, since the
black king would reach ... KR3 at just
the right time, and would win the white
pawn, and with it the game. Therefore the
white king approaches on the lower half
of the board, enabling him to gain the
opposition after the loss of his pawn.

1 K-N3! K-B7 2 K-B2 K-K6 (2...
K-K7 3 K-B1! K-K6 4 K-Q! also leads to
knight opposition) 3 K-Q1 K-B5 4 K-K2
K-B4(N4) 5 K-B3! KXP 6 K-N4, with a
draw.




35. Grigoriev. White cannot allow the
black king to attack his pawns straight
away. The correct line of play is therefore
to take the knight opposition: 1 K-N3
K-B8 2 P-R4 P-N3 3 K-B4! K-N7
4 P-R5 PXP 5 P-R4 K-R6 6 K-NS5,
and White wins.

Variation: 1 ... K-K6 2 P-R4 K-K5
3 K-N4 K-K4 4 K-N5 K-K5 5 P-R5S
K-B5 6 K-B5! etc.

Ist trap: 1 K-N5? K-B6 2 P-R4 K-N7
3 P-R5 K-R6! 4 K-N6 K-N5! 5 P-R3+
K-R5!, with a draw.

2nd trap: 1 K-N4? K-B72P-R4 K-N7
3 P-R3 P-N3!, with a draw. It is wrong
to play 3 K-R7!, because after
4 P-R5 K-N7 5 P-R4 K-B7 6 K-B4!
K-K7 7 K-K4! K-B7 (or 7 ... K-Q7
8 K-BS, and wins) 8 P-R6 PxP 9 P-R5!
K-N6 10 K-B5 K-B§6(RS) 11 K-N6
White wins.

36
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36. Grigorievy. An immediate pawn
advance achieves nothing, since after
1 P-B3? K-B6! 2 K-R4 K-B5 Black takes
the opposition, while also entering the
square of a possible passed white pawn.
But, by maintaining the knight opposition,
he can eventually edge out the black king.

1 K-N4! K-K6 2 P-B3 K-KS5 3 K-N5
K-K4 4 K-N6 K-K3! 5 K-N7 K-K2
6 P-B4! (a tempo-gaining move, which
compels Black to worsen his position)
6 ... K-K37K-B8 K-K4 (Black similarly
loses the opposition after 7 ... K-B3

The Square of a Passed Pawn 13

8 P-N3) 8 K-K7 K-Q5 9 P-N3 K-B6
10 K-Q6 etc.

Variation: 2 ... K-Q6 3 K-B4 K-B7!
4 P-N4!P-B55P-N5 KXP 6 P-N6 K-Q7
7 P-N7 P-B6 8 P-N8=Q P-B7 9 Q-N2
K-Q8 10 K-B3! K-Q7 11 K-K4 K-Q8
12 K-Q3, and wins.

37. Ebersz. White can draw only if his
king can outflank Black from the rear.
The white king therefore makes for the
eighth rank, and then pursues the black
king at a distance of a knight’s jump.

1 K-N7!K-Q2!2 K-N8!K-Q3 3 K-BS8
K-K4 4 K-Q7 K-B5 5 K-K6 K-N6
6 K-B6 KXRP 7K P, and draws.

Variation: 2 ... K-K3 3 K-B7 K-B4
4 K-Q6 K-N5 5 K-K5 KXP 6 K-B6
P-N47K-B5P-N38 K-B4P-N69 K-B5
stalemate!

Isttrap: 1 K-N3? K-Q3 2 K-B4 K-K4
3 K-Q3 K-B5 4 K-K2 R-N6 5 K-BI
K> RP 6 K-B2 K-N3, and Black wins,
since he gams the epposition.

2nd trap: 2 K-N6? K-Q3 3 K-N7
K-K4 4 K-B6 K-B3 3 K-Q5 K-N6
6 K-K6 KX NP!7K-B6 K-N6, and Black
wins.

1I. THE SQUARE OF A PASSED
PAWN

The square, one side of which is formed by
the line extending from the starting posi-
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tion of a passed pawn to the queening

R 904 . CA 2,
square, is cafféd”*the "sqﬁ‘are" of the
passed pawn. When a passed pawn is in
its original position (on the second rank),
the fact that it may advance two squares
on its first move has to & taker 1"nto
account and therefote the “square” has
to be calculated from the third fank.

NAZ T RS
fe

A VAL
A passed pawn, w\fucﬂvls not restric
€ KAk A Gurdd P PeL PR
v any’ ofher piéce or pawn, can be pre-
{&ifedTrom quecning by the opposing king
oo P . -
onlvifit can penetrafétHE pawn’s “square™.
It is not tREAOR necessary ta caleulate
BT Y A Ry
the number of moves fiéeded to rédch the
queening square. . .
\BL L waaiagageds  MIA $

Inthe &‘ml‘gfr‘.{mg majoritv_of the

Py Iy . sy 4D . -
cﬁ‘&frggs ifIFEEEA% it section it 5

(7 {402 A 7

VAT (el 1Y (57 the Fing 1o
enter the square, since these examples are
most suitable to demonstrate the problems
involved. A double threat arises when the
attacking piece (the king) proceeds simul-
taneously towards two 1mportant targets.
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38. Marco-Schlechter. (Theoretical end-
g
st

ing.) The black king can {"a‘s'm‘ op

White’s pawn, VRS his king afféary+<-

to be a hopMeE Bistance W5V from the
black pawn. By }fé’éﬂl‘ﬁﬁ for the centre,
the white king is 981 10 exert its power
in two directions: either to help the pro-
motion of his pawn, or to enter the square
of the black pawn.

1 P-B6! P-R4 2 K-N4! K-N3! 3 K-B4
P-R5 (otherwise the white king enters

AT 40.'/"

FAAL

the square) 4 K-QS5 P-R6 5 K-Q6 P-R7
6 P-B7, with a draw.

Variation: 2 ... P-R5 3 K-B5 P-R6
4 K-Q6 P-R7 5 P-B7 etc.

(Marco created this ending of great
theoretical value in a competitive game.
A magnificent achievement!)

Uy

39. Réti. (Theoretical ending.) It appears
that White is lost, vet he still has a way
out, As in the previous game, here too the
occupation of the centre makes it possible
for White to create the double threat of
promoting his pawn or entering the square
of the black pawn: 1 K-N7 P-R5 2 K-B6
P-R6 3 K-K7! K-N3 4 K-Q7, with a
draw.

Ist variation: 2 ...
K XP 4 K-B4 etc.

2nd variation: 1 ... K-N3 2 K-B6
P-R5 3 K-K5 P-R6 4 K-Q6 P-R7
3 P-B7 ctc.

K-N3 3 K-K5§

40, Feijter. (Theoretical ending.) Black
has an obvious advantage, since his king



A. D Ly B

is inside the white "paw)l'x's_,_square, whereas

. B AL A A= .
White has'ho ‘chanée of eégn,ap'}s’r‘é)é\éhmg :

his opponent’s pawn. Howéver, Black
cannot. win, dhee” Kis king is forced to
Watd off the promotion {8t of the white
pawn, "thus’ "'a'l)lamgﬂié)white king to
enter comfortably the square of the black
pawn.

1 K-N7 P-R4 2 K-B7 K-B4! (other-
wise the white pawn also queens) 3 K-Q7
K-Q4 4 K-K7 K-K5! 5 K-K6! KXP
6 K-QS5, with a draw.

. - MYIL Y
41. Gorgiev. The ﬁosxtxon looks hopelesg
for White, &1éé R Gannot gain any coun-

ter-play with his king. But he nédertheldes’

brégks ifto the square oé'»_ the ppbsing
pawn with the help of a ffi¢ stalemating
combination.

1 P-B6! P-R3! 2 P-R3! P-R4 3 P-R4
P-R5 4 P-R5 P-R6 5 P-R6 P-R7 6 P-R7
P-R8=R! 7 P-B7 K-Q2 8 P-B8=Q+-
K XQ stalemate.

Variation: 1 ... K-B2 2 P-R4 K <P
3 P-R5 K-N4 (3 ... P-R4 4 P-R6!
K-N3 5 P-R7 K-B2 stalemate) 4 K-N7!
KXP 5 K-B6 P-R4 6 K-Q3, and White’s
king is inside the square.

42. (Theoretical ending.) Black’s pawns,
separated by two files, would force a win
if they were 8% S the Hith ok, ut in
this position the rook’s pawn is still on
the fourth rank, and the white king has
time to capture one of the pawns and still
keep in the square of the other.

The Square of a Passed Pawn 15
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1 K-N3! K-R2 2 K-B4 P-R5 3 KXP
P-R6 4 K-B3, and White wins.

Variation: 1 ... P-K6 2 K-B3 P-R5
3 KXP P-R6 4 K-B3 etc.

7

7

7. % 7 7

43.)Stoltzf;\fim10“'itsch (Berlin, 1928).
The €éfitial pomit of this position is -
that Black has two Widely s:ep?f?é*t?g awns
on the fifth rank. His immediate g6al is to
create a second passed pawn on the KN-
file. .

1 ... P-B52PxP+ K-Q3! (getting
into the square of the white pawns)
3 P-R5 P-N6 4 P-R6 K-B2 5 K-K2
P-Q6+, and Black wins.

Variation: 3 P-B5 P-N6 4 P-B6 P-N7
5 P-B7 K-K2 ctc.

</

;/8/

44. Geller-Smyslov (20th USSR Cham-
pionship). Black’s pawn position is the
1Yote flexible, and this advantage is éi6gh"
for a win. It makes no qiﬁb[egce that the
white hl;iél‘%is or 4PpEars t8Be, the x}orc
active, sincé 1t cannot simultaneously P4
Black’s pawns and [preverit the black king's



16 Six Hundred Endings

}enetéatlon Meanwh/lle the black kmg 1s
vl ¢ ep’]’méﬁ' in its own/“hmterTand
re5dinéss for a variety of tasks’’

1 ... P-R4! 2 P-QN4 (On 2 K-0+4
Smyslov would have wen by 2 ... P-RS
3 PXP P, P+ K-B+4P-B55 K-04 K-03
6 K-K+4 K-B+4 7 K> P K-NS5. It is now tco
late for 8 K-N+4, since, after queening.
Black’s QRP will control... KRI1. After
8 K-K4 KX P 9 K-Q4 K> P Black also
wins since his KRP has crossed the
“equator™) 2 ... P-B5! 3 PXBP P-N5!
4 RPXP P-R5 5 P-B5+ K-Q2 6 P-K\3
P-R6 7 P-N6 K-K2! (Black's king is

positioned so that he can catch any of

the opposing pawns) 8 PXP P-R7 9 P-R6
P-R8=Q 10 K-N6 K-Q3, and White
resigned.

III. THE OUTSIDE PASSED PAWN

A passed pawn which is away from the
immediate scene of battle is called an
outside passed pawn. It is generally ac-
cepted that, in an ending with equal
material, the player with the more outside
passed pawn has an advan:age, because
the advance of this pawn usually gains a
decisive superiority in time. Of. course,
even in such endings, there can be excep-
tions, since the superior position of the
opposing king may balance, or even out-
weigh, the advantage of the outside pass-
ed pawn.

/

_ ,,%//

45. Prokop. (Theoretical endmg)Qare-
ful play is required for White to proﬁt
from his outside passed pawn, because the
apparently natural continuation 1 K-K2?
K-Q3 2 X-B3 K-Q4 3 K-K3 K-K3 4
K-K4 K-B3 5§ P-B5 P-B6! 6 PXP P-R4
7 P-B4 P-R5 8 K-Q4 KX P gives him no
advantage. White must therefore imme-
diately attack the black BP.

1 K-Q2! K-Q3 2 K-B3 K-Q4 3 P-B3!
K-K4 4 KXP! (4 P-B6? KXP 5 KXP
K-K4, with a draw) 4 ... KXP 5 K-Q4!
(knight opposition) 5 ... K-K3 (5 ...

\-B5 6 P-N4) 6 K-B5 K-K4 7 P-N4!
K-K3 8 K-N6, and White wins.

A false trail: 3 K-N4? K-K5 4 KX P
KX P 5K-N4 (5 K-04 K-B6!, and Black’s
king attacks the white pawn in time)

. K-K5 6 K-R5 K-Q5 7 KXP (or
7 P-N4) K-B5, with a draw.

46. Selezniev. Black cannot attack the
white knight’s pawn @Fect’ly, because the
rook’s pawn 3 d “34 ancc. uM‘he
has to lose time, and this a]fows the white



king to return to the main field of battle
after capturing Black’s outside passed
pawn.

1 K-B2 K-B4 2 K-N3 K-N4 3 KXP
K-R5 4 K-BS! (after 4 K-B4? K-N6
5 P-R4 KXNP! the black pawn queens
with check on promotion, while after
4 K-B3? there is a deadly check at...
KR8)4 ... K-N6 5P-R4 K X RP 6 K-K5
K-N6 7 K-Q4, with a draw.

47. Réti. The séémingly nafural con-
tinvation 1 K-N6? faq’:iltso win,é'fﬁcve‘;fg{gr
I ... K-K2 2 K-B5 K-B2 3 P-N5 P-Q4
4 K-K5 K-N3 5§ KXP KXP the black
king succeeds in f’éﬁ‘cﬁﬁ‘lé the saving...
QB square. White needs to gain a tempo,
but he can only do this by défying the
attack on his outside passed pawn.

1 K-N5! K-B2 2 K-B5 K-K2 3 K-N6
P-Q4 4 K-B5 K-Q3 5 P-N5 K-K2
6 K-KS5, and White wins.

Variation: 1 ... K-K2 2 K-N6 K-K3
3 P-NS! P-Q4 4 K-R7 P-Q5 5 P-N6,
and the pawn queens with check.

»
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48. Selezniev. Pawn endings where there
is equality of material are usually won by a
player with an outside passed pawn.
The rule does not apply to this position,
because the position of White’s king is
superior to that of his opponent. The
victory, which involves subtleties along the
long black diagonal and the KB-file, is
prepared by a fine strategic move.

1 K-B4! KxP 2 P-Q5 K-K4 3 K-B5
P-R5 4 P-Q6 K-K3 5 K-B6 P-R6 6 P-Q7
P-R7 7 P-Q8=Q P-R8=Q 8 Q-K8-
K-B3 9 Q-KR8+, and White wins.

Variation: 3 ... P-B5 4 P-Q6 K-K3
5 K-B6 P-B66 P-Q7 P-B7 7 P-Q8=Q
P-B§=Q 8 Q-K8+ K-B39 Q-KB8+ etc.

..
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49.Karaklajic-Czerniak (Belgrade,1954).
This position, where the outside passed
pawn promises victory, g’pr’&s simple.
Confident of winning, White did not ana-
lvse the position “¥aretully efSugh and
chose the easy way by defending his
endangered pawn.

The game went: 1 K-B3? K-R52 K-N2
K-R4 3 K-N3 K-N3 4 K-N4 P-B4+
5 PXP e.p. (5 K-N3 also would not win,
since White’s king cannot leave his ronk’s
pawn) 5 ... KXP 6 P-R4 K-N3 7 K-B3
(7 P-R5+ K-B3, with a draw) 7 ...
P-Q4! (7 ... K-B4? 8 P-RS5, and wins)
8 PXP (8 P-R5+ KXP9 PXP K-N3!—
draw) 8 ... K-B4 9 P-R5 KXP. Draw.

Going back to the original position,
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the winning line for White is: 1 P-B5!
K-E5 2 P-B6! (2 PXP? PXP 3 K-B4
K-R4!,draw) 2 ... KXP 3 K-K4 K-N5
4 K-B5 K-B5 5 K-K6 K-B4 6 K-Q7
ExXP 7 KXP, and White wins, because
his pawn is closer to the queening square
than Black's.

50. Fahrni. (Theoretical ending.) White
creates an outside passed pawn on the
Q-side, and while the black king is dealing
with it, he 2&aks’h4%5C on the other side:
1P-QR4K-Q42P-N5PXP3PXP K-B4
4 KXP KXP 5 K-BS5 etc.

51. Fahrni. (Theoretical ending.) Black
has no chance of creating a passed pawn,
and so the numerical weight of his Q-side
pawns cannot counterbalance the advan-
tage of White’s passed pawn.

1 K-B3 P-N5 2 K-K3 (taking the pawn
would give Black a passed pawn as well)
2 ... P-R5 3 K-B3(taking the pawn now
would be even worse than before) 3 ...
PXBP 4 PP (Black has no more pawn
moves left) 4 ... K-K3 5 K-B4 K-B3

6 P-K5+ K-K3-7 K-K4 K-K2 8 K-Q5,
and White wins. Even if Black has the
first move, the essence of the position and
the result are uﬁcﬁanged A single tempo
does not solve Black’s problem

/
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52. Euwe. The pushing back of the
black king followed by the utilization of
the outside passed pawn is the result of
fine tempo play, but the fight only starts
after the blocking of the Q-side pawns.

1 P-QR4 P-R4 2 P-B4 P-QB4 3 P-N3
P-N3 4 P-R4 K-B4 (or 4 ... P-B4 5
P-RS5, and wins) 5 K-B3 K-K4 6 K-N4!
K-K5 7 P-R5 P-B4+ 8 K-R3!(8 K-N5?
P-B5, or 8 K-R4? P-B5 9 P-R6 P-B6,
or 8 K-N3? K-K6 9 P-R6 P-B5+ only
draws) 8 ... K-K4 (otherwise 9 P-R6
wins) 9 K-N3 K-K3 10 K-B4 K-B3
11 P-R6 K-N3 12 P-R7 KXP 13 KXxP,
and White wins.

Variation: 4 ... P-B3 5 K-B3 K-B4
(or5 ... P-B46 K-K3, and wins) 6 K-N3
K-K4 7 P-R5 K-B4 8 K-R4! K-K3
9 K-N4 ctc.

+




53. Rinck. Material is equal, and both
players’ outside passed pawns can be con-
tained. The advantage of the first move
proves decisive, since it gives White’s
king the opportunity to penetrate into the
black position.

1 P-R4! K-Q4 2 P-B4+ K-K35 3 P-B5!
(otherwise 3 ... P-N3! prevents the intru-
sion of the white king) 3 ... K-B44 K-Q3
K-N55K-B4K XP 6 K-N4K-N47K-R5
K-B3! (after 7 ... K-B4 8 K-N6 P-R4
9 KxNP White’s pawn queens with
check) 8 K-N6 P-R4 9 KX NP P-R5
10 P-B6 P-R6 11 P-B7P-R7 12 P-B8=Q
P-R8=Q 13 Q-KR8+, and White wins.

/ //,
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54. Dénes. In this splendid ending the
battle proceeds in four stages. White first
acqmres an outside passed pawn, and/iids’
puts This opponent in zugzwang, which
p@ldes the opportunity for a pawn

ﬁ-t’hrough At this stage it looks as
YRoufh-Black may hold the draw, but a
second zugzwang signals his defeat.

1 P-R4 K-K5 2 P-R5 PXP 3 PxP
(outside passed pawn) 3 ... K-B4 4
K-Q2! P-B4 5 K-Q3 P-B3 (zugzwang) 6
P-KR6 K-N3 7 P-B5+ ! (break-through)
7 ... KXRP 8 BPXP K-N2 9 P-K7!
K-B2 10 PXP K-K1 11 K-B4 K-Q2(B2)
12 P-R6! PXP 13 P-RS5! (second zug-
zwang) 13 ... K-K1 14 KXP P-Q6 15
K-Q6, and White wins.

Pawn Break-through 19
IV. PAWN BREAK-THROUGH

If positions where the kmgs ca ) also
take part in the s:rugglc are dl egar('icd‘r
the precondition for a brea1( ?ﬁrrough in
pawn endings is that the pawns are well
advanced. Consequently, the break-
through can only be made in the oppo-
nent’s half of the board. By sacrificing
one or more pawns, the plaver making
the break-through diverts the enemy
pawns, in order to clear the way for one
of his pawns.

5 (Theoreuoa] ending.) The black king
is inside the rook pawn’s square, but if this
pawn advances the king ,capnot again
enter the square. Whitecan theréfore make
a breakitiitbugh and queen a pawn:
1 P-R6! K-Q3 2 P-N6 PXP (or 2 ...
K-B3 3 PXP)3P-R7 etc.

30R4 7

56. Teed. (Theoretical endin )Aﬁ‘h
the white pawns are in their van ‘flalf wf
the board, they can St manage fo bredk
through with their king’s assistamce:
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1 K-B7! P-R4! (otherwisc the black
pawns would be lost) 2 P-R4! K-R3
3:K-B6 NPXP 4 P-N54 K-R2 5 K-B7
P-R6& 6 P-N6+, and White wins.

A false trail: 2 K-B6? PXP 3 ’XP
K-R3 4 K-B5S K-R2! 5§ KXP K-N2,
with a draw.

%//
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57. Fahrni. (Iheoretlcal endjng.) The
black king, in spite of its t caf’é’mng
position, can do nothing to prevent the
break-through: 1 P-B6! PXP 2 P-N6
PXP 3 P-R6!, and queens, since Black’s
king is blocked by his own pawn.

Variation: 1 ... K-K3 2 PXP }.-B2
3 P-R6 K-N1 4 K-Q3 K-B2 5 K-K4
K-N1 6 K-K5 K-B2 7 K-B5 K-NI
8 P-N6 PxXP4 9 K-B6! P-N4 10 K-N6
P-NS 11 P-R7 mate.

%
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58. Prokes. It looks as though Black’s
centralized king should be able to offer
adequate resistance in the face of White’s
material advantage, but after the first move
he finds himself in zugzwang, and then
comes a decisive break-through.

1 P-Q4 P-Q32P-N6!K-B33P-Q5+!
KXNP (or3... KPXP 4 P-K6 and wins)
4 QPXP K-B2 5 P-K7 K-Q2 6 PXP,
and wins.

Afalsetrail:2PXP? KXP(Q3)3 K-B2
P-K4! 4 PXP4+ KXP 5 K-N3 K-Q3
6 K-R4 K-B2, with a draw.

%/

59. Behting. The white king has to
manceuvre so as to prevent Black from
keeping the opposition, and so that there
should be no check after the break-
through.

1 K-K1! (the immediate break-through
would lead to a win for Black) 1 ...
K-N7 (blocking his own potential passed
pawn, but after 1 ... K-R7 White gains
the opposition, and' the break-through
takes place in an even more advantageous
situation) 2 P-N4! PXP 3 P-B5 P-N6
4 P-B6! (the possibility of promoting
with check on the rook’s file must be
given preference) 4 ... PXP 5 P-R6
P-B4! 6 P-R7 P-B5 7 P-R§=Q P-B6
(bad White’s first move been K-K2, Black
would now have gained a tempo by check-
ing, thus achievinga draw) 8 Q-R8!, and
White wins.

60. (Theoretical ending.) The kings are
far from the scene of action, and cannot
join in the pawn battle. Bdt White’s
pawns can still break through the black
line because they are in the opponent’s
half of the board: 1 P-N6! RPXP (or



I ... BPXP 2 P-R6, and wins) 2 P-B6!
PXP 3 P-R6etc.
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61. Maréczy. (Theoretical ending.) Al-
though the white pawns are in their own
half of the board, a break-through is
possible because Black’s king is blocked
by his own pawn at ... Q3.

1 P-K4! KXP 2 PXP K-Q4 3 K-Q2,
and after 4 P-B6 the pawn queens.

Variation: 1 ... PXP 2 P-B5 K-Q4
3 K-Q2 etc.

62
+

62. Csontos. Black’s king standsalongside
the white pawns, and his passed pawn can
proceed toward its goal unhindered, but
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even so Black cannot prevent the break-
through supported by the white king.

1 P-R6! K-B3 (or I ... P-N3 2 PXP,
and wins) 2 P-N5+ K-B2 3 P-N6+
K-N1 (3 ... RPXP 2 P-R7) 4 RPxP
PXP (or 4 ... KXP 5 K-Q7, and wins)
5 P-B6 K-B2 6 P-N8=Q+ KxQ 7
K-Q7, and White wins.

Variation: 1 ... PXP 2 K-Q7 P-K5
3 P-B6 P-K6 4 P-B7 P-K7 5 P-B8=Q
P-K8=Q 6 Q-B5+ K-K5 7 Q-K7+
cte.

A false trail: 1 K-Q7? P-R3 (/ ...
P-K5? 2 P-R6) 2 K-B7 P-K5 3 KxP
P-KS6, with a draw.

63. Berger-Bayer (Correspondence
game, 1889-91). Although White has an
extra pawn, it is backward, and it can be
exploited only by a fine tactical operation.

1 P-B4! PXP ep. 2 K-K3 K-N4 3
P-R4! KXP 4 P-N4! PXP 5 K-Q3!
P-R4 6 P-RS, and White wins. The break-
through only succeeded thanks to the
support of the white king.

A trap: 5 P-R5? P-N6 6 K-Q3 P-N7
7 K-B2 K-B6 8 P-R6 K-K7 9 P-R7
P-N8=Q+! 10 KXQ K-Q8, with a
draw.

64. (From an analysis of the ,game
Smyslov-Tal, USSR Team Championskip,
1964.) The immediate break-through Fafls
towin:1 ... P-N42BPXxP P-B5 3 P-B5!
P-R5 4 P-N6 RPXP 5 P-N7 K-B2
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6 P-B6 PXP+ 7 KXP P-N7 8 P-B7
P-N8=Q 9 P-N8=Q+ KXQ 10
P-B8=Q+.

But after the subtle 1 ... K-Ql!,
White is lost in all variations. For instance:
2K-K1P-N43BPXP P-B5 4 P-B5P-RS5
5 P-N6 P-R6, and the pawn “arrives”
with check.

Ist variation: 2 K-B2 P-N4 3 BPXP
P-B5 4 P-B5 P-B6 5 K-K2 (White
unfortunately has to lose time) 5 ... P-B7
6 K-Q2 P-RS etc.

2nd variation: 2 K-Q2 P-N4 3 BPXP
P-R5 4 PXP P-N6 5 K-K2 (again the
king has to make an extra move) 5 ...
P-N7 6 K-B2 P-B5 7 P-R5 P-B6 8 P-R6
P-B7 9 P-R7 P-N8=Q+, and White is
one move too late.

65. (Theoretical ending.) The favourable
position of the QRP makes the decisive
break-through possible: 1 P-B4! K-B2
(Black cannot accept the sacrifice, since
his king would be outside the square of
the QRP) 2 PXP (now, however, White’s

three passed pawns decide the issue)
2 ... K-K2 3 P-R4 K-Q2 4 P-QRS
K-B2 5 P-N4 K-N2 6 P-N6! (6 P-R6+ ?
K-N3, draw) 6 ... K-R3 7P-N5+ K-N2
8 K-K3! (gaining a tempo) 8 ... K~NI
9P-R6 K-R1 10P-N7+ K-R211 P-Né6+
K-N1 12 K-B4 P-K6 13 KXP P-B5+
14 K-B2! P-B6 15 P-R7+ (so as to
avoid the stalemate) 15 ... KXP 16 KXP,
and White wins.

iy
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66. (Theoretical ending.) Only two of
White'’s four pawns are in the opponent’s
half of the board, but this is enough to
guarantee a successful break-through.
The kings cannot intervene in the battle
here, and Black’s efforts are to no avail:
I P-N5 K-N5 2 P-BS! K-B4 3 P-N6
BPXP 4 P-B6 NPXP 5 RPXP, and wins.

Variation: 2 ... QPXP (2 ... RPXP
3 P-B6) 3 P-N6 PXP 4 P-Q6, and the
pawn queens.
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67. Salvioli.

Only two of White’s five
pawns are in the opponent’s half of the
board, yet a break-through is still possible,



because the black king cannot intervene.
The break-through costs White four of
his pawns, but the fifth reaches its goal.
An interesting and instructive ending,
which involves an exact calculation of
tempi.

1 P-Q5!PxP (after I ... K-B4 2 P-Q6
the protected passed pawn wins) 2 P-B5
PXP (on 2 ... K-B4 there follows
3 P-B6 and 4 P-K6) 3 P-K6 PXP 4 P-R5
P-B5 5 P-N6 P-B6 6 K-Q2 PXP 7P-Ré6!,
and White wins, because his new queen
will control his QR1 square.

V.STALEMATING COMBINATIONS

The stalemating combination is a tacti-
cal weapon, and one that is generally
regarded as a last-ditch attempt to save
the game. In stalemating combinations
which occur in practice, the hard-pressed
party is often gambling on his opponent
making a careless error. The chances of
stalemate are greater in pawn endings
than in others, and even in elementary
positions it is the most frequent cause for
material advantage coming to nought
(cf. example 1),

In endgame studies which result in stale-
mate, the weaker player sacrifices his
mobile pieces in order to encircle his own
king with the opponent’s fire-power. The
stronger side is forced either to accept
the sacrifices or to suffer substantial dam-
age. Immobility of pieces can, of course,
also be achieved by means of pinning,
blocking, self-blocking and other tactical
means.

68. Fahrni. (Theoretical ending.) Black
is able to avert the stalemate threat at the
cost of his more valuable pawn, but then
he is unable to promote his remaining
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rook’s pawn: 1 K-N2 K-Q6 2 K-BI
P-R6 stalemate.

69
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69. Fabrni. (Theoretical ending.) Black

. oo Preta
Hg'lrln‘%?n aulr’rl&%(fd%? .oqprg_!?ls lfJ",gg;forf”.’ﬁ
is opponent’to s alemate him’ with® his
X.J onentt § C G’mvmﬂ o Y,
pr{ow\q?e_\ Pawn, no matter” whether it
beComes a quee; orarook:1 ... P-R7+
2 K-R1 P-R5 3 P-N7 K-Ré! 4

P-N8=Q(R) stalemate.

4

70. Selezniev. White’s position lonks,
hopeless, since 1 K-B4 can be met by
1 ... P-R3], and the subsequent displace-
ment of the white king. So he offers his
own pawn as a sacrifice, which must be
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refused by Black, since his NP would be
transformed into a RP. But then a stale-
mate “nook” is formed, in which the white
kimg finds shelter.

1 P-R5! P-N4! 2 P-R6! K-Q4 3 K-N4
K-B3 4 K-R5! K-B4, stalemate. For all
its simplicity, this is a beautiful and in-
structive stalemate position.

7//@% 7

71. Halberstadt, The stalemate “nook”
is ready for the white king, and it only has
to be seen and occupied.

1 K-Q7 K-Q6 2 K-K6 K-Ké6 3 K-B5
P-N6 4 K-N4 K-B7 5 K-R3 P-R4!
stalemate.

Variation: 3 ... P-R4 4 K-N5 K-B7
5 KXP P-N6 6 K-N6! KXP 7 P-RS
K-B6 8 P-R6 P-N7 9 P-R7 P-N8=Q+
10 K-B7! Q-Q5 11 K-N8, with a draw.

72. Selezniev, For the moment White’s
king cannot enter the square of Black’s
passed pawn, as his pawns would be lost
without compensation. He therefore
threatens to promote his pawn, thereby
gaining a tempo, which is just sufficient

for him to reach a distant stalemating
“nook”.

1 K-B6! K-Q1 (otherwise 2 K-B7 wins)
2 K-Q5 KXP 3 K-K4! K-Q3 4 K-B3
K-K4 5 K-N4 K-B3 (White is in zug-
zwang, but he nevertheless finds a “use-
ful” move) 6 K-R5! KX P, stalemate.

A false trail: 3 K-K5? K-K2 4 K-Q4
K-B3 5 K-K4 P-NS5, and Black wins.

73. Kubbel. Passed pawns with one file
between them can- defend each other
against the opposing king, so, on the face
of it, the black king has plenty of time for
the decisive intervention. White’s counter-
play is magnificent. He first threatens
to win a pawn, and then to promote
one. But his real aim is to create a stale-
mate “nook”, into which the king slips
practically unnoticed.

1 K~-Q4 P-Q3! 2 K-B3 P-Q4! 3 K-Q4
P-NS5 (the black pawns defend each other)
4 KXP! (and even so the king takes-one of
them!) 4 ... P-N6 5 K-B6! (threatening
6 P-R7) 5 ... K-N1 6 K-N6 P-N7 7
P-R7+ (White’s plot is obvious now:
we have already met it in example 69),
7 ... K-R1 8 K-R6! P-NS=Q(R)
stalemate,

74. Rinck. White attacks 2 pawn and
simultancously prepares a stalemate
“nook”: 1 K-N3(blocking the black king’s
retreat) 1 ... P-R4 2 P-K4 (Black is in
zugzwang) 2 ... K-N8 3 P-K5! (a decoy
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sacrifice, which brings the desired result)
3 ... PXxP stalemate,
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75. Selezniev. Black is obliged to defend
his pawns, but in so doing he also encircles
the white king: 1 K-B6! K-N1 2 P-K3
K-BI 3 P-K6 (there is no alternative other
than to take this pawn) 3 ... PXP

stalemate,
7 %%
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76. Troitsky. Black’s need to defend his
pawns provides the opportunity for White
to block himself in, and the game takes its
inevitable course towards stalemate.

1 K-N4 K-N1 2 K-B5 K-B2 3 K-Q6
K-K1(3... K-B34KXPKXP5 KXP
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leads to an elementary draw) 4 P-B5 K-Q1
PxP

5 P-B6! (a decov sacrifice) 5 ...
stalemate.

77. Troitsky. A rook’s pawn or bishop’s
pawn on the seventh rank can usually
draw against a queen, since the capture
of the pawn results in stalemate. In the
present example the black king is obliged
to stop White’s RP, so that QB8 in effect
becomes the corner square, and White,
with a central pawn on the seventh rank
against a queen, is able to draw by stale-
mate.

1 K-N6! K-BI (otherwise after 2 K-N7
the pawn queens) 2 P-R6 K-N]1 3 P-R7—~
K-R1 4 K-B7 P-R4 5 KxP(Q6) P-R5
6 KXP P-R6 7 P-K5 P-R7 8 P-K6
P-R8=Q9P-K7 Q-Q4+ 10 K-B7Q-K3
11 K-Q8 Q-Q3+ 12 K-B8! Q-QB3~
(12 ... QX P—stalemate) 13 K-Q8 K-N2
14 P-R8=Q+! (I14 P-R8=Q? Q-B2
mate) 14 ... KxXQ 15 P-K8=Q, draw.

78. Grigoriev. Black's passed pawn
would present a great threat if White's
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king were to be driven away. White
defends against this bv a stalemating
combination, introduced by verv pretty
tempo play. The king’s journey to the
stalemate nook which develops in the
course of the struggle is delighttul.

1 K-N2 K-B2 2 K-B3 K-Q2! 3 K-B4!
K-K3 4 K-K4 P-Q4+ 5 K-0Q4 K-Q3
6 P-N6 K-K3 7 P-N5 K Q3 8 P-\4
K-K3 9 K-B5 K-K4 stulemate.

Variation: 4 ... P-N3 5 K-Q4 P-Q4
6 K-K3! K-K4 7 K-Q3 P-Q5 § K-B4
K-K35 stalemate.

79 |
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79. Chigorin-Tarrasch (Nuremberg,
1896). Chigorin resigned in this position!
His decision was shown by subsequent
analysis to be over-hasty; White could have
saved the game with a stalemating com-
bination: 1 K-N4 K-K5 2 P-N6! P-R3
3 K-RS5 KxP stalemate.

Variation: 2 ... PXP 3 PP P-B4+
4 K-N5 P-B5 5 P-R5 P-B6 6 P-R6
PxP-+ 7 KxP, with a draw.
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80. Gorgiev. White threatens to queen
his pawn, in order to gain a tempo, with
the aim of holding up Black’s BP, and then
of travelling to the developing stalemate
“nook™.

I K-N5! P-B4! (after I ... KxP?

2 K-B4, it is White who wins) 2 K-B6!
K. P (otherwise 3 K-Q7 wins) 3 K-Q5
K-B3!4K-Q4 P-B55 K-K4!(not 5K P
K-N4 6 K-B3

P-B6, and wins) 5§ ...
K-B4 stalemate.

81. Prokes. The idea is not new, but it
really is an achievement to create a stale-
matc nook in the middle of the board
with so few pawns around. The black
king, which is unable to break through
White’s pawn defence, presents no danger,
but the break-through by the QP has to be
prevented.

1 K-N6 P-Q4 2 K-BS! (not 2 KX.P?
P-05)2 ... K-Q23K-K5 K-B3 4 K-Q4
K-Q3 stalemate.

O848
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82. Berger. Since White’s king cannot
enter the square of Black’s passed pawn,



he naturally would like to equalize matters
by creating his own passed pawn. But
I P-N3? K-B2 2 P-R4 K-Q2 is futile,
since the black king arrives justin timeto
avert the danger. The situation is similar
after 1 P-R4? P XP 2 P-B4 K-B2, so that
White has only one possibility of counter-
play.

1 P-B4! K-B2! (after I ... P-R4?
White breaks through with 2 P~-B5 PXP
3 P-R4!, and queens with check; Black
has now defended against this threat,
and appears to be winning, except that
White has prepared a surprise) 2 PxP!
(White changes his plan) 2 ... P-R4
3 K-N3 P-R5 4 K-R4 P-R6 5 P-N3
P-R7 stalemate. Black could do nothing
to prevent White from walling himself in.

The deliberate formation of a barricade,
when it leads to stalemate, is called
“walling-in™. Only pawns are suitable for
this operation, since they can be most
easily immobilized precisely because of
the limitations of their mobility; but pieces
can also assist in the walling-in of the king,
if they can be confined within the ring of
pawns.

83. Gorgiev. After the natural 1 K-N4?
K-N3 2 P-B5+ PxP+ 3 K-B4 P-Q4
4 K-K3 P-B4!, the black passed pawns
would eventually stalemate the white
king, and this could only be resolved by a
forced move and consequent loss of one
of the white pawns. White therefore seeks
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salvation in a stalemating combination,
since Black is unable to refuse the sacrifices
and thus avoid the self-blocking of White.

1 P-BS! PXP 2 K~-B4 K-N3 3 P-K6!
PxP (3 ... KXP4PXP K-K25KxXP,
with a draw) 4 K-KS5 K-B2! 5 P-B4!
P-B4 stalemate.

1 P-B4? will not do,

84. Selezniev.
because of 1 ... KXP 2 P-N6 PP+
3 K-NS5 K-B2!, and Black wins. If White
could move his king off the QR-file,
things would be bad for Black. But this
does not prove possible, and so White
has to seek a draw, which he does by means
of stalemate.

1 P-N6!P-QB3!2 P-B4! P-B3 3 K-R6
P-B5 4 P-R5 P-B6, stalemate. Black is
unable to break the stalemate, because
after 4 ... P-B4 5 K-N5 P-B6 6 P-R6
P-B7 7 K-B6 P-B8=Q he is mated by
8 P-R7.

A false trail: 2 K-R6" P-QBS 3 P-RS

P-B6 4 P-B4 P-B4 5 K-N35 P-B7, and
Black wins.

85. Csaszar. White has ne time 1o
attack the Q-side pawns, because Black’s
KRP would be the first 10 queen. But
White can still save the game by “walling
in” his king.

1 K-K3 K> P 2 K-K2! (themaking of
the second knight’s pawn must be forced
before the start of the walling-in ma-
neeuvre, otherwise Black would advance his
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and then move
chereby breaaing the siale-

P 3 K-Q!f K-B7 4 K-BI
‘P(B6)!
K-P 9 P-R3

KRP to the fifth rank.
away his king.
nute) 2 ... K
K-K7 3 K-N2 K-Q7 6 K-R3 K~
7 K-R4 K-Q7! & P-B3!
K-Q7 stalemate.

Variation: 3 ... P-R4 4 K-Bl P-R3
5 K-N2 P-R6 6 K-R3 P-R7 7 K-R4
P-RR=Q 8 P-R3. and Black is unable to
break the stalemate.

VI. AVOIDING STALEMATE

It often happens in the endgame that
the weaker side will seek refuge in a stale-
mating combination, even if he cannot
force it, hoping that his opponent will over-
look the trap. These stalemate traps and
their avoidance frequently require ex-
tremely careful play. The most common
means of warding off the danger are:
the expulsion of the opponent’s king from
the stalemate “nook™, the “sparing™ of a
mobile piece or pawn, and the promotion
of a pawn to a minor picce.

86. Fahrni. (Theoretical ending.) White
has to make a sacrifice to stave off the
stalemate danger, otherwise he cannot
win: | K-B5 K-N22 P-R8§=Q+! KXQ
3 K-B6 K-N14P-N7etc.

//
/
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87. (Theoretical ending.) White's bish-
op’s pawn is a threat to his own victory,
so he sacrifices this “harmful™ pawn in
order to win the black pawn in return,
and drive away the black king.

1 P-B7+ K-B1 2 K-K7! KXP 3 K-K6
K-Bl 4 K-Q6 K-N2 5 K-Q7 K-NI
6 K-B6 K-R2 7 K-B7 K-Rl 8 KxP
K-NI1 (the opposition cannot help now
either) 9 K-R6 K-R1 10 P-N6, and White

wins.

Vil. PAWN OBSTRUCTION
AND ZUGZWANG

A pawn sometimes obstructs the move-
ment of its own king in a pawn ending,
and thus prevents the king from taking
part in the decisive stage of the game. In
such circumstances the pawn responsible
must be considered a positive liability to
its own side. The peculiar situation can
also arise in which a player loses only be-
cause he has no option but te make
a move detrimental to his own,game. The
obligation to move in such situations is
called -ugzwang. In pawn endings, zug-
zwang is usually caused by obstructing



pawns, and so it is appropriate to treat the

phenomena of pawn obstruction and
zugzwang together.

-88. Salvioli. (Theoretical ending.) The
game would end in a draw if Black had
no pawn, and so White must not allow his
opponent to rid himself of it while his
king is in an advantageous position.

1 P-NS! (otherwise the black pawn
would advance, and Black would draw by
taking the opposition) 1 ... K-B22 K-Q7
K-B1 3 K-K6 K-N2 (Black’s king has to
gradually give way, and he loses his pawn
in an unfavourable situation) 4 K-K7
K-N1 5 K-B6 K-R2 6 K-B7 K-RI
7 KXP K-NI (it has already been dem-
onstrated that the opposition on the
first rank is ineffective in such positions)
8 K-R6 K-R1 9 P-N6 K-NI 10 P-N7,
and wins.

89
+/+

ending.)
White to move queens one of his pawns
after | P-R6 K-NI1 2 K-NI!. Whichever
black pawn moves first, White moves his

89. Ponziani. (Theoretical
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king opposite it, thereby bringing about a
zugzwang situation. Black’s pawns would
be captured, and then his king would have
to move, thus allowing the promotion of
one of the white pawns.

If Black moves first, one of his pawns
will queen, since after 1 ... P-B6!2 P-R6

K-NJ 3JK-NI| P-R6, White is in cugzwang.

/

90. Fahrni. (Theoretical ending.) Black,
in spite of his material advantage, getsinto
zugzwang because of his KP.-

1 PXP K-K3 2 K-N4 (if the whie
king had been differently positioned, ard
had been able to move to QN3. the win
would have been simpler) 2 ... P-N4
3 K-N3 P-R4 4 K-R3 P-R3 (4 ...
P-N5+ 5 K-R4,or 4 ... P-B4 5 K-N_,
and wins) 5 K-N4 P-B4+ 6 K-R3!
P-BS 7 K-N4. and White wins, because
after the fall of the Q-side pawns Black's
king has to move to a worse square.

91. Behting. To anvone acquainted with
example 89, the solution here presents no
problem. But this position is not a theor-
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etical one in the strict sense of the word,
since victory is made possible by a tactical
move.

1 K-NI! (any other move by White
would throw away the chance of even a
draw, since / P-RA would be met by
1l ... P-N6,and ! K-RI by I ... P-B6,
winning in each case) 1 ... K-R2(B2)
(of course, if one of the pawns moves,
the white king moves opposite to it)
2 P-NS=Q-+ (a necessary sacrifice to
gain a tempo, since after 2 P-R6? K-Ni!
it is White who would be in cugzwang)
... KxQ 3 P-R6! P-B6 4 K-B2 P-R6
K-N\3, and Whit2 wins, because Black

o
s
hdas no goed move 12ft

92. Horwitz. :Theoretical ending.)
Playing 1 K-K4 K <P 2 K-B3, in order
to hold up the KRP, has the flaw that
after 2 ... P-RS the black king makes for
the Q-side and eliminates the remaining
white pawns. White therefore relics on
counter-play.

1 K-K4(KS, K6) K~ P 2 K-Q5! K-N3
3 K-B6 P-R5 4 K:<P P-R6 5 K-R7
P-R7 6 P-N6 P-R8=Q 7 P-N7 (the
knight’s pawn on the seventh rank would
lose against the queen, were it not for the

assistance of the black pawn. Hindered by -

this pawn, which is now a liability, the
queen cannot give check on the QR-file,
and cannot therefore force White's king to
move in front of his pawn) 7 ... Q-R2 8
K-R8 Q-K5 9 K-R7 Q-Q5+ 10 K-R8

Q-Q4 11 K-R7 Q-QB4+ 12 K-R8 Q-B3
13 K-R7. Draw.

V.

1y
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93. Whitehead. White’s RP, the key to
victory, is endangered, and can only be
<aved by a sacrifice. White still manages
to hold the advantage, because Black’s
pawn at... QB2 puts his own king in
Sugswang.

I P-Q4! PP (if I ... K-N3, then
2 P-QS5, 3 P-K6, and wins) 2 P-B5 P-N5

K>P P—-N6 4 K-K3 P-R4 5 K-B3

3
P-R35 6 K-N2, and wins.

,//7" %

94. Lindaer. In this position several of
Black’s pawns have the regrettable role of
limiting the free movement of their own
king. White therefore wins not merely
by virtue of his passed pawn, but also by
exploiting the unfortunate predicament of
these pawns, which enables him to mate
the opponent or to win his newly-gained
queen. The fact that Black hag a choice of
three different queening squares, none of
which is any good, lends added interest to
this ending.
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1 P-R4 P-Q5 2 P-R5 P-B6 3 NPxP
PXP 4 PXP P-K5 5 P-R6 P-K6 6 P-R7
P-K7 7 P-R8=Q P-K8=Q 8 Q-KB8+
K-K4(8 ... K-N4 would also allow mate
in two moves) 9 Q-B44- K-Q4 10 P-B4
mate.

Ist variation: 2 ... P-K5 3 P-R6
P-K6 4 PXP P-Q6 5 P-R7 P-Q7 6
P-R8=Q P-Q8=Q 7 Q-KB8+ K-K4
8 Q-B4+ K-Q4 9 Q-Q6+ K-K5 10
QXQ etc.

2nd variation: 2 ... P-K5 3 P-R6
P-K6 4 PXP P-B6 5 NPXP PxBP 6
P-R7 P-B7 7 P-R8=Q P-B8=Q
8 Q-KB8+ K-K4 9 Q-B4+ K-Q4
10 P-K44+ K-Q5 11 QXQ, and White
wins.

95, Troitsky. Black has two routes
available to hold up White’s dangerous
QRP; one of them leads through ... KB3,
and the other through ... QB3. White can
only win if he succeeds in blocking both
ways.

1 P-KB6! PXP (one route is blocked)
2 KXP (otherwise after 2 ... K-N6
the RP would give mate) 2 ... K-N§
3 P-R4 PXP e.p. 4 PP K-B4! (the
black king attempts to get into the square
of White’s passed pawn) 5 P-R4 K-K4
6 P-Q6! PXP 7 P-B6! PXP (now the
second route leading to White’s RP is also
impassable) 8 P-R5 K-Q4 9 P-R6, and
White wins.

., 0,00,

96. Randvir-Keres (Piirnu, 1947). Exam-
ple64 showed that sometimes the opponent
can be put in zugzwang by subtle tempo
moves. The immediate creation of a
passed pawn would not be successful here,
because after 1 ... P-R4 2 PXP K-N2
3 K-B3 K-R3 4 K-N4 Black cannot
advance any further. Butafter 1 ... K-BI!
White finds himself in the dilemma of
being forced to move. 2 K-K3 (if 2 K-04,
then 2 ... P-R4, and the white king cannot
reach KN4 in time) 2 ... K-K2 3 K-K4
K-Q3 4 K-Q4 P-R3 5 K-K4 K-B4
6 K-K3 K-Q4 7 K-Q3 K-K4 8 K-K3
P-R4 9 PXP KXP 10 K-B3 K-K3
11 K-N4 K-B2 12 K-B5 K-N2, and
White resigned.

VIII. SPACE- AND TIME-WINNING
MANEUVRES, AND POSITIONAL
STRUGGLES

Winning space and winning time go
hand in hand. The examples illusirating
how to enter the opponent’s square also
showed how double threats were used to
gain time. The double threats were posed
by the weaker side’s king moving diago-
nally and approaching two different targets
at the same time. The best known way pf
gaining space in pawn endings is by
displacing the opponent’s king. In a
positional struggle the aim is to immobilize
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thae enemy forces, or at least a part of

them, to create and subsequently attack
weaknesses. or 1o prepare a decisive pene-
tration into the opponent’s position.

In the actual game 2 K-Q6 was played,
and after 2 ... K-Q5 3 K-B6 K-K4

4 K-N7 K-Q3 5 KXP K-B2, the result
was a draw.

97. Prokes. { Theoretical ending.) White's
tzsk 1s to force the opposing king to stay
on the rook’s file after it has captured the
white pawn. »ut for this he is short of
two tempi. He gains these by threatening
the black pawn. and by moving diagonally
towards his ultimate aim, QB2.

I K-N7 P-R4 2 K-B6! P-R3 3 K-Q7
P-R6 4 K-K4 K-N7 5 K-Q3 K«P 6
K-B2. Draw.

98 //
>
z o

Variation: 3 ... K-N7 4 K-B4 K - P
3 K-B3!etc.
/uuﬁ% %
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98. Schlage-Ahues. (Theoretical ending.
Berlin, 1921.) White’s king approaches the
black pawn diagonally, and gains a tempo
through the occupation of the centre.

1 K-K6 K-B6 2 K-Q5! K-N5 3 K-B6
K-B5 4 K-N7 K-B4 5 KxXP K-B3 (the
black king is one move too late) 6 K-N8,
and wins.

99. Duras. White's king has one extra
tempo compared with Black’s. This small
advantage has to be transformed into a
winning one, and this is no easv task.
Black threatens not only a pawn advance,
but also to take his king across to stop
the white pawn. White therefore has to
manceuvre, so as to prevent both lines of
counter-play.

1 K-B5! P-N4 2 P-N4 P-N5 3 K-Q4
K-N4 4 P-N5 P-N6 5 K-K3 K-N5
6 P-N6 K-R6 7 P-N7 P-N7 8 K-B2,
and White wins, because after § ... K-R7
his pawn queens with check.

Variation: 1 ... K-N3 2 P-N4 K-B2
3 P-N5 K-K2 4 K-B6! (4 K-N6? P-N4
leads to a draw) 4 ... K-QI 5 K-N7
P-N4 6 P-N6 P-N5 7 K-R7 P-N6
8 P-N7 etc.

100
7
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100. Fahmi. (Theoretical ending.)
Black’s king is able to hold back the white
pawns, but he cannot take them, since
pawns separated by one file can defend
one another even in their own half of the
board. White’s king thus has plenty of
time first to eliminate the enemy pawn,
and then to engage in the decisive battle.

1 P-R4! K-B4 2 K-R5 K-N3 3 P-B4!
(otherwise 3 ... K~R4 draws) 3 ... K-R4
4 P-B5! K-R3 5 KxXP K-N2 6 P-RS!
K-B3 7 P-R6! K-B2 8 K-N6 K-B3
9 K-B6 K-B2 10 K-Q7 K-B3 |1 P-R7
K-N2 12 K-K7, and wins.

101. Behting. This position appears very
simple, yet great care is called for, since
after 1 P-K7 K-B2 the hasty 2 K-K4?
P-B4 3 K-Q3 K-KI 4 K-B4 K-B2
would only result in a draw. However,
if Black’s king were now at... Kl, then
5 KX P would win. It is the realization of
this that prompts White to manceuvre for
time.

1 P-K7 K-B2 2 K-B3! P-B3! 3 K~-B4!
P-B4 4 K-K4! (just at the right time)
4 ... K-KI § K-Q3(Q5 K-B2(Q2)
6 K-B4 K-K1 7K XP!, and White wins,
since after 7 ... P-Q6 8 K-Q6 P-Q7
9 K-K6 he gives mate.

102. Prokes. White can only defend his
passed pawn indirectly, by a pawn sacri-
fice, but this also gives him a decisive gain
in time.

1 P-B4 PxP 2 P-Q4! K-K3 (Black’s
king has to go round his own pawn)
3 K-N2 K-Q2 4 K-B3 K-B2 5 KxP
K-N3 6 K-K4 KxP 7 K-QS. and wins.

2
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103. Kling and Horwitz. (Theoretical
ending.) Since the white king must keep
an eye on Black’s protected passed pawn,
the latter’s pawn deficit does not appear
serious. However, the white pawns are
able to advance, whereas Black’s passed
pawn can only do this if White's king
were to move beyond striking range. It is
this difference in pawn mobility that
enables White’s king to force the issue.

1 K-K4 K-N5 2 P-R4 K-R4 3 K-B4
K-R3 4 P-N4 K-N3 5 P-R5+ K-R3
6 K-K4 K-N4 7 K-B3 K-R3 8 K-B4
K-R2 9 P-N5 K-N2 10 P-N6! (10
P-R6+ ? K-R2, witha draw) 10 ... K-R3
11 K-N4 K-N2 12 K-N5!(there is noneed
for White to watch Black’s passed pawn
any longer) 12 ... P-Q6 13 P-R6+ K-M1 °
14 K-B6! P-Q7 15 P-R7+ K-RI 16
K-B7, and White wins.
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104. Fahmi. (Theoretical ending.) The
outcome of the game depends on whether
White’s king can occupy QN7 after taking
the black pawn. The first move, therefore,
is of decisive importance.

1 P-R5! K-N1 2 K-B6 K-R2 3 K-K6
KXP 4 K-Q6 K-N3 5 K-B6 K-B2
6 K-N6 K-K2 7 KXP K-Q2 8 K-N7
etc.

If Black moves first: 1 ... P-R4!
2 K-R5 K-R1 3 K-N6 K-N1 4 K-B5
K-R2 5 K-K5 KXP 6 K-Q5 K-N3
7 K-B5 K-B3 8 K-N5 K-K3 9 KXP
K-Q2! 10 K-N6 K-Bl, with a draw,

since 11 K-R7 would obstruct the pawn’s
path, while if the pawn moves, the black

QRI.

king would occupy...

105. Euwe. (Theoretical ending.) White
cannot promote his KRP, but he can win
the black pawn in exchange for it. How-
cver, the QRP cannot be queened either,
since the black king can reach .
and save the game.

1 P-R5 K-B32K-R7 K-B2 3 P-R6

. QBI .

K-Bl1 4 K-N6 K=N1 5 K-B6 K-R2,
and the black king -speceeds in reaching

.. QBI.

With Black to play: 1 ... K-B3 2 P-R5
K-B2 3 K-R7 K-B3! 4 K-N8 K-N4
5 K-B7 KXP 6 K-K6 K-N3, with a
draw.

1st variation: 3 K-N5 K-N2 4 K-B5
K-R3 5 K-K5 KXP 6 K-Q5. K-N3
7 K-B5 K-B3 8 K-N5 K-K3 9 KXP
K—-Q2 10 K~-N6 K-BI etc.

2nd variation: 2 K-R7 K-B2 3 P-R5
K-B3! 4 K-N8 K-N4 5 K-B7 KXP
6 K-K6 K~N3 etc.

106. Lein-Tal (32nd USSR Champion-
ship). Being conversant with the line of
play demonstrated in the two previous
examples, White did not even attempt to
capitalize on his pawn advantage, but
agreed to a draw. The continuation might
have been as follows:

1...K-B5 2 K-Q4 (2 K-B4 KxP
3 K-N5 K-B5 etc) 2 ... K-N6 3 K-Q5
KxP 4 K-K6 K-B6 5 KXP KXP 6
P-KR4 K-Q4 7 P-R5 K-Q3 8 K-N7
K-K2 9 KXP K-B2 10 P-R6 P-R4!
11 P-R4 K-B1 12 K-N6 K-N1 13 K-B6
K-R2, with a draw.

107. Polugayevsky-K. Grigorian (39th
USSR Championship). The more acfive
position of his king and the tempo ad-
vantage of his pawns decide the issue
in favour of White.
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1 K-N4 K-B4 2 K-B5 K-Q5 3 P-R5!
(this paralyses the black pawns on the
K-side, and secures the tempo move
P-KN4) 3 ... P-QN4 4 P-QN4 P-R5
(after 4 ... PXP 5 PXP K-B5 6 KXP
KxXP 7 K-Q4! K-R4 8 K-B5! P-NS5
9 K-B4 K-R5 10 P-K5 the white pawn
queens with check, and after the exchange
of queens, Black loses his K-side pawns;
in this line Black’s possession of an outside
passed pawn does not help, because his
king is too distant) 5 P-N4 K-B5 6 KX P
K-N6 7 K-Q4! KxP 8 K-B3 K-R7
9 K-B2, and Black resigned. Winning
White’s QNP and having two pawns
against one is of little help. He has been
outpaced.

108. Prokes. (Theoretical ending.) White
places his king to the rear of Black’s
position, in order to be able to drive Black’s
king away from the area in front of the
white pawns.

1K-K7!P-K5(or I ... K-Q5 2 K-0Q6,
and wins) 2 P-B4+ K-Q53 PXP KxXKP

4 K-Q6 K-Q5 5
queens.

P-B5. and the pawn

2
109 7.

. 7

109. Grigoriev. Generally it is the
advance of the more distant passed pawn
that decides pawn endings. But in this
instance the pawn which is closer to and
within range of the opposing king moves
first, since otherwise Black’s QP would
also promote.

1 P-B4! K-N5 2 P-R4 P-Q4 3 P-B5
K-B44P-R5P-Q55P-B6 K-Q36P R6
P-Q6 7 P-B7 K-K2 8 P-R7 P-Q7 9
P-B8=Q+ KXxP 10 P-R8=Q+ etc.
The sacrifice of one pawn in order to gain
a tempo and enable another pawn to
queen with check is a well-known tactical
device.

110

110. Mandler. White cannot win by
driving the opposing king away, because
the latter can respond to the white king’s
move by simply using bis QP as an axis
and revolving around it. In this way he<an
keep the opposition. But there is a tacticdl
solution.
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I K-N6! K-R3 2 K-N7 K-R2 3 K-N8
K-R1 (the importance of the opposition
has forced Black’s moves, but in the pro-
cess-he has got himself into a bad position)
4P-B5! PXP 5 P-K5 P-B5 6 P-K6, and
White queens with check.

111 /%/

111. Selezniev. (Theoretical ending.)
White’s king cannot attack the black
pawn while it remains in its present posi-
tion, since Black’s king could also attack
the white pawns and draw. White there-
fore sacrifices a pawn at an opportune
moment in such a way that he can retake,
and at the same time shut out the black
king.

1 K-N5 K-B6 2 K-B5 K-Q6 3 K-Q5
K-K6 4 K-K5 K-B6 5 K-BS K-N6 6
P-R6! PXP 7 P-R5 K-R5 8 K-Né6
K-N5 9 KxP, and wins.

A false trail: 5 P-R6? PXP 6 K-B5
P-R4! 7 K-N5 K-K5 8 KxP K-B4,
with a draw.

I]2
-+

,/
P
///

112, Dedrle. 1 K-N7 (R7)? fails to win,
since the horizontal opposition, |

K-R2(N2), allows Black a successful de-
fence. Moreover, 1 K-R7? can be met by
the equalizing counter-attack ! ... K-N4
and 2 ... K-BS5. Therefore White’s plan
is to frustrate both possibilities of counter-
play.

1 K-N8! (the first move in a well-
considered strategic plan) 1 ... K-N3!
(the black king cannot move onto the sec-
ond rank, for White would immediately
gain the opposition, but 7 ... K-N4 is
also not good, since after 2 K-B7 K-B5
3 K-K6 K-B4 4 K-Q7 the black king is
squeezed out) 2 K-B8! (against this
advance along the eighth rank Black can
only temporarily maintain the opposition)
2 ... K-B3!3 K-K8 K—Q3 (he has moved
onto the file of his own pawn, and this
will have grave consequences a few

moves later) 4 K-B7 K-Q2 5 K-B6 K-Q3
6 K-B5! (Black’s own pawn prevents him
from maintaining the opposition) 6 ...
K-Q2 7 K-K5 K-B3 8 K-K6 K-B4
10 K-Q6 K-B5 11 K-BS,

9 K-Q7! K-N4
and White wins.

113
+

113. (Theoretical ending.) Both kings
are bogged down by the necessity of
watching the opposing pawns, but the
advanced position of the white pawns
(spatial advantage) makes a winning
combination possible.

1 K-N6 (a necessary gain of time,
since after / KX P it is Black who would
win) | ... K-Rl 2 K-B5 P-R4 3 K-K6
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P-R5 4 K-Q7 K-N2! 5 P-R8§=Q-+!
KxQ 6 K-B7 etc.

114
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114. Dedrle. White does not take the
NP straight away, since by the time he
promotes his own QNP, Black can cap-
ture the KNP and advance his pawn to
... KB7. with a draw. White, therefore,
postpones the capture of the QNP in
order to deal first with Black’s KBP.

1 K-B6! K-N5 (if / ... K-N3?, then
2 K>P) 2 K-Q6! (2K-Q5? would be
met by 2 ... K-R4!, with the distant
opposition) 2 ... K-N6 3 K-K5 K-N3
4 K-B6 K-R5 5 K-B5 K-N6 6 K-N5
KXxP 7 KxXP, and White wins after the
fall of the remaining black pawn.

| 7 7

115. Weenink. A similar ending to the
previous one, but the king's manceuvring
in order to gain space is even more intris
cate.

1 K-K4 K-N52 K-Q5! K-R4! 3 K-B6
(the critical moment, when Black can no
longer keep the opposition) 3 ... K-N4
4 K-B5 (by threatening to win a pawn,

White has achieved his aim of securing the
horizontal opposition and he can now
squeeze out the black king) 4 ... K-N5
5 K-Q6! K-N6 6 K-K5 K-N5 7 K-B6
etc.

Variation: 3 ... K-N3 4 KxP K-N4
5 K-B5 K-N5 6 K-Q4! K-N6 7 K-K4,
and wins.

116. Bogoljubov-Selezniev (Moravska
Ostrava, 1923). Reaching the KN-file with
his king would enable Black to draw.
Therefore White's most urgent task is not
to create a passed pawn, but to hold and
drive back the black king.

1 K-B6! (I K-R6? K-K32 K-N7 K-B4!,
with a draw) 1 ... K-KI 2 K-N7 K-K2
3 P-N3 K-K3! 4 K-B8 K-B3 5 P-N4
K-K36 P-N5!P-B47P-R5P-B58PXxP,
and White wins.

Ist variation: 4 ... P-B3 5 K-N7 K-B4
6 K-B7 P-N4 7 P-RS5 etc.

2nd variation: 3 ... K-K1 4 P-N4
P-B4 5 P-R5 BPXP 6 P-R6 etc.

117. Brinckmann-Rubinstein (Budapest,
1929). Black’s advantage in space is
enough for a win. White cannot prevent
Black’s king from penetrating on one of
the flanks.

1 ... K-K5 2 K-K2 P-N4 3 K-B2
(if 3 K-Q2, then 3 ... K-B5 4 K-K2
K-N6 5 K-Bl K-R7 6 K-B2 P-KNS5, and
wins) 3 ... P-Q5! 4 PXP KXxP 5 K-K2
P-QN5 6 K-Q2 (after 6 PXP P-B6!
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7PXP+ K-B5!8 K-Q2P-R69K-Bl KX P
10 K-NI KxP, Black wins with his
outside passed pawn. The correlation of
the strategic and tactical elements—spatial
advantage, break-through, outside passed
pawn—can be well observed in this
example) 6 ... P-N6! (Black increases his
spatial advantage) 7 P-B3+ K-K5 8 K-K2
K-B5 9 K-B2 K-N5 10 K-B1 K-Né6
11 K-N1 P-N5 12 K-Bl K-R7 13 K-B2
K-R8 14 K-N3 K-N8 15 KxXP KXP,
and White resigned.

7
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118. Walker. (Theoretical ending.)
White has positioned his king in front of
the base of Black’s pawn chain, with the
plan of breaking it up, but first he has to
immobilize the chain before he can pro-
ceed with his main task. '

1 P-B4! PxPe.p. 2 PXP P-R63P-B4
K-Q2 4 P-K4 K-B2 5 P-K5! PxP 6
KXKP K-B3 7 K-K6 K-B2 8 K-Q5
K-N3 9 K-Q6, and White wins, because
after9 ... K-N2 10 KX P K-B2 the other
black pawn also falls.

A 7
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119. Cohn-Rubinstein (St. Petersburg,
1909). The line of white pawns is weak,
has no flexibility, and is unable to offer
effective counter-play. Black’s plan is to
break up this line of pawns, and he starts
his advance with an attack on the weakest
link in the opposing formation. )

1 ... K-B3!1.2 K-Q2 K-N4 3 K-K2
K-R5 4 K-Bl- K-R6 5 K-NIl P-K4!
6 K-R1 (any. pawn move would further
weaken his position) 6 ... P-QN4
7 K-N1 P-B4 8 K-R1 P-N4 9 K-NI
P-KR4 10 K-R1 P-NS5 (the liquidation
begins) 11 P-K4 BPXP 12 PXKP P-R5
13 K-N1 P-N6 14 RPXP PXP, and
White resigned, because 15 P-B4 is met by
15 ... PXP 16 P-K5 P-B6 17 P-K6
P-N7, when Black wins.

120. Botvinnik-Flohr (15th USSR Cham-
pionship). 1 P-N4 (first of all White im-
mobilizes the black pawns) 1 ... K-K2
2 P-R4 K-Q3 3 K-K4 P-N3 4 P-RS
(preparing to penetrate via KB5) 4 ...
PXP 5PXP P-R46 K-B5 (6 PXPPxP
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7 P-N3! K-B4 8 K-B5 KXP 9 KXP
K05 10 K-N6 would also have won,
since White’s pawn queens first and covers
the square QR1) 6 ... PXP 7 KxP
KXxP 8 K-N6 K-K3 9 KXP K-B3 10
P-N3 K-B2 11 K-N5 K-N2 12 K-B5

K-R3 13 K-K5 KXP 14 K-Q5 K-N4 15
K-B6 K-B4 16 KxP K-K3 17 K-B5
K-Q2 18 KXP K-B3 19 K-RS, and Black
resigned only after a further five moves. An
unusual waste of time in competitive play
at this level.



Knight and Bishop Endings

Countless hours have been spent meditating over the problem of whether a bishop or a
knight is the more valuable piece in the endgame. The answer invariably depends on the
pawn position, or rather on the position of the pieces relative to those of the king and
the pawns. A knight is generally more useful in blocked pawn positions, since it is better
suited to the role of spoiler than is the bishop; but the longer and swifter stride of the
bishop makes it better equipped to fight against ragged pawn lines, and when there is
play on both flanks. A bishop, however, loses its flexibility behind its own pawns,
whereas a knight, with its ability to leap obstacles in its path, has fewer problems in
moving forward.

In the course of simplifying a position after the middle game, one should take care to
ensure the survival of a piece which is more mobile than that of the opponent; one ought
never to decide on the basis of theoretical values alone.

The endings shown hitherto have concentrated on pawn siruggles. The idea behind
them was indicated by the title of each section, but the analyses themselves alluded 1o
strategic concepts and tactical manceuvres. In the following endings, pieces are involved
as well as pawns. They have been arranged according to which pieces play the principal
roles. These examples incorporate all of the various tactical manceuvres, so that it is
time to become acquainted with the concepts of strategy and tactics.

By strategy we mean purposeful development, that is, the drawing up of one’s forces
in preparation for the decisive battle. The occupation or pressurizing of important
squares, the establishment of strong points, and tempo moves are the best known
weapons in the strategic armoury. Strategy also creates positions where tactics can be
employed, excepting, of course, those which come about as a result of the opponent’s
errors.

By tactics we mean the exploitation of positions; by taking advantage of the means
available (capturing or threatening an opponent’s piece, etc.) tactical play forces a sub-
stantial change in the position. A sequence of moves which results in a change to the
opponent’s disadvantage is called a tactical manceuvre. These manceuvres have to be
executed as quickly as possible, to prevent the opponent from regrouping his men and
organizing an effective defence. This is the reason why the theoretical values of the pieces
must be disregarded in the course of a tactical manceuvre—their real value is their
usefulness in achieving the aim the player sets himself.

The evaluation of an ending is determined by strategy and by tactical manceuvres.
These are amply explained in the analyses.

41
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I MATE WITH Tit'O MINOR PIECES
INCLUDINGTWORKNIGIHTS AGAINST
ONE OR MORE PAIWVNS

21. (Theoretical ending.) White cun
give mate only in a corner of the same
colour as his bishop. Therefore his task
in this position is to drive the black king
into one of the white-square corners.

I N-B7— K-NI 2 B-K4 (gaining a
tempo) 2 K-Bl 3 B-R7 K-KI
4 N-K3! (playvers not familiar with this
particular technique are reluctant to mase
this knight move. for fear that the black
king will walk away freely. However, the
Ling can get only as far as his... QB3
square, after which he will be driven back
step by step) 4 ... K-Ql (after 4 ... K-B/
5 N-Q7— he would be cornered even
sooner) 5 K-K6 K-B2 6 N-Q7! K-B3 7
B-Q3 (the knight controls the black
squares, and the bishop the white ones, so
theblack kingcannotbreak out)7...K-B2
(or7 ... K-N28 K-Q6 etc.) 8 B-K4 K-QI
9 K-Q6 K-K1 10 B-N6+ K-Ql 11 B-R35
(gaining a tempo) 11 ... K-Bl 12 N-B5!
K-QI 13 N-N7+ K-BIl 14 K~B6 K-\1
15B-N4 K-R216 K-B7 K-R3 17 B-K2—
K-R2 18 N-Q6 K-R1 19 B-N3(another
tempo gain) 19 ... K-R2 20.N-B§+
K-R1 21 B-B6 mate.

122. (Theoretical ending.) The bishops
can mate Black’s lone king in any of the
four corners.

2 K-B5 K-Q2 3 B-Q5
K-Q3 4 K-K4 K-K2 5 K-K5 K-Q2
6 B K-B2 7 K-Ké6 K-Ql1 8 B-B6
K-B2 9 K—QS K-Q1 10 B-Q6 K-BI
K-Ql 12 K-N6 K-B1 13 B-K7
K- Nl 14 B-Q7 K-R1 15 B-QR3 K-NI
16 B-Q6+ K-R1 17 B-B6 mate.

///@//@

125. (Theoretical ending.) Theory states
that two knights cannot win against a lone
king, but when the weaker side also has a
pawn which is at least three squares from
the queening square, and when one of the
knights is able to blockade this pawn,
a win can usually be forced. This position
demonstrates the proper winning tech-
nique.

1 K-N5K-R2 2 N(6)-B5 K-N13 K-B6!
K-Bl 4 N-N7 K-NI 5 N-K6 K-R2
6 K-N5 K-R1 7 K-R6! K-N1 8 K-N6
K-R1 9 N-B8 K-N1 10 N-R7 K-RI
(White now moves in for the kill, and
brings his other knight into the action)
11 N-N4! P-K6 12 N-R6 P-K7 13 N-N5
P-K8=Q 14 N(5)-B7 mate.
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124. Troitsky. (Theoretical ending.)
1 N-B4! P-R6 2 N-K5 P-R7 3 N-N6+
K-R2 4 N-B8+ K-R15N-K7P-R8=Q
6 N(7)-N6 mate.

If Black moves first, White has to force
a situation in which he has the right to
move first in the original position: 1 ...
K-R2 2 K-B6 K-NI (or 2 ... K-Rl

3 K-K6! K-R2 4 K-B7 etc.) 3 K-K7!.

K-R1 4 K-B$ K-R2 5 K-B7 K-RI
6 N-B4, and wins.

125. Loyd. (Theoretical ending.) If the
weaker side’s pawn is on the sixth rank,
it is possible to win only in exceptional
cases.

Mate is made possibleonly by pawn
move ending the stalemate position, which
arises after the king has been forced into
the corner.

1 N-B6 K-R82 K-B2 KX N 3 N-N4+
K-R8 4 K-Bl P-R7 5 N-B2 mate.

126. Loyd. (Theoretical ending.) Al-
though neither of the knights is blockading
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the pawn, White still wins: 1 N-R3!
PXN 2 K-B2 P-R7 3 N-N3 mate.

127. Bolton. (Theoretical ending.) The
black king would like to escape towards
his ... KRI1 square, and this has to be
prevented by White in such a way that
the black pawn stayvs blockaded. 1 N-B2
K-R4 (after 7°... K-A6 2 N(B2)-N4 the
game concludes more quickly) 2 N(B2)-N4
K-R53 K-N6! K-N6 4 K-N3 K-N7 3
K-B4 K-RS8 (or 5 ... K-N8 67N3!, and
wins) 6 K-B3! K-N§8 7 K-N3 K-R8 8§
N-B3 P-R7 9 N-B2 mate.

128. Troitsky. (Theoretical ending.)
White could not win if the black king
were 10 reach the haven of his... KRI
square, since the knight on QB2 would
not be able to give mate in time. White,
therefore, has to manceusre to block the
black king's escape route.

1 N-Q5 K-B1 2 K-K7! K-N1 3 K-Q§
K-N2 4 K-Q7 K-R2 5 K-B7 K-R3
6 K-B6 K-R2 7 N-K7 K-R3 § N-B8
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K-R4 9 N-N6! (Black similarly must rot
be allowed to escape via... QR35) 9 ...
K-R3 10 N-B4 K-R2 11 N-Q6 K-R3
12 N-N7 K-R2 13 N-B3 K-N1 14 K-Q7
K-R2 15 K-B7 K-R1 16 K-N6 K-NI
17 N-N7! K-BI 18 K-B6 K-N1 19 N-Q6
K-R2 20 K-N5 K-NI1 2] K-N6 K-R1
22 N-B8 K-N1 23 N-K7 K-R1 24 K-B7
K-R2 25 N-N4! P-B7 26 N(7)-B6+
K-R127 N-QS, and mate next move.

=
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129. Taimanov-Milic (USSR-Yugosla-
via Match, 1956). When this ending has
occurred in practice, the two knights have
usually been up against two or more
pawns. In this case the stronger side must
first eliminate all but one of the oppo-
nent’s pawns, and blockade the remaining
pawn with one of his knights, as was done
in the preceding positions. In the given
position, White could have played 1 N-Q6!
K-K6 2 NxP+ K-B6 3 N(5)-Q4+
K-K5 4 N-K2 K-B6 5 N(2)-B4, and by
continuing with 6 N X P he would blockade
the remaining pawn, and begin pushing

back the black king to force a win as in
example 124,

Instead of this, there followed: 1
N-K5+? K-K5 2 N-KB7 (2 N-N6 is
answered by 2 ... P-B5!, and after the
capture of the BP Black plays 3 ... K-B4,
forcing the white king to move)2 ... P-BS
3 N(6)-N5+ K-Ké6 4 NxP (White has
succeeded in capturing the more advanced
rook’s pawn, but is unable to force a win
because of Black’s bishop’s pawn) 4 ...
P-B6 3 N-K5 K-K7! (not, of course,
5 ... P-B7?, because of 6 N-N4+)
6 N-N4 K-BS 7 N(4)-B2 K-K8 8 N-Q3+
K-K7 9 N(Q3)-B4+ K-B8 10 K-RI
K-K8 11 N-Q3+ K-K7 12 N(Q3)-B2
K-B8 13 N-N4 K-K8 14 K-NI K-K7
15 N(4)-B2 K-K8 16 N-Q3+ K-K7
17 N(Q3)-B4+ K-K8 18 N-Q3+ K-K7
19 N(Q3)-B2 K-K8 20 N-N4 K-K7
2] N-R2P-B7+ 22 K-N2 K-K823 N-BI
K-K7 24 N-B4+ K-K8 25 N-Q3+,
and a draw was agreed. White cannot
take the BP without allowing the RP to
advance.

11. ONE SIDE HAS 4 KNIGHT

130. Stamma. (Theoretical ending.)
Even a lone knight can give mate if the
opposing king is caught in a corner in
front of one of his own pawns, and if this
pawn can still move.



1 N-N3+ K-R72N-B5K-R83K-B2!
K-R7 4 N-K3 K-R8 (if the black king
were now on ... R7, the mating position
would be prepared by 5 N-N4+ K-R8 6
K-BI) 5 N-B1 P-R7 6 N-N3 mate.

N
N

131. Fabrni. (Theoretical ending.)
A knight can stop an opposing rook’s
pawn only if the pawn has not vet reached
the seventh rank, and if the knight con-
trols the square in front of the pawn.

1 N-Bl K-N5 2 N-R2+ K-N6 3
N-Bl+ K-N74 N-Q3+ K-B75N-N44
K-N6 6 N-Q3 P-R7 7 N-Bl1+, with a

draw.
7
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132. Grigoriev. Seeing that the first move
decides the outcome of the gane, let us
first examine the seemingly natural, yet
incorrect continuation: 1 N-N6? P-R6
2 N-B4 P-R7 3 N-K2+ K-Q7! (3 ...
K-Q6? would be an error, because after
4 N-N3 the black king could approach
the knight only by a roundabout way,
via... QB7 and... Q8, and in the
meantime White’s king would reach KB4
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and fend off the threat) 4 N-N3 K-K8
5 K—Q6 (help arrives too late) 5 ... K-B7
6 N-R1+ K-N7, and wins.

The correct defence is: 1 N-B7! P-R6
2 N-NS§ P-R7 3 N-K4+ K-QS (the
essential difference between this and the
previous variation is that the black king is
prevented from moving to... Q7, and the
futility of 3 ... K-Q6? has already been
demonstrated) 4 N-B2! (not 4 N-N3?
K-K4, and wins) 4 ... K-B6 (Black’s king
is forced to choose a roundabout route)
5 K-Q6 K-Q7 6 K-K5 K-K7 7 N-R1!
(not 7 N-K4 K-B6, and wins) 7 ... K-B6
8 K-Q4 K-N7 9 K-K3 KXN 10 K-B2
stalemate.

Variation: 3 ... K-B7 4 N-N3 K-Q8
5 K-Q6 K-K§ 6 K-K5 K-B7 7 K-B4,
with a draw.

133

7
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133. Prokop. The knight can prevent
the queening of the NP only from ... Q2,
where it needs to be defended. But this
means that Black has no ume to take the
BP, which subsequently makes a decisive
advance.

1 K-B6! K-K2 (Black makes room for
his knight, and ensures the occupation cf
his ... Q2 square) 2 P-N6 N-B3 3 P-N7
N-Q2 (the danger appears to be over
on the Q-side, becausc 4 K-B7? N-B4!
allows a draw, while also threatened is
4 ... N-NI+, with a simple draw)
4 P-B6+! (this sacrifice dispels Black’s
illusions, as the knight has no time to take
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up an advantageous position) 4 ... K-K3
IP-B7!K-K2(or 5 ... N-N/+ 6 KN-B~
N-R3- 7 K-N6,and wins) 6 P-B8=Q - .
and wins.

A talse trath: 1 K-B7? N-B3! 2 K-Q»
N-Q6 3 P-N6 N-N3 4 P-N7 N-R3, with

a draw.

134. Selezniev. The KP has to be ad-
vanced and queencd because of the threat-
ened knight attack. but this allows White
the opportunity to give perpetual check:
1 K-B7 P-K6 2 N-B6—~ K-R1 3 N-Q73
P-K7 4 N-B4! P-K8=Q S Nx P+ K-R2
6 N-B8+ K-R1 7 N-N6+ cte.

135. Fahrni. (Theoretical ending.) If
White’s pieces were all onc rank lower
down the board, he would win. But in the
given position the knight has only a pas-
sive role, because \White's king cannot
relieve it of its task of protecting the pawn.
due to the danger of stalemate: I K-BS
K-R1, with a draw, because White’s king
cannot approach any nearer to his pawn.

_

136. Fahmi. (Theoretical ending.) The
knight is the only piece that cannot gain
a tempo. This ending is an elegant and
convincing example of the knight’s lack
of power in this respect. Here Black must
not let the white king out of the corner,
but he can manage this only if his king
mores onto a square of the same colour
as that on which the knight is situated.

I ... K-B2! 2 N-K4 K-B! 3 N-Q6+
K-B2 4 N-N5+ K-Bl, with a draw,
because whatever the knight does it can
attack the vital QB7 and QB8 squares
only with check, and is consequentlv
unable to free the white king.

137. Euwe. (Theoretical ending.) White’s
victory depends on the acquisition of the
opposition, and therefore 1 P-B5 would be
a mistake, because Black would be able to
gain the opposition after taking the knight.
The correct line is: 1 N-R5! (Black’s
king must be forced into taking the wrong
path) 1 ... K-B42 K-N2 K-N5 3 K-B3



KXN 4 K-K4 K-N3 5 K-Q5 K-B2 6
K-BS, and White wins.

ending.)
White’s king reaches the pawns before
Black’s and, by gaining the opposition,
can draw since the knight cannot leave
its post.

1 K-B7 N-N5!2 K-Q6 N-B3!3 K-K6!

138. Prokes. (Theoretical

(diagonal opposition) 3 ... K-N24 K-K7!
(horizontal opposition) 4 ... K-N3 5
K-K6 K-N4 6 K-K5 K-N5 7 KXN
K-B5 8 K-K6 K-K6!, with a draw.
8 ... P-Q5? would be a mistake, since
after 9 K-Q5 K-K6 10 K-B4 White
would even win. A false trail: 3 K-K7?
K-N2 4 K-K6 K-N3 5 K-K5 K~N4 6
K-K6 K-B5! 7 KXN K-K6 8 K-K5
P-Q5, and Black wins.

139

139. Prokes. (Theoretical ending.) White
parriesthethreatened exchange of pawns by
a sacrifice, thereby gaining the opposition :
1 K-B4 K-B3 2 N-N6 P-Q3 3 N-K7~-
K-Q2 4 P-B6+ KXN 5 K-Q5 K-K1!
6 K-K6! K-Q1 7 KXP, and wins.
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A false trail: 1 N-N6? P-Q3 2 PXP
K-B3, with a draw.

140
+

140. Grigoriev. The knight can do
nothing to help the promotion of White’s
pawn, because of the need to deal with the
black pawn. However, the white pawn
can help the knight to give checkmate.

1 N-R2! (the black pawn has to be
immobilized, to allow the white king to
create a position favourable for the
knight attack) 1 ... K-B1 2 K-B6! K-N1
3 K-N6 K-R1 4 N-N4! K-N1 (or 4 ...
P-R7 5 NXP, and wins) 5 P-R7+ K-R1
6 N-Q3 P-R7 7 N-K3 P-R8=Q 8 N-B7
mate.

A false trail: 1 K-B3? K-N1!2 K-Né6
K-R1 3 N-R2 (3 P-R7 P-R7!, with a
draw)3 ... K-N14P-R7+ K-RI15N-N4
P-R7!, with a draw, because the knight
can no longer reach KB7.

141

ending.)
White’s king is a long way from the scene
of battle, vet he will arrive in time to drive

141. Fahrni. (Theoretical
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awayv the black King. if he can rarry the
dangerous threat of the rawsx being
exchanged.

I N-N6-- P N (/... K-N2 e by
2 N-B4 P-B3 3 P-N6!, and wins; 2 K-B3
K-N2 3 K-K+4 K-B2 4 K-K5! (White has
the opposition )4 ... K-Q235 K-Q3 K-B2
6 K-K6 K-Bl 7 K-Q6, and White wins
because, after losing his pawn, Black can
oppose only on the first rank.

A false trail: 1 N-K7? K-N2 2 N-Q3
P-B3, with a draw.

142.  Réti-Marshall (Baden-Baden,
1925). \White would win easily if it were
Black to move first, because after 1 ...
K-N3 2 P-Q6 the pawn queens. Theretore
to win White has to give his opponent the
move.

1 K-N3 K-B4(B2) 2 K-B3' K-B3
3 K-N4 etc.,, and White wins because
the original position has been reachad with
Black to move. White has achieved the loss
of tempo, by moving his king back to the
original square he occupicd before his
triangular journey.

] ,,
&

"

143. (Theoretical ending.) Black’s RP
will queen before White’s, and Black will
therefore control the long diagonal. What
<hould White do under these circum-
stances ? He should block the diagonal and
use it to his own advantage.

I N-K6+ K-K6! 2 N-Q4! (a decoy
sacritice, with the intention of bringing
Black’s king into the path of the queen
which is about to appear) 2 ... KXN
3 P-R7 P-R8=Q 4 P-R8=Q+, and
White wins.

144
/+

144. Gligoric-Marovic (Zagreb, 1965).
Black’s paramount task is to force the
advance of White’s RP. It is the only
approach that promises success.

I ... N-K6 2 P-R4+ K-N3 3 K-B3
N-Q4 (3 ... N-BS! would have won
more quickly) 4 K-K4 N-N5 5 K-K5
N-B7 6 K-K4 N-K8 7 K-B4 N-N7+
8 K-N3 N-K6 9 K-B4 N-B5! 10 K-K4
K-B2! 11 K-B4 N-Q3 12 K-K35, and here
White resigned. The continuation could
have been 12 ... N-BI 13 K-B5 N-K2+
14 K-B4 N-N3+ 15 K-N3 K-K3, and
White would soon have to move one of
his pawns, after which winning is no
problem.

145. Fahmi. (Theoretical ending.) The
black king cannot be driven out of the
corner, and sacrificing the knight for a
pawn does not help in overcoming the
stalemate position. White therefore sacri-



fices his knight in such a way that both
sides gain a passed pawn.

1 N-Q6 K-R1 2 N-K4 K-N1 3 K-K8!
(gaining a tempo) 3 ... K-R1 4 N-B6!
PN (there is no choice) 5 K-B7, and

wins. _

7

146. Troitsky. It would be unwise for
White to try to win, since after 1 K-N6?
NXP2KXPP-N53K-K5P-N64K-Q6
N-Q6! 5§ K-B6 N-N5+ 6 K-Q6 N-R3!
7 K-B6 NXP the dream would be over.
So White moves his KBP out of immediate
danger, in order to go about building
himself a stalemate nook.

1 P-B3 N-K4 2 K-N7 NXP (2 ...
N-Q2? 3 K-N6 K-N2 4 K-BS5, with a
draw) 3 K X P P-N5 4 K-B5 P-N6 5 K-N4
P-N76 K-R3! (by chasing the unreachable
pawn, White’s king has achieved his aim)
6 ... P-N8=Q 7 P-N7+ KXNP 8
P-B8=Q+ KXQ, stalemate.

Variation: 2 ... P-B4 3 K-B6 NXP
(3 ... P-N5? 4 KXN PXP 5 K-Q6!
K-N2! 6 K-Q7, and White wins) 4 KxP,
with a draw.
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147. Kubbel. White cannot prevent the
promotion of Black’s QP, and therefore
he organizes his defences to neutralize
the effect of the new queen.

1 P-R7 K-N2 (/ ... P-Q7 2 N-N6+
PN+ 3 KXP, with a draw) 2 NxP!
KxP 3 N-R6 P-Q7 4 N-N4 P-Q8=0Q
stalemate.

The tactical move, whereby an opposing
piece is forced to immobilize the last
remaining mobile piece, is called self-
binding. (After Jend Bdn, the noted Hun-
garian theorist.)

148. Rinck. As in the previous example,
White avoids defeat by immobilizing his
knight: 1 P-B7 K-K2 2 N-K6! KxP
3 N-N5+ K-B3 4 NxXBP P-B7 § N-N1!
P-B8=Q stalemate. ‘6 N-K2 ensures a
draw if the pawn’s promotion is de-
layed.

149. Prokes. White offers sacrifices,
with the aim of diverting one of the black
pawns onto an unfavourable file, and -of
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moving another out of the way. If Black
accepts the sacrifices, his newly-gained
queen comes into a geometrical relation
with his king, and is lost. But if he declines
them, he is not even able to promote his
pawn, since the white pawn queens with
check.

I P-KS! PXN (the black pawn’s
queening square is now unfavourable)
2 P-K6 (this gets the BP out of the way)
2 ... PXP 3 P-B6! P-N6 4 P-B7 P-N7
5 P-B8=Q P-N8=Q 6 Q-QB5+, and
\White wins.

Variation: 1 ... K-Q4 2 P-K6 PxP
(2 ... K-Q3 3 N-K5 PXP 4 P-B6 P-R5
5 N-B6 merely transposes) 3 P-B6 K-Q3
4 N-K5 P-R5 5 N-B6 P-R6 6 P-B7 P-R7
7 P-B8=Q+, and wins.

150

150. Prokes. Black cannot wait for the
white king to attack his pawns, and so he
quickly regains the material balance, but
in doing so he frees White’s QRP.

1 K-B4 P-Q7! 2 NXP P-B6 3 K-K3!
P-B7 4 N-N3! (the decisive sacrifice,

which cannot be refused) 4 ... PXN
5 K-Q2 K-R3 6 P-R4, and. White wins.

Ist variation: 3 ... PXN 4 KXP K-R3
5 K-B3 KXP 6 K-N4 K-N3 7 KxP
K-B2 8 K-N5 K-K2 9 K-N6 K-Q2
10 K~N7, and wins.

2nd variation: 1 ... P-B6 2 K-K3
P-Q7 3 K-K2 K-R3 4 K-Ql KXP
5 K-B2 K-N5 6 N-Q4 K-B5 7 N-N5
K-K6 8 NXxP, and wins.

1. KNIGHT V. KNIGHT

We have already remarked upon the
difficulties of classifying endings. Just as
pawn endings may transpose into queen
endings (as occurs very frequently in
competitive play), also minor piece end-
ings may often.transpose into pawn, or
even queen endings. However, there
would be little sense in separating these
endings, and discussing their final stages
in some other chapter. We shall continue
to take the starting position as the basis
of classification, and hope that the con-
nections will be clear even to readers who
have but limited experience.

151. Troitsky. The promotion of the
black pawn must be allowed, otherwise
White cannot promote his own pawn,
and without a queen he has no prospect
of winning. White’s positional advantage
is that he can mount a direct attack against



the black king, immediately after the
promotion of the pawns.

1 N-B5! P-Q7 2 P-B7 P-Q8=Q 3
P-B8=Q-+ K-R2 4 Q-B7+ N-K2 (a
forced sacrifice to avoid mate) 3 QXN+
K-N3 6 N-R4+ K-R3 7 Q-B6+ K-R2
8 Q-B7+ K-R1 9 N-N6 mate.

Variation: 2 ... N-K2 (this diverts the
dangerous knight, but it is also well
placed at K7) 3 NXN P-Q8=Q 4
P-B8=Q+ K-N2 5 Q-KN&+ K-B3 (the
black king has avoided mate, but now
another misfortune befalls him) 6 N-Q35 !
K-K4 7 Q-N7--! K-Q3 (otherwise Black
loses his queen immediately) 8 Q-QB7+
K-K3 9 Q-K7+ !, winning the queen.
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152. Nieszl. Not all attacks against the
king are direct mating attacks. The threat
of mate may often be merely a tactical
manceuvre to gain some advantage.

1 K-N6! P-Q7!2 N-Q6! (if the pawn is
taken, the black knight reaches... KBl
intime to avert any danger)2 ... P-Q8=Q
3 N-B7+ K-NI 4 P-R7+ K-BIl 5§
P-R8=Q+ K-K2 6 Q-B6+ K-KI 7
Q-K6+ K-BI 8 N-N5!'Q-Q6+ 9 K-R6,
and White wins, as mate is inevitable.

The concluding stages of these two
examples are, strictly speaking, queen
endings, but we have chosen to treat them
in this chapter. The point is that White
won thanks to the strong position of his
knight, but he had this advantage when
the pawns were still on the board.

Knight v. Knight M
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153. Selezmiev. At first sight it appears
that the black pawn can advance unmo-
lested, whereas White’s pawn can be
stopped by the black knight. The solution,
however, requires the white pawn to
advance, since it is vital for White to deny
Black control of the square K2.

1 P-K6! N-B4+ 2 K-K2 NXxP (other-
wise the pawns would queen simulta-
neously) 3 K-Bl P-R7 4 N-K2+ K-B6
5 N-NI+ K-N6 6 N-K2+ K-R6 7
N-N14+, with a draw by perpetual check,
since after 7 ... K-N5 8 K-N2 the
remaining pawn disappears from the
board.
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154. Villeneuve-Escaplon. There arc
obstacles in the way of the white pawns,
whereas the black pawn can advance
unhindered. White saves the game, which
appears to be lost, by a stalen\lating com-
bination, the crux of which is a surprising
king move.

1 P-N6+ KXP (/... K-N2? 2 N-N3,
with a draw) 2 N-B8+ NXN 3 K-K6!
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(the king moves into a geometrical rela-
tion with the queen-to-be, and yet this is
the: enly chance of averting danger, since
after 3 K-B6? N-QO3 Black wins) 3 .
P=N7 4 P-N7 P-N8=Q 5 P-N8=Q
Q-Ng6+ 6 K-Q7! QXQ stalemate.

155. Rinck. White somehow has to solve
the problem of controlling his K7 and
KB6 squares, in order to enable his
passed pawn to advance.

I N-K7N-Q22N-B6+!K-N3(2...
K-R3? 3 N-N8+, winning immediately)
3 NXP N-B3 4 N-Q7+! (diverting the
defending piece) 4 ... NXN 5 P-KS!
N> P 6 P-N7, and White wins.

156 %
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156. Selezniev. 1 N-N4? would be a
futile attempt to win, because after
1 ...K-R4and2... P-R3 Black would
be out of harm’s way. Occupation of
KB6 appears to be an effective counter to
this plan, but how can White's knight get
there while Q5 and K4 are under Black’s
control? It can be done on account of
Black’s inability to take the attacking

knight, without getting into even deeper
difficulties.

1 N-B3! K-R4 (I ... N-KI 2 NQ5
leads to the same situation) 2 N-K4!
(a sacrifice .which Black cannot accept,
because of the threatened mate after
3 K-R3) 2 ... N-Q4 3 N-B6+ NXN
4 PxN K-R3 5 K-B3 (Black is in zug-
zwang) 5 ... P-N4 6 PxP+ K-N3 7
K-B4, and White wins.

157

157. Selezniev. White’s only remedy
against the extreme danger posed by
Black’s passed pawns is to attack the
opposing king.

1 P-B7! N-Q2 2 P-N6+ K-RI (or
2 ... K-R3 3 P-B8=0 NXQ 4 N-B7
mate) 3 N-KS P-R7 4 P-B6 (threat-
ening 5§ PXPmate)4 ... N-K4+ 5K-K4
NXNP 6 PxP+ K-R2 7 P-N8=Q+-
K-R3 8 Q-N7+ K-N4 9 P-B8§=Q
P-R8=Q 10 Q-B4 mate.

A false trail: 1 P-N6+? K-NI1 2
P-B7+ K-Bl 3 N-K4 P-R7 4 N-N5
N-Q2!, and Black wins.

7,
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158. Rinck. Black’s knight can prevent
a white pawn from queening, but unfortu-
nately his king finds itself in danger.
The king has to escape, and this creates
a situation in which the black knight can
be forced to leave his post.

1 P-B6! PXP 2 P-R5 N.<P 3 P-R6
N-B4 4 P-R7 N-Q3+ 5 K-N4 N-B2
6 N-KG6! (threatening 7 N-B5 mate)
6 ... K-N27N-Q8+ N»NS8P-R8§=Q
ctc.

159. Wolf-Balogh (Correspondence
game, 1930). White’s RP is lost, but he
can set up another passed pawn on the
Q-side, and this one can make fast pro-
gress in view of the remoteness of the
opponent’s king.

1 P-K6 N-K5 2 P-K7 N-Q3 3 N-Q4
K>~ P 4 NXxP! (a sacrifice which Black
cannot afford to accept) 4 ... N-KI
5 N-B7! (this second sacrifice is decisive;
5 N-Q6? would be bad, because after
5 ... NXN 6 P-N5 K~-N2 7 P-N6 K-B2,
it is Black who wins) 5 ... NXN 6 P-N5
K-N2 7 P-N6, and White wins.

Variation: 2 ... N-B3 3 N-Q4 KxP
4 NXP K-N2 (4 ... N-KI 5 N-B7!
leads to the previous variation) 5 N-Q6,
and wins.

160. Selezniev. Both knights can be shut
out of play, which suggests that the posi-
tion is level, but the advantageous posi-
tion of White’s kingand his advanced QBP
enable him to offer a winning sacrifice.
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1 P-B6+ K-Q32 K-N5P-R35 3 N-N6!
PN 4 KXNP P-R6 5 P-B7 P-R7
6 P-B8=Q P-R8=Q 7 Q-B6 mate.

Ist variation: 3 ... P-R6 4 N-B4.-
K-Q4 5 NxP K-K5 6 K-R6 KxP
7 N-NS!I KXP 8§ NXP KXP (or§ ...
NXP 9 N-K6+, and wins) 9 N-Q5+
K-K3 10 P-B7 K-Q2 11 K-N7, and
wins.

2nd variation: 1 ... K-Ql 2 KXP
K-Bl 3 K-R6 K-N1 4 N-N6! P¥ N
5 KXP etc.

161
+

161. Portisch-Ivkov (Sarajevo, 1962).
In the opinion of Fine, four pawns win
against three, even if they are all on the
same side of the board. The weaker side
cannot prevent his king from being driven
back, or a passed pawn created. In this
example the king has already been driven
back, sothat White’s next task is to central-
ize his king, and then to make a break-
through with his pawns.

1 P-K4 N-K2 2 N-B4! (preventing the
exchange of pawns by ... P-N3) 2 ...
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N-B3 3 N-N6 K-K3 4 P-B4 N-QS5 5
K-B2 K-B2 6 N-R4 N-B7 7 K-K2
K-K3 8 K-Q2 N-N5 9 K-B3 N-R7+
10 K-Q4 N-BS 11 N-B5 K-B2 12 P-K5!
PXP 13 PXP N-K7+ 14 K-Q5 N-B6+
15 K-Q6 N-K5+ 16 K-Q7 N-B4+
17 K-B6 N-K3 18 K-Q6 N-B5 19 N-K 7!
N-K320N-N6 N-N4 21 K-Q7 (the knight
cannot return to ... K3, because of
22 N-R8 +, therefore Black is in zugzwang.
and cannot blockade the passed pawn)

.. N-K5 22 P-K6+ K-NI 23 P-K7
N-B3+ 24 K-Q8 K-B2 25 N-K5-+,
and Black resigned.

IV. ONE SIDE HAS A BISHOP

162. Prokes.

The bishop alone cannot
halt the advance of the pawns, so the
King has to come to its assistance.

1 K-B2 P-B5 2 K-Ql P-B6 3 K-KI
P-B7+ 4 K-Bl K-B6 5 B-Q4 P-N6 6
B P Px B, stalemate.

Ist variation:2 ... P-N6 3 K-K1 P-N7
4 BXP+ KXB 5 K-B2, with a draw.

2nd variation: 1 ... K-B7 2 K-Q2
P-N6 3 B-Q4+ K-BS8 4 K-K3 P-N7
5 K-B4 etc.

163. Rinck. A bishop can contain two
opposing widely-spaced pawns only if it
can do so on one diagonal. This is not
possible here, although Black’s king is
also able to take part in the defence. But

alas, the weakness of Black’s... Q4 costs
him the game, because his bishop will
come under fire from the white king, and
this will prevent him from taking the KNP,

1 K-Q5! B-K4 2 P-N3+ (Black cannot
accept this sacrifice) 2 ... K-B4 3 P-N4+
K-B3(BS) 4 P-N5+ K-B4 5 P-N6 K-B5
6 P-QN7, and one of the pawns queens.

164

164. Otten. The black king cannot get
into the square of the RP, and therefore
the task of stopping the pawn is allotted
to the bishop. But here we have a rare
instance, where, for all its long-range
power, the bishop is unable to prevent
the advance of the RP.

1 P-R5 B-Bl 2 K-Q5 (the bishop
cannot now go to ... QB4, so it will
attempt to enter the action via ... K6)
2 ... B-R3 3 P-N5+1! (3 K-K4 leads to
a repetition of moves, so another way of
cutting off the bishop is nceded) 3 ..
BXP (after 3 ... KXP, 4 P-R6 wins
immediately, but now the bishop’s path

.. QB4 is blocked for good, and his



.. K6 and ... KB7 squares can be con-
trolled by White’s king) 4 K-K4 B-RS
5 K-B3 K-K3 (opening the diagonal, but
it is too late) 6 P-R6, etc.

165. Prokes. The seemingly natural
1 K-N7 K-N5 2 K-R6 B-N4 3 P-N6
B-Q1 4 P-R3+ K-R5 5 P-N7 B-B2
6 K-R7 leads only to a draw, but 1 P-R4
also fails to win, because of 1 ... K-N5
2 P-R6 KX P. White’s pawn at R5 has an
excellent chance of queening, because its
progress can only be hindered by the
bishop along a single diagonal. This pre-
determines the roles of the other pawns,
which will be to shut off the bishop’s
access to ... QR2, and at the same time
to neutralize the black king.

1 P-N6! K-N5 2 P-N7 B-R2 3 P-R6
K-N4 4 P-N8=Q+ BXQ 5 K-N7!
K-R4 6 P-R4, and Black loses because
he is in zugzwang.

Variation: 3 ... K-R4 4 P-N8=Q
BxQ 5 K-N7 K-N4 6 P-R3! K-R4
7 P-R4, and wins.

166
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166. Lewitt. White twice puts his oppo-
nent in cwugzwang. The first time it is
unpleasant for Black, the second time
fatal.

1 K-K4 B-Q1 2 P-N6! K-R3 (forced,
because if 2 . BxP, 3 P-R7 wins,
while 2 ... KXP is met by 3 K-B5/)
3 K-K5! B-N4 4 P-R7 B-B8 5 K-Q6
BxP 6 K-B7! B-K4+ 7 K-B6 B-B6
(there is nothing better) 8 P-N7 K-R2
9 K-B7 B-K4+ 10 K-B8, and White
wins.

167. Weenink. White’s king cannot
move, because after } K-K27? K-N7 Black
would win immediately. 1 B-N5? would
be just as bad, since after 1 ... K-R7
the black king comes into play. The draw
is achieved by an unexpected and very
attractive self-pinning.

1 B-N3! P-Q6 2 BXP P-Q7! 3 B-K1!
P-Q8=R (promoting to a queen would
give stalemate) 4 K-K2 R-N8 5 B-R4
R-N6 6 B-NS5, with a draw.

7
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168. Prokes. The loss of White’s BP
without any eompensation will reduce his
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winning chances to nil, and therefore he
has to get rid of his king’s pawn which is
a. hindrance, so as to open a way for his
king.
1 P-Q6! BXP 2 P-K7! BXP 3 K-K6
(1hreatening 4 X-07/)3 ... KXP4KXB
K-B3 5 K-K6 K-B4 6 K-K5 K-B3
7 P-Q4 K-Q2 8 K~Q5, and White wins.

169

169. (Theoretical ending.) White’s
bishop, which is restricted to the dark
squares, cannot force the opposing king to
leave his corner, which means that the
RP cannot be promoted: 1 B-Q4 K-N1
2 B-K5+ K-RIl, with a draw.

b /'7 //'7 %/
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170. Réti. (Theoretical ending.) Black’s
bishop can restrain the white pawn only
from squares which can be attacked by
the white king. This allows White to gain
a tempo, which is just sufficient for him to
enter the square of the black pawn.

1 K-K7! P-N4 2 K-Q6 P-N5 3 P-K7
B-N4 4 K-B5S B-Q2 5 K-Q4 K-N3
6 K-K4 K-B3 7 K-B4 K-Q3 8 P-K8=Q,
with a draw.

171. Bondarevsky. White cannot attack
the black pawn from in front, because the
bishop would occupy ... QBI, and Black
would win. White therefore attacks the
pawn from the rear, which forces it to
move. After this surprise beginning, Black
is two tempi up, and yet this is the only
way that White can draw. He threatens to
promote his pawn, then attacks the bishop
which has moved up to save the situation,
and by so doing makes up for the lost
tempi.

1 K-B8!P-N42 K-Q7 B-B4+ 3 K-Q6
P-N5 4 K-K5 K-N5 5 K-Q4, with a
draw.

Variation: 2 ... P-N5 3 K-K6 K-B5
4 K-QS B-B5 5 K-B4 etc.

172. Fahrni. (Theoretical ending.) This
position is similar to example 169, except
that White’s bishop controls QRS8, and
that Black has a pawn on his second rank
This pawn is invulnerable, and this means
that Black’s king cannot be budged from
its post.



1 K-B6 K-B1! (I K-RI? 2 K-B7 mate)
2 K-Q6 K-N1 3 B-K6 K-R! 4 K-B6
K-N1 5 B-Q5 K-B1!, with a draw.

173. Troitsky. We have already seen
that a rook’s pawn cannot win if the
colour of its queening square differs from
that of its own bishop, and if this square
can be occupied by the opposing king.
White therefore manceuvres to prevent the
black king from taking up this favourable
position at... KRI.

1 B-K6! K-K2! (I ... K-BI? 2 P-R6
and wins) 2 P-R6 K-B3 3 B-B5! K-B2
(the black king makes for ... KNI)
4 B-R7 K-B3 (now it bccomes clear that
the black pawn is a liability, because
without it, in view of the threat of...
K-N4, all White could do would be to
move his bishop, when there would follow
5 ... K-B2 or 5... K-N3, with a draw)
5 K-N3 K-B2 6 K-N4 K-B3 7 K-R5!
K-B2 8 KXP, and White wins.

174

174. Prokes. White is able to capitalize
on his material advantage, by exploiting
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the geometrical motif of the long diagonal,

1 B-Q5 K-K7 2 P-K4 K-K6 3 P-K5
K-Q5 4 P-K6 KXB 5§ P-K7 P-R7 6
P-K8=Q P-R8=Q 7 Q-QR8+, and
wins.

Variation: 1 ... P-R7 2 B-R1! (not
2 B-N2? or 2 B-B3+7,2 ... K-K8 3
P-K4 K-B7, with a draw) 2 ... K-K7
3 P-K4 K-B7 4 P-K5 K-N8 5 B-R8 etc.

175. Fritz. White's king approaches the
centre diagonally to achieve the desired
result, by the dual threat of mating or
entering the square of the black pawn.

1 K-B7 P-R4 2 K-K6 (2 B-B6? K-N6,
draw) 2 ... P-R5 3 K-Q5 P-R6 (if 3 ...
K-N4, 4 K-K4 wins) 4 K-B4! P-R7
5 B-N4 P-R8=Q 6 P-N3 mate.

176 | / 7.
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176. Paulsen-Metzger

(Nuremberg,
1888). In the game 1 K-B4? was played,

and after 1 ... P-N4+ 2 PXPep.+
K-N2 3 K-N5 K-R1 4 B-N8 KxB
5 K-B6 K-Bl], the game ended in a draw.
Of course, 1 K-B5 similarly does not win,
since after 1 ... P-N3+ the same theoret-
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ically drawn position is reached. White has
to prevent his opponent from getting rid of
his own pawn in this way.

I K-Q4! K-B3 (on / ... P-N3 or

. P-N4, 2 P-RA wins) 2 B-N6 K-Q3
3 K-B4 K-B3 4 K-N4 K-Q3 5 K-N\3
K-Q2 6 K-B5 K-Bl 7 B-R7! K-B2 (it
7 .. P-N3— then8Kx»P.or7 ... P-N4
8 P-R6, and wins) 8 K-N3 K-Q2 9 B-N§
K-Bl 10 B-B4 K-Q2 11 K-N6 K-Bl

12 B-N3, and White wins.
177 7. 7
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177. Kling and Horwitz. (Theoretical
ending.) White would be unahle to win if
Black had no pawns remaining on the
board, but as it is thev are forced to move
when their king is in a stalemate position,
thereby enabling the white pawn to trans-
fer to the knight’s file. Black can avoid
the stalemate position, but then his king
has to leave the safety of the corner.

1B-Q2!K-R3(or! ... K-R4?2 P-R3
and 3 PXP) 2 K-B6! K-R2 3 B-K3—-
K-N14B-N6 K-R1 5K-B7P-N66P ~ P
P-N5 7 B-R3 etc.

Variation: 1 ... K-B2 2 K-B5 K-Q2
(after 2 ... K-N2 3 B-KI K-B2 4 B-N3 -
K-N2 5 B-B4 K-R3 6 B-B7 K-N27 B-N\6
the stalemate position is again reached)

3 K-N6! (it is too early to take the pawn)”

3 ... K-Q3 4 B-B4+ K-Q4 5 K<P
K-K3 6 K-B6 K-K2 7 K-B7 K-K3
8 B-Q6 K-Q4 9 BxP K-B5 10 P-R3
K-N4 11 K-N7 K-R5 12 K-N6 K-Né6
13 K-NS5, and wins.

178. Euwe. (Theoretical ending.) The
idea is identical to that in the previous
example. The main variation is also simi-
lar, the only difference lying in the sub-
variation.

I B-K5+ K-R2 2 B-B7 K-Rl 3
K-N6!P-N54PxXP P-R6 5P-N5P-R7 6
B-KS5, and wins.

Ist variation: 2 ... K-R3 3 B-N6 P-N5
4 PP P-R6 5 P-NS5 mate.

2nd wvariation: 1 ... K-Bl 2 B-B7
P-N5 3 PXP P-R6 4 P-N5 P-R7 5 P-N6
P-R8=Q 6 P-N7 mate.

179: Troitsky. The threat of stalemate
jeopardizes White’s victory. Even though
White’s last pawn has to be sacrificed to
meet this threat it is still the correct solu-
tion, because his lone minor piece can
give mate, thanks to the placing of the
opposing pawns.

1 B-R6+ K-NI 2 P-N7 K-B2 3
P-N8=Q+! KXQ 4 K-K6 K-R1 5
K-B7! (Black’s king is stalemated, but
one of his pawns can still move; situations



like this generally result in defeat) 5 ...
P-K 4 6 B-N7 mate.

A false trail: 3 K-K5? P-K3 4 K-Q6
P-K4! 5 KXP K-Nl, with a draw,
because the bishop cannot be relieved of
its defending role. )

Variation: 2 ... P-K3+ (2 ... P-K4
3 K-K6 comes to the same thing) 3 K-Q6!
K-B2 4 K-K5 K-N1 5 K-B6! (this tempo
move is necessary to ensure that the KP
is taken at the right time) 5 ... P-K4
6 K-K6! P-K5 7 K-B6 P-K6 8 BxP,
and White wins.

180. A. Larsen. Black’s RP cannot be
stopped, but the two pawns on the knight's
file provide a stalemate nook for the
white king.

1 B-R7! KXP (I ... K-K4? 2 P-Q6,
with a draw) 2 B-BS P-R7 3 B-B8 K-B3
4 B-N4! P-R8=Q (if the pawn is pro-
moted to a bishop, the game is drawn,
since the white king cannot be shifted
from its position) 5 B-B3+! QXB stale-
mate.
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181. Sike. White cannot accept the pawn
sacrifice offered on the QR-file, because
the colour of the queening square would
be wrong. He prefers to allow Black
yet another passed pawn. A highly
instructive struggle ensues.

1 KXP P-R5! 2 P-N4! K-N2 (2 ...
P-R6? 3 K-B6 P-QR7 4 B-N6 P-R8=Q
5 P-N5 mate) 3 K-B4 K-R3 (if now it were
Black to move, White’s king could reach
QR3 and subsequently capture the QRP;
there follows some clever tempo play,
aimed at reversing the obligation to move)
4 B-R2 K-N3 5 B-K5 K-R3 6 B-B4
K-N3 7 B-R2 K-R3 8 B-N1! (Black is in
cugzwang) 8 ... K-N2 9 K-B3 K-R3
10 K-N2 K-N4 11 K-R3 K-R3 12 KXP,
and White wins.

182

182, Réti. White can achieve nothing by

strategic means, because after 1 K-R7?
B-B]l 2 K-N8 BXP 3 P-Q6 K-K4, or
1 K-N8?7K-K42P-B§=QBXQ 3KXxB
K XP, Black’s pawn would queen. There-
fore White has to block the KR3-QBS8
diagonal in order to save his knight’s
pawn.
-1 P-Q6 K-K3 2 P-Q7! (forcing the
closing of the vital diagonal) 2 ... KxP
3 K-R7! B-K7 4 K-N8 B-R3 5 K-R7
B-Bl 6 K-N8 B-R3 7 K-R7 KXP
8 KxXB K-Q3 9 K-N5 K-K4 10 K-B4
K-B5 11 K-Q3 KxP ]2 K-K2 K-Né6
13 K-B1, with a draw.
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183. Riibesamen. Even though the path
of the white pawns leads across the firing
line of Black’s bishcp, and the black
pawn is only one moyve away from queen-
ing, White can force stalemate if he cal-
culates correctly the order of his sacrifices.

1 P-Q6 BxP 2 P-N§S=Q-+ B-Q
3 P-B7 K(B)><P stalemate.

P-N54K-B4P-N6(4 ... PxB? 5 P-N3
mate) 5 K-B3, and White wins.
Variation: 2 ... K-N4 3 K-K5 K-R3!
4 K-B4 P-N4+ 5 K-N3 P-N35 6 BXP
P:B 7 KXP K-N3 § P-N3, and wins.
The capture of the bishop did not result
in mate as in the main variation, but it
nevertheless brought Black little comfort.

184. Fahmni. (Theoretical ending.) Vic-
tory eludes White, in spite of his bishop
advantage, because he is unable to drive
the black king out of his corner, and other
attempts end in stalemate.

1 B-B6 K-Nl1!(not/ ... PxB2K-B7!
and wins) 2K-K6 PxB!(not2 ... K-RI?
3 K-B7!, and wins) 3 K~XP K-BI, witha
draw.

185. Prokes. \White can save one of his
pawns, but not without his bishop getting
into trouble. A close-fought struggle for
the bishop ends in a mating threat, and
victory for White.

1 B-B5+ KXP 2 B-R3 P-N4 3 K-B5

186. Prokes. White can ward off the
danger of stalemate only by a pawn
sacrifice, but in the process he endangers
his other pawn. The problem is how to
save this pawn; White finds a solution
and blocks the long diagonal.

1 K-N3 P-R5+ 2 K-B4 P-R6 3 K-Q5
P-R8=Q 4 BXQ P-R7 5 K-K5! KXP
6 K-B5+, and White wins.

187. Duras. A RP and bishop of the
wrong colour can still be a winning
combination if the opposing king can be
prevented from occupying the queening
square. The various diverting moves serve
precisely this purpose.
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1 B-N2! (this not only opens the way
for the pawn, but is also a diverting move)
1... K-K6! 2 P-R4 KXP 3 B-B3! (the
second diverting move, forcing the king to
go around its own pawns) 3 ... K-K4
4 P-R5 K-K3 5 B-Q5+! (the third
diverting move puts paid to Black’s
attempt to reach the queening square)
5 ... K-K2 6 P-R6 K-Bl 7 K-Q2, and
White wins, as after the fall of his pawns,
Black’s king must abandon its post.

Variation: 3 ... KXB 4 P-R5 K-N7
5 P-R6 P-BS 6 P-R7 P-B6 7 P-R8=Q
P-B7 8 Q-N7+ K-R7 9 Q-R6+ K-N7
10 Q-N6+ K-R7 11 Q-R5+ K-N7
12 Q-N4+ K-R7 13 Q-B3 K-N8 14
Q-N3+ K-B8 15 Q-R2 P-B4 16 Q-RI

mate.
7 A
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188. Portisch-Stein (Sousse, 1967). This
position is a good example of what can
happen if only superficial attention is
given to the problems involved. It appears
that White should win easily, and no one
working on the analysis of the adjourned
position thought that victory, and with it
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qualification for the Candidates’ Matches,
in fact hung by a thread. I retired, fully
confident of an easy win, but fortunately
my sense of danger did not let me rest.
I re-examined the position on my own,
and was quite perturbed to find that,
owing to the “wrong” colour of KRS,
the bishop advantage could be exploited
onlyv by extremely accurate play. My
analysis went on until four in the morning,
and it revealed that White had to prevent
the advance of the black pawns by 1 B-K8!
Of course, such a move might also be
found in over-the-board playv after due
study of the position. But anvone taking
the complacent approach of “Ah well,
it’s an easy win anyhow” is likely to be in
for a nasty surprise.

So I played: 1 B-K8! K-K2 2 B-N5
P-B4 (2 ... K-B3or 2 ... X-Q3 is met
by 3 B-B4!, and in the latter case after
3 ... P-B3 4 B-N8 P-R3 5 B-R7 the black
pawns are securely blockaded) 3 K-K3
K-B3 4 K-Q4 P-R4 (or 4 ... K-N4
5 K-K5 P-R4 6 P-R4+! K-N5 7 K-B6
KxP 8 K-N5! P-B5 9 B-Q3 P-B6 10
B« P P-B7 11 B-0Q3, and wins) 5 K-K3!
P-R5 (if 5 ... P-N4, then 6 K-Q4!
deals with any pawn advance) 6 P-N4
K-K4 7 B-Bl K-B3 8 K-B4 P-N4+
9 K-K3 K-K4 10 B-R6, and Black
resigned. .

An analysis by grandmaster Averbakh,
published later in Shakhmamy Bulletin,
convinced me that my opponent had
calculated the chances offered by the fol-
lowing variations: ] K-K3? K-K4 2 B-N5
P-B4 3 B-Q3 P-N4 4 K-B3 P-B5 5 P-N4
(of course, the pawns cannot be exchanged)
5 ... P-R4, and now:

Ist variation: 6 PXP K-B3 7 P-R6
K-B2 8 B-R7 K-B3 9 K-N4 K-B2,
and the king cannot approach closer
without allowing the BP to advance.’
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2nd variation: 6 B-N6 PP~ 7 P <P
K-Q5 8 K-K2 K-B6 9 B-Q3 K-Q3
10 K-Q2 K-K4 11 K-B3 (otherwise
White is urable to make any progress)
11 ... P-BA! I2 K-Q2 K-B5 13 B-B>
K-N6 14 K-KI K-N7!, with a draw.
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189. Raina. An immediate bishop move
would be a loss of time. therefore White
has to set about defending his K4 pawn,

1 K-N7K-B7!2B-RI!K-NS (if 2...
K-06 then 2 P-K3! wins) 3 B-Q4 (tempo
moves to ensure the right timing of the
xing’s arrival on the battle scene) 3 ...
P-K4 4 BP K-B7 & B-RI P-K4!
6 K-B6! K-Q6 7 K-Q3, and White wins.

A trap: 2 B-Q4? P-K4 3 BxP K-Q6
4+ K-B6 K.<P(K5) 5 B-Q4 P-R8=Q.
Draw.

Varijation: 1 . P-R8=Q 2 BxQ
KxB 3 K-B6 K-N7 4 P-K5! K-B6
5 K-Q7 K-Q6 6 KX P(K7)K:»P7K:P
etc.

190

190. Prokes. It appears that Black’s
QBP can advance to the queening square

without interference. White succeeds,
however, in deciding the game in his
favour by means of a clever tactic based
on the awkward position of his opponent’s
king.

1 K-B5 P-B6 (otherwise White’s king
enters the square of the pawn) 2 B-B6
P-B7 3 B-N5! P-B8 =Q 4 P-N4+ (a rude
shock for Black, who is forced to open
the decisive diagonal) 4 ... PXP e.p.
5 BxQ P-N7 6 B-K3, and White wins.

191. Lewitt. The bishop is unable to
halt the black pawns, and therefore its
most urgent task is to help the promotion
of one of its own pawns.

1 B-K8 P-R6 2 BX P (a diverting sacri-
fice) 2 ... PXB 3 P-R7 P-R7 (Black has
set a stalemate trap) 4 P-R8=B! (4
P-R8=Q P-R8=Q 5 QXQ stalemate)
4 ... K-R6 5 K-B2 P-N6+ 6 K-Bl
K-N5 7 K-N2 K-B5 8 K-R3, and White
wins. ’

Ist variation: 2 ... P-R7 3 B-B7+
K-N7 4 BXP KXB 5 P-N6 P-N6 6
P-NT7!etc.

2nd variation: 2 ... K-N7 3 B-B7
P-N6 4 P-N6 PxP 5 P-R7 P-R7 6
P-R8=Q+ K-N8 7 BXQNP P-R8=Q
8 B-B2+ K-R7 9 Q-KN8+ K-N7
10 Q-N7+, and White wins. The queen
marches towards Black’s king along the
diagonals, and mates in a few moves.



192. Kling and Horwitz. Example 184
demonstrates that, even with a bishop
advantage, White does not always win
if the black pawns are not far advanced
from their initial positions. Black was
saved by stalemating possibilities. White,
therefore, begins here with a waiting move
instead of an immediate capture, in order
to spare one of Black’s pawns, and make
use of it later to avoid stalemate.

1 K-Q7 P-B5 (I ... K-RI? 2 K-B7
leads to mate) 2 BXP P-B6 3 B-R3
P-B7 4 B-Bl K-R15BXP PxB6 K-B7,
and White wins.

Variation: 1 ... P-N6 2 B-Q5 P-B5
3 B-B3 P-N7 4 BXKNP P-B6 5 B-BI
P-B7 6 K-Q8! (gaining a tempo) 6 ...
K-R1 7 BXP K-NI (acceptance of the
sacrifice loses even more quickly) 8 B-Bl
K-R1 9 B-N2 K-NI 10 K-Q7! K-R1
11 K-B7! P-B8=Q 12 BXP mate.

193. Prokes. This ending resembles
example 190. Creating an immediate mat-
ing threat does not win, because afier
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1 K-B5 P-N6! 2 PxP P-N7 3 B-K3
K-R5 Black -succeeds in drawing. It
follows, therefore, that the pawn which is
to deliver the final blow should first be
safeguarded.

1 P-N3!P-R3!(if1 ... P-R7,0r1 ...
PX P, then 2 K-BS5, with mate to follow)
2 B-K3 P-R7 (or 2 ... PXP) 3 K-B5
PxP 4 B-B2 P-R8§=Q 5 P-N4 mate.
_

P/

5 5 5

87

194. Lomov. The solution of this posi-
tion shows a battle which is both fascinat-
ing and instructive. Each move by a black
pawn opens one diagonal, but closes
another. The white bishop has to find a
way through the gaps to attack QN7
and the opposing king.

1 P-R7+ K-R1 2 B-N3! (after 2
B-N2? P-Q4 the advance of the KBP
would be decisive) 2 ... P-N6 (forced,
in view of the threat of mate from QBS;
now the bishop has to retreat, since
Black’s KNP would queen with check;
on the other hand. Black has lost control
of his... KB6 square} 3 B-B] P-K4
(3 ... P-04? 4 B-N2! P-B5 5 B-B3,.
and Black comes to grief because of
cugzwang) 4 B-R3! P-K3 5 B-N2! P-Q3
6 B-B1 P-Q4! (neither the KP nor the
KBP can move, since this would open
the bishop’s path 10 QN7) 7 B-R3! P-Q3
(the only move that does not open a
diagonal for the bishop. but now the ...
KN8-QR2 diagonal is blocked, and the
KNP cannot give check on promotion)
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8B«
mate.

PIP-N79 B-B§ P-N8§=Q [0 BI’
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195. Méller. This ending demonstrates
a splendid idea. the object of which is the
perpetual pursuit of the cnemy bishop.
1 P-N4! P 2P (otherwise 2 P-B5 wins)
2 P-B5! P,.P (after the blocking of the

KR3-QBS diagenal, the persecution of

the bishop can begin in earnest) 3 K-B3
B-R34 K-N6B-BI 5 K-B7B-K3 6 K-Q6
B-BS © K-B5 B-R7 8 K-Q6! B-B3!
{otherwise the QBP cannot be stopped)
) K-B5 B-BS 10 K-N6! B-B5! 11 K-B5

2te. Draw.
A false trail: | P-B5? P:«<P 2 K-B3
B-K7 3 K-N6 B-NS5! 4 P-B7 P-B3

5 PP K<P 6 K-N7 P-R5 7 P-B8=Q
BxQ+ 8 KxB P-R6, and Black wins.

V. BISHOP V. BISHOP
‘SAME COLOUR)

196

196. Fahmi. (Theoretical ending.) There
1s no chance of a win unless the black

bishop’s control of ... KB1 can be lifted.
Since the opposing bishops are of the
same colour, White can neutralize the
black bishop, for which he has to manceuv-
re his king to KN8.

1 B-N7 B-N5 (I ... K-K2 2 B-B6+
K-K3 3 B-N5 B-NJ5 4 K-N7 transposes
into the main variation) 2 B-R6 (making
room for the king) 2 ... B-B4 3 K-N7
B-N5 4 K-N8 B-B4 5 B-B8 B-K6 6 B-N4
B-R3 7 B-Q2!, and White wins.

Variation: 3 ... K-B4 4 K-N§8 K-N3
5 B-B8 B-K6 6 B-N4 B-R3 7 B-B3;
Black is in zugzwang, and can no longer
prevent the promotion of the pawn.

197. (Theoretical ending.) White’s king
cannot get across to KN8, and this means
that the black bishop cannot be driven
off both the vital diagonals (... QR6-KBI
and... KR3-KBl).

1 B-B8 B-K4 2 B-R3 B-N2 3 B-N2
B-R3 4 B-B1 B-N2 5 B-Q2, and since
Black is not in zugzwang, he can still

draw by playing either 5 ... K-Q3 or
5...K-B4
198
+/-




198. Centurini. (Theoretical cnding.)
Against a knight’s pawn on the seventh
rank, the black bishop has only one diag-
onal. White's most important task is to
manceuvre his bishop to QN8.

I B-R4 B-B5 2 B-B2 B-R7 3 B-R7
B-N6 4 B-N8 B-B75B-R2B-R26B-N1},
and wins.

Variation: 1 ... K-N4 (Black tries to
deprive the white bishop of the square
QR7) 2 B-B2K-R33 B-B5! B-B54 B-K7
K-N4 (the threat was B-QS and B-B7)
5 B-Q8 K-B3 6 B-N5! B-R7 7 B-K3,
and all the same the white bishop reaches
QR7.

s an
/7,//,

199. Forintos-Liberzon (Moscow, 1971).
Black’s bishop can cross the white pawn’s

path on two diagonals (... QR6-KB8 and
... QI-KR5), yet White still wins, because
Black’s king is badly positioned.

1 K-K5! (/ K-B6? K-B5 2 K-B7 K-B4
would only help the black king to occupy
an advantageous position) 1 ... B-N5
2 K-Q5 K-Q6 (2 ... K-B5 will not do
because of 3 B-K5+ and 4 B-Q6) 3 B-B6
B-R6 4 B-Q8 B-N5 5 B-B7 (threatening
6 B-06) 5 ... B-K2 (hoping to stop the
pawn from the other diagonal) 6 K-B6
(this move gains a decisive tempo for
White’s attack on the bishop; Black’s
king would have had to be on ... KB4
to prevent this manceuvre) 6 ... K-K5
7 K-Q7, and Black resigned, since either
8 B-Q8 or B-Q6 will be decisive.
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200. Bokosievic-Freitag (Chernovitsky,
1934). Black’s bishop perpetually pursues
its white opponent, the former being
invulnerable due to the danger of stale-
mate.

1 ... B-Q4 2 B-R7 B-B2! 3 B-N6
(3 P-N6? BxXP!, with a draw) 3 ...
B-R7 4 B-B5 (4 B-K8 B-B2 5 B-Q7
B-K3, with a perpetual attack) 4 ... B-K3
5 K-N6 B-B2+ 6 K-B6 (thls pawn
sacrifice wards off the perpetual attack,
but even this fails to bring victory) 6 ...
BXP 7 B-K6 B-N3! 8 B-B7 B-Q6 9 B-N6
B-B5 10 B-B5 B-B2!, with a draw.

201. Sackmann. After White's first
move, the black bishop is threatened with
a discovered attack, and so it takes up
position on the other diagonal, wihich
looks more suitable for control f ithe
queening square, but it is driven away by
a move of compelling force, as a result«af
which the KP reaches its target.

1 B-B8! B-B8 (I ... K-Q3 2 P-K7!,
and wins)2P-K7B-N4 3 P-B4+ ! (adual-
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purpose sacrifice, which either forces
the bishop to leave its advantageous post,
ar lures the king onto a fatal square)
3 ... KXP 4 B-R6!, and White wins.

Varation: 1 ... BXP2 BXB+ KXB
FK-K4 K-Q3 4 K-Q4 etc.

202. Prokes. The loss of his QP would
put paid to White’s chances of winning,
therefore he makes a sacrificial offer in
order to save it.

1 P-R6 B-N1 2 B-N3 (this either lures
the black bishop away from its post, or
else drives it into an unfavourable square)
2 ... B-R2 3 B-B2+! (this second sacri-
fice hasto be accepted) 3 ... KXB4P-Q4
B-K5 5 P-Q5, and White wins, since one of

the pawns will queen
% /
%
/ _

203. Troitsky. The position seems hope-
less for White, since after 1 B-Q8 B-BS
2 P-K7 the black pawn queens with check,
while 1 B-B5 B-N4 wins for Black. There
is, however, another line which offers an
effective defence.

1 B-N4! (an apparently pointless move,

but its purpose soon becomes clear)
1 ... B-N4 2 B-Q2! (a dual-purpose
sacrifice, which draws the black bishop
away from the favourable ... KR5-Ql
diagonal, and lures it onto the unfavour-
able square... Q7)2 ... BXB(or2.
B-R5 3 K—Q7, with a draw) 3 P-K7
P-B8=Q+ 4 K-Q7, and the position is
drawn, since the queen cannot give check
because the bishop is in the way, and the
white pawn queens.

Variation: In an analysis published in
the July 1974 issue of Magyar Sakkélet,
grandmaster Adorjin demonstrated that
1 K-Q7 (and, indecd; I K-Q5 or I K-N7)
also leads to a draw, for after I ... B-B5
2 B-R3! KXB (or 2 ... B-N4 3 B-Bl/)
3 P-K7 P-B8=Q 4 P-K8=Q Black
only has some innocuous checks, and the
result is still a draw.

204. Heuiicker. White must prevent the
opening of the long diagonal leading to
KR8, and so he diverts the black bishop
in such a way that his king can gain time
to blockade the enemy pawn.

1 B-R7! (a diverting sacrifice, which
Black cannot accept) 1 ... B-R8!2 K-N1
B-B6 3 K-B2 B-R8 4 B-Q4! (a sacrifice
which enables the white king to reach
K4 with gain of time) 4 ... BXB (after
4 ... PXB White blockades the black
pawn from Q3) 5 K-Q3 B-R8 (the bishop
has to be moved to safety) 6 K-K4!, and
White wins.



205. Duras. White’s bishop can occupy
the desired square in one move, but it takes
three moves for Black to do the same, and
even then he is hampered by his QNP.
This giv s White the opportunity toengaze,
or, to put it more accurately, to drive off
the defending piece.

1 B-B7 B-B7 2 P-K6 B-B4 3 P-K7
B-Q2 4 K-B5 K-NI 5 K-Q6 K-Bl
6 B-KG6!, and wins.

Ist variation: 4 ...
B-B3 6 B-Q5! etc.

2nd variation: 4 ... P-QN5 5 K-Q6
B-N4 6 B-Q5+ K-N1 7 B-B6 etc.

. .
J %% »

K-N2 5 K-Q6

206. Rinck. The black pieces appear to
be well in control of White’s pawns, but
a fine sacrifice still ensures that one of
them is queened.

1 B-K4! B-N1 (Black’s bishop is no
better placed than in the previous example)
2 P-Q5+ K-B3 (after 2 ... K-Q3 the
advance of White’s king is decisive)
3P-Q6 B-K3 (or 3 ... K-K3 4 B-Q5+
and wins) 4 B-BS5! (this drives off one
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of the defending pieces) 4 ...
5 P-N8=Q, and White wins.

",
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207. Selezniev. Exploitation of the pawn
advantage is no easy task, because after
1 B-R6! BXP 2 B-N7 BXB 3 KxB
P-N7 the black pawn also queens. White
must therefore find a better situation in
which to promote his pawn.

1 K-B7 K-B5 2 K-N8 K-Q6 (now is the
time to promote the pawn, for Black’s
king is in a geometrical relation with his
promotion square) 3 B-R6! (3 P-R8=0Q?
BXQ 4 KX B K-B7 leads only toa draw)
3 ... BXP 4 B-N7 BXB 5 KxXB P-N7
6 P-R8=Q P-N8=Q 7 Q-R7+, and
White wins.

208
+

V224

\

208. Herbstman. It is vitally important
for Black to control the long diagonal,
otherwise he cannot stop White’s RP.
A fight develops between White’s king and
the black bishop, and to all appearancesiit
ends in a victory for the bishop. But in the
end it is White who wins the day.
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1K-K3!B-B22K-Q4B-K1(2...P-R7
isclearly inadequate) 3 P-R7 B-B3 4 B-Q7!
BxB 5 P-R8=Q+, and White wins.

209 77 787
X

Y

209. Selezniev. This seemingly well-
balanced position hides a tactical point
which favours White, and enables him to
clinch the game.

I K-R6 B-B2 2 B-Q3 B-K3! 3 P-N5
B-N1 (at this point a draw seems inevit-
able, since the RP is adequately protected,
and the two bishops have roughly equal
mobility) 4 BXXP! (a bolt from the blue;
suddenly Black’s king is in danger) 4 ...
BxB (4 ... BXP is met by 5 P-N6 and
mate next move) S P-N6 BXP (5 ... B-N!
6 P-N7 mate) 6 KXB, and White wins.

3
787
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210. Selezniev. Both players can pro-
mote a pawn, and the issue is decided by
the poor position of Black’s king on the
... K1 square.

I P-B7 K-Q2 (or I ... B-Q2+ 2
B-B6/) 2 B-B5! KXP 3 BXB P-B7
4 P-N8=Q P-B8=Q 5 Q-QB8+, and

wins.

274

=

211. Selemiev. Black’s pawns obstruct
their own bishop, but the white bishop
still has to produce an extraordinary per-
formance to force promotion.

1 B-N7 B-R2 2 P-R6 K-N3(N1)! 3
B-R8! B-B7! (if 3 ... B-Q5 4 P-B7!
wins) 4 P-R7 B-R5 5 P-B7 B-N4+
(5 ... B-K2 6 B~B6!, and wins) 6 K-Q3
B-R37B-N7!(making roomand blocking
the diagonal) 7 ... KXB 8 P-B8§=Q+,
and wins. .

Variation: 1 ... B-B2 2 P-R6 K-N1i
(N3) 3 B-B8! B-N3 4 K-Q3 B-B7
5 P-B7+ etc.

»
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212, Kubbel. After a bitter struggle,
Black wins the white bishop for his passed
pawn, but it is a hollow victory because
the bishop’s capture stalemates his oppo-
nent,

1 B-Q6+ K-B2 2 B-B5 K-K3! 3 B-Q4
B-K84BXKP B-Q75B-N5K-B46 P-B4
BXxP 7 K-R5! BXXB stalemate.

A false trail: 3 K-N5? K-Q4! 4 B-N6
B-N8 5 B-R5 K-BS5, and Black wins.



213. Prokes. A draw looks likely in
view of the threat of I ... P-K6, but the
position contains a tactical point which
enables White to mount a mating attack.

I B-K2!P-N72 B-R5+ K-N13 K-R6
(threatening 4 P-B7 mate) 3 ... P-K4
4 B-N6 P-N8=Q 5 P-B7+ (forcing the
blocking of a fatal square) 5 ... BXP
6 B-R7 mate.

214 |
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214. Fahmi. (Theoretical ending).

Black’s positional advantage is obvious.
His bishop is able to attack the oppo-
nent’s pawns, while White can only “fire
into the air”, and is powerless to prevent
a break-through. A bishop capable of
attacking the opponent’s immobile pawns
is called a “good” bishop. In the endgame,
an advantage of this kind is usually deci-
sive. It underlines the necessity of giving
due consideration to the colour of the
squares on which pawns will eventually
become fixed. The following examples are
intended to throw more light on the prob-
lem of “good” and “bad” bishops.
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I ... B-R5! (threatening 2 ... BXP))
2 PxB P-N6! 3 PxP P-R7, and Black

w | FAE
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215. Selezniev. If it were Black to move
first, he could capitalize on his “good”
bishop by 1 ... K-K4 or 1 ... P-R3.
Positional disadvantages, however, can
sometimes be redressed by tactical means,
and this is what happens here. White
exploits the advantage of the first move,
acquires a strong passed pawn, and breaks
through, sacrificing a pawn in the process.

1 P-R6 PXP 2 P-B6! B-K3 3 P-B7!
(Black would win after 3 B-N3+ ? K-K4
4 P-B7 BXB+) 3 ... BXP 4 B-N3+,
and wins.

Variation: 2 ... K-K3 3 B-B5+ KXxP
(or3...KXB 4P—B7)4B><B etc.

216
+

216. Ivkov-Pomar (Wijk aan Zee, 1972).
A passed pawn, a more active king and the
weakness of the black pawns give White
such an advantage that Black has no hope

of a draw.
1 K-B5 K-N2 2 K-Q6 K-B1 3 P-QB4
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K-Ql 4.B-R5+ K=K1. 5 P-B5 B-Q5
6 P-B3 B-B7 7 P-N4 B-N6+ 8 K-B6
P-B49B-B3PxP 10PXPK-B211K-Q7
B-N1 12 K-B8 B-B5 13 P-B6 P-N3 14
K-Q7 B-N1 15 B-N4 PxP 16 PxP
P-K4 17 K-B8 B-R2 18 K-N7, and
Black resigned.
217
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217. Smejkal-Jakobsen (Raach, 1969).
Black’s KRP and KNP are fixed on
squares of the same colour as his bishop.
White first opens an important diagonal
for his bishop, enabling him to penetrate
towards the pawns.

1 P-Q6! K-KI (after I ... PXP+
2 KXP either White's king invades one
of the flanks, or Black sits idly by and
witnesses the capture of his pawns)
2 B-B4 B-B3 (the square ... KNI cannot
be defended) 3 B-N8 B-R35 (Black plans
to trap the “daring” bishop, but the price
will be too high) 4 BXP K-B2 5 PXP
K-N2 6 BXP! (the bishop has done its
duty, nowitisuptothepawns)6 ... KXB
7 K-Q6 K-B2 8 P-R5 K-K1 9 K-K6,
and Black resigned, since he has no
defence against K-B6, followed by the
advance of the KNP and XRP.

218. Portisch-Reshevsky (Palma de
Mallorca, 1970). 1 P-N4! B-N8 (Black is
forced to give up his KRP, since after
I ... PXP2 PXP the passed white KRP
would win easily) 2 PXP PxP 3 P-B4
K-Q3 (the winning reply to 3 ... B-N3is

4 P-B5 BXP 5 BXP, while after 3 .
BXP 4 BXPP-B35 B-N6 K-Q3 6 P-R5
K-K2 7 P-R6 K-Bl 8 K~B3 the penetra-
tion of White’s king is decisive) 4 BXP
K-K2 5P-R3 B-B46 K-B3 B-Q2 7 K-N3
K-BI 8 B~N4 P-B4 (Black is forced to put
this pawn, too, on a white square, other-
wise his bishop:would be imprisoned at
. K1) 9 B-K2 K-N2 10 P-R5 K-R3
]l K-R4 B—Kl (Black has apparently
succeeded in -erecting a fortress, but
White’s bishop, at the price of his KRP,
still breaks in and captures Black’s weak
pawns) 12 B-Q3! B-Q2 13 B-R6 B-K3
14 B-N7 B-Q2 15 P-R4! (zugzwang)
15 ... B-K1 16 B-B8 BxXP 17 B-Q7
(this wins more quickly than /7 BXUP)
. B-Q8 18 BXQBP K-N3 19 P-R5
K-B3 20 P-NS5, and Black resigned,
because after 20 ... B-R5 21 P-R6 he has
no effective defence against the threat of
22 P-N6.

219

219. Queckenstidt. Example 215 dem-
onstrated the folly of evaluating any



position in a stereotyped manner. Here too
it appears that after 1 P-R6 B-K1 Black
has the stronger bishop, and that White’s
adventurous pawn will be lost. White,
however, can still seize victory by exploit-
ing tactical opportunities.

2 P-N4! B-B3 (if 2 ... P-K5 then
3 B-N2 P-B4 4 QPXP B-B3 5 KPXP,
and wins) 3 B-N2! (a sacrifice with the
aim of blocking the long diagonal)
3 ... BXB 4 P-K4! P-B4! (a counter-
move to open the diagonal) 5 NP XP PXP
6 P-R7 PXP (threatening 7 ... PXP+,
opening the long diagonal) 7 P-Q4! (the
promotion of a pawn, originally planned
by blocking the diagonal, now takes on a
different form) 7 ... P-K6 8 PXKP
K-N4 9 P-K6, and White wins.

Variation: 4 ... P-BS 5 P-R7 PXP+
6 KXP P-B4 7 P-R8=Q BXP+ 8QX
X B+, and wins.

220. Selezniev. Only tactics can help in
strategically lost positions. 1 K-N6 would
be a vain bid for a draw, since after 1 ...
B-QS5, Black’s overwhelming advantage
on the Q-side would win. But a stalemating
combination can save the game.

1 P-N6 B-B4 2 B-B6! B-Bl 3 P-B5
PXP (3 ... PXB? 4 PXP, and one
of the white pawns queens) 4 B-K7! BxB
stalemate. 4 ... P-B5? would be bad,
because after S BXB P-B6 6 B-BS P-R4
7 K-N4 P-N5 8 PXP PXP 9 KXP P-N6
10 B-Q4 it is White who wins.
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Ist variation: 2 ... KXP 3 BxP
P-N3 4 B-K5B-B1 5P-N7BxP 6 BXB
P-N6 7 K-N6 P-N7 8 BXP+ KxXB 9
K-B6 P-R4 10 K X P, with a draw.

2nd variation: 1 ... B-Q52 P-B5 PxP
3 B-B6! B xB stalemate.

Vi1 BISHOPYV. BISHOP
(OPPOSITE COLOUR)

221. Fahmni. Even an advantage of two
or three pawns may sometimes be in-
sufficient to secure a win when bishops of
opposite colour oppose one another. Here
White would winif the whole position were
moved back one rank, but, as it is, Black is
able to prevent a dangerous pawn advance
by taking advantage of the stalemating
opportunity.

I ... K-RIt 2 P-N7+ BXP (2 ..
KXNP? 3 P-R§=0+, and wins) 3 P-B6
B X P 4 K < B stalemate.

A trap: 1 ... B-B6? 2 P-R8=Q+!
KxQ 3 P-B6 K-N1 4 K-K7 B-N5+
5 K-K8 B-B4 6 B-Q5+ K-R17 P-N7+,
and wins.

222. (Theoretical ending.) There are
two moves available to Black’s bishop 1o
parry White’s threat of P-K6+, but-anly
one of them secures a draw.

1 ... B-Q2! 2 K-K4 B-BI, and Wthite
can make no further progress, becauseiliss
king is tied to the defence of the BP,
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Black moves his bishop between ... QBI
and... Q2, until he is forced to sacrifice it
after P-K6+.

A trap: 1 ... B-N67 (this also looks
good enough to draw, since the KP cannot
advance) 2 K-B5! B-R7 3 K-Q6, and
White wins by P-K6+ and then P-B6.
If the pawns reach the sixth rank together,
the defending player can no longer hold
the draw (except against NP and RP).

223

223, Salvioli. (Theoretical ending.) In
cndings with bishops of different colours,
isolated pawns are normally more dan-
gerous than connected pawns! Here White
defends one of the pawns with his bishop,
when his king is free to ‘assist the other
one.

1 B-B3 K-Q1 2 K-K6 B-N5 3 P-B6
B-R4 4 P-B7 B-N5 5 K-B6! B-B6+
6 K-N6 B-N5 7 K-N7, and wins.

The greater the distance between the
pawns, the greater the chances of a win.
If, for instance, in this example White had
a pawn at K5 instead of the KBP, the

game could not be won. After plaving
1 K-K6 B-N5 2 B-B3 K-Ql 3 K-B7
B-R6 4 P-K6 B-N5, White could ad-
vance no further, because the black king
controls both pawns.

224. Rinck. Black would win in spite of
the opposite coloured bishops, were it not
for the stalemate opportunity.

1 K-R3 K-B6 2 B-N1 (otherwise 2 ...
B-B7 wins the QP) 2 ... B-B7 3 P-Q4
B-B4+ 4 K-R2 B-N5 (White is in zug-
zwang, yet he still has a useful move)
5 B-B2! KX B stalemate.

225

225. Nyeviczkey. In this position the
outcome is decided by the fact that,
while the black bishop is required to make
two moves, White’s bishopisstrongenough
where it is, and therefore his king can
join the fray sooner than Black’s.

1 P-K6! B-N4 2 K-R3 B-K2+ 3 K-R4
K-Q6 4 K-N5 K-B6! 5 K-B6! (now the
black king cannot capture the NP with
impunity) 5§ ... KXP 6 K-Q7 B-B4
7 P-K7+, and wins.



A trap: 1 B-B4+? K-B6 2 P-K6
B-N4 3 K-R3 B-K2+ 4 K-R4 K-K5
5 K-N5 B-B4 6 K-B6 K-K4 7 K-Q7
K-B3, with a draw. White lost a tempo by
giving check with his bishop.
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226. Rubinstein-Griinfeld (Karlovy Vary,
1929). The seemingly natural move is
1 P-R7, yet, had White chosen that line,
he would have been disappointed, because
after 1 ... BXP2KXB K-Ké6 3 B-NI
K-Q7 4 K-N6 K-B8 5 B-Q3 K-Q7 the
game is drawn by repetition of moves.
Therefore White did not rush ahead with
his pawn advance, but instead tucked his
bishop safely away, thereby gaining a vital
tempo.

1 B-N1! B-Q5 2 P-R7 BXP 3 KXB
K-K6 4 K-N6 K-Q7 5 K-B5 K-BS
6 B-Q3 K-Q7 7 K-B4 P-B7 8 BXP
KX B 9 K-Q5, and White won.
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227. Maréczy-Pillsbury (Munich, 1900).
As long as Black’s KBP remains on the
board, he has a chance of winning.
White therefore makes a sacrifice to elimi-
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nate this pawn, thereby reaching a theoret-
ically drawn position.

1 P-K6! PXP 2 PXP BXP 3 K-K5
B-N64 K-Q6 P-B5 5 K-B5 K-B4 6 K-N4
P-R7 7 K-R3 K-K5 8 K-N2 K-Q6 9
K-R1!. Draw.

228
+

228. Kazantsev. This example illustrates
a surprising idea in a game-like position.
White’s bishop takes up position on a
corner square, in order to open the way
for the king’s fastest possible interven-
tion.

1 B-R8! BXP 2 K-N2 K-N2 3 K-B3
B-B4 4 K-Q4 K-B3 5 K-K5 K-Q2 6
K-B6 K-K1 7 K-N7 (the reason behind
White’s first move now becomes clear;
it was the only way to shut out the black
king from the rest of the battle) 7 ... P-K4
8 P-R6 P-KS 9 P-R7 P-K6 10 K-Ré6
P-K7 11 B-B3, and White wins.

Variation: 2 ... P-K4 3 K-B3! B-N8
(after 3 ... B-K5 the black pawn can
simply be taken) 4 K-B4 K-N2 5 K-Q5
K-B2 6 K-K6 K-Q1 7 K-B7 etc.

A trap: 1 B-R3? BXP 2 K-N2 P-K4!
3 K-B3 B-K5! 4 K-Q2 K-N2 5 K-K3
B-B4 6 B-N2 K-B3 7 BXP K-Q4 8 K-B4
K-K3 9 B-N2 B-B7 10 K-N5 K-B2,
with a draw.

229. (From the analysis of the Portisch-
Besser game, Halle, 1967). White can
win only if his king assists the QBP. But to
do this he must defend his RP with his
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bishop. which allows the black rook’s
rawn to advance. Even so...

1 B-Q3! P-R4 2 K-B6 P-R5 3 K-Q7
P-R6 4 P-B6 P-R7 (if 4 ... B-K4 then
5 B-BI P-R7 6 B-N2, and Black cannet
prevent the loss of a piece. Of course,
White could not win if the KBPs were not
on the board. We cun see that, in endings
with bishops of opposite colour, the
creater the number of pawns, the better
the winning chances) 5 P-B7 P-R8=Q
6 P-B8=N=! K-N1 7 P-R7: K-\2
S K -K4-+. and Wkhite wins.

230. Euwe-Yanofsky (Groningen, 1946).
Black cannot accept the bishop sacrifice,
as this would delay his occupation of the
long diagonal. For this reason he must
give up another pawn which, if followed up
accurately, could have saved the game.

1 ... B-Q6! 2 BXP BXP 3 P-R6
P-B4 4 BXP P-R4! (not 4 ... K-K3?
5 K-B2 K-Q4 6 B-B8! P-N3 7 B-R6!
K-B5 8 P~KN+4, and wins) 5 K-B2 B-Q6!
6 P-R7 B-K5 7 P-KN3 K-K3 8 K-K3

K-B4! 9 B-B8 P-N3 10 K-Q4 B-N7 11

K-B5 K-K3 12 K-N6 K-Q2, with a
draw.
In the actual game 8 ... B-N7? was

plaved, and after 9 K-B4 P-N3 10 P-KN4
PP 1l KXP B-R8 12 K-N5 K-B2
13 B-Q4 B-N7 14 P-R4 B-R8 15 P-N4
B-N7 16 P-N5 B-R8 17 B-B6 B-N7
18 P-R5!{ PXP 19 K-B5 Black resigned,
because the white king penetrates to QB7.

231
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231. Foltys-Szab6 (Prague, 1951).
White’s bishop cannot move, and his king
has to waste valuable time in coming to
its assistance. By sacrificing his bishop,
Black is then able to queen a pawn.

1 ... K-K3 2 K-B3 P-R4! 3 KxB
P-N4 4 K-B2 P-R5 5 PXP PXP etc.
White’s king is outside the pawn’s square,
and his bishop is unable to reach KB4.

232

232. Krénosz-Vords (Budapest, 1952).
This position introduces a king in the
role of active hero. The outcome of the
game is decided by his intervention.



1 P-Q6! (paralysing the black bishop)
1...K-B2(after] ... K-R32 B-QI the
black king has to retreat) 2 B-K4! B-N3
(after 2 ... K-K1 3 B-B6+ the king is
again repulsed) 3 K-B3 B-R2 4 B-B6
B-N1 5 P-Q7 K-K2 6 K-K4 B-R2 7
K-Q5 B-N3 8 P-Q8=Q+! (the scene
is set for the final assault) 8 ... KXQ
9 K-K6 K-B2 10 B-K4 B-R4 11 KXP
K-Q3 12 K-N7 B-Ql 13 P-B6, and White
wins.

V1. BISHOP OR KNIGHT ?!

233. Claparéde-Grob (Correspondence
game, 1950). Black twice offers the sacri-
fice of his knight, in order to open the
way for his king to the safety of the corner
square.

. N-K4! 2 B-K6 (after 2 KXN the
black king reaches ... KR1, while 2 P-R6
loses the pawn to 2 ... N-N4+) 2 ..
N-B2! 3 K-N6 K-N1 4 BXN+ K-RI,
with a draw.
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234. Fischer-Taimanov (Vancouver,
1971). Utilizing the fact that KRS8, the
pawn’s queening square, is of the opposite
colour to White’s bishop, Black could have
drawn in two ways: 1 ... N-Q6 2 P-R4
N--BS 3 K-BS5 K-Q3!, and by sacrificing
his knight, Black’s king reaches the corner.
Orl...K-Q32 B-K2 N-Q2+ 3 K-B7
K-K4 4 P-R4 N-B3, with a draw.

Instead of either of these, Taimanov
carelessly played 1 ... K-K57, and after
2 B-B8! K-B5 (2 ... N-Q6 is met by
3 B-BS5+, while if 2 ... N-B6, then
3 B-N7+) 3 P-R4 N-B6 4 P-R5 N-N4
5 B-B5! N-B6 6 P-R6 N-N4 7 K-N6
found himself in zugzwang. The knight
cannot hold the pawn, and after 7 ...
N-B6 8 P-R7 N-K4-~ 9 K-B6 Black
resigned.

235, Zakhodyakin. Black would have no
trouble if his king could occupy ... KN2,
when he would be immune-to the white
bishop’s attempts to drive him off. But
the black knight is not safe either, and it is
this that White exploits, by pursuing the
knight, and forcing it to block ... KN2.
The rest of the fight is a very fine and
instructive example of tempo play, which
ends in zugzwang for Black.

1 K-B5! N-B2 2 K-Q6 N-K1+ 3
K-K7! N-N2 (if 3 ... N-B2?, then
4 K-B7 followed by 5 P-N6, and wins,
but now the knight blocks its king’s
access to the important square ... KN2)
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4 B-N6! (the noose tightens) 4 ... K-N1
5 B-B7+ K-R2! 6 K-B6 K-R1 7 K-K5!
(7 K-N6? N-K3, with a draw) 7 ...
K-R2 8 K-K43!(a necessary loss of tempo,
to ensure that the king reaches K\’4 at
the right time) 8 ... K-R1 9 K-B4 K-R2
10 K-N4 K-RI1 ll P-N6!, and Black is
forced to give up his knight.

236

236. Reshevsky-Ivkov (Pulma de Mal-
lorca, 1970). After 1 B-R3! Bluck resigned,
since after any move he quickly ends up
in cigowang.

. K-R3 2 B-Bl+ K-R4 3 B-B4!
etc.

1...K-B12B-Q7, and wins.

1...K-R42 B-N4 K-N4 3 B-K2—+
K-B4 4 B-B4! N-B3 5 P-N7, and the
pawn queens.

237

237. Selemiev. By giving up his knight
for the NP, White would achieve a theor-
etically drawn position. Black prevents
this, but only succeeds in giving stalemate.

1 N-Q2+ K-K7 2 N-N1! B-Q4+
3 K-R1 P-R7 4 N-B3+ (a sacrifice which

completes the rescue operation) 4 ...
P N stalemate.

A trap: 4 N-R3?P-N6!5 N-N5 K-Q6
6 N-B3 K-B7 7 N-R4 B-B3 § N-N2
B-N4 9 N-B4 K-B8 10 N-N2 K-Q7/,
and Black wins, because the knight is lost,
but there is no longer a stalemate.
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238. Selezniev. Black has a three-pawr
advantage and a good position; what hops
can White have of escaping defeat? It is
a stalemating combination, which crowns
a struggle of changing fortunes and mount-
ing tension.

1 N-R5P-N7 2 N-B4 P-N8=N!(Black
could not promote to a queen because of
the knight fork, but now he threatens mate)
3 N-K2+! K-Q7! (capturing the knight
gives stalemate) 4 NXN K-K6! (the
knight is encircled) 5 N-R3! (it still man-
agesto breakout) 5 ... BXN stalemate.
Capturing the knight is obligatory, other-
wise the black pawns fall after 6 N-B4.
Two stalemate positions in the middle of
the board, with minimal material, is a rare
achievement.

239. Kling and Horwitz. (Theoretical
ending.) Victory depends solely on the
effective blocking of the bishop’s approach
to the queening square.

1 K-K7!K-R22 P-B7 B-R6+ 3 K-K8
K-N2 (threatening 4 ... K-B3, providing
adequate cover of ... K2) 4 N-B4!
B-N5 (4 ... B-B4 5 N-N6! B-03 6 N-Q5
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comes to the same) § N-K3! B-B4 6 N-Q5
B-Q3(B1) 7 N-K7, and White wins.

Variatjon: 1 ... B-R6+ 2 K-K8 B-BI
(or 2 ... B-B4 3 N-N6, and wins) 3
P-B7+ K-N2 4 N-N6! B-Q3 5 N-K7
etc.

A trap: 1 P-B7+? K-N2! 2 K-K7
B-R6+ 3 K-K8 K-B3, with a ‘draw,
because the bishop cannot be exclud-
ed from the defence of ... K2.

As demonstrated by Fine, White wins
only because his pawn advances to B7 with
check. If the black king were at ... KR1,
White could not play 1 K-K7 because of
1 ... BXN 2 P-B7 B-N2. Only 1 P-B7
would be feasible, after which 1 ... K-N2
leads to a draw, as shown above.

240. Kosek. (Theoretical ending.) When
the weaker side’s king is remote from the
action, the knight can block the bishop’s
path, allowing the pawn to advance un-
hindered.

1 N-Q6 B-N8 2 P-B6 B-N3 3 K-K6
B-B2 (essential, in view of the threat of
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4 K-Q7 and 5 N-B4!, driving off the
bishop) 4 K-Q7 B-N1 5 N-N5 K-N7
6 N-B7 K-B6 7 K-B8 B-K2 8 N-N5 B-N3
(if8 ... B-K6, then 9 N-Q6 B-N3 10 N-B4
B-B7 11 K-Q7 B-N6 12 N-Q6 etc.) 9
N-Q6! followed by 10 N-B4, and White
wins.

A trap: 9 K-N7? B-Ql 10 N-R3
K-K5 11 N-B4 K-Q4, with a draw,
because White does not have time to drive
off the bishop.

241
+

241. Selezniev. It would be a mistake for
White to attempt to keep his BS pawn,
for after 1 P-B6? B-B5+ 2 K-N7 B-R7
3 P-B7BXP 4 KXBK-B45K-K7P-K5
6 P-B4 P-K6 his other pawn would also
be lost. White therefore has to eliminate
the black pawn immediately:

1 K-K6! B-Bl+ 2 KXP BXP (the
pawn has to be taken, since with two
extra pawns the win is -very simple)
3 P-B4+ K-N3(NS5) 4 N-R4(K3)+, and
White wins. Checking with the pawn
allowed his knight to make this fork.

242. Berger. The blocking of the bish-
op's approach is often a decisive fac-
tor. Sometimes the opponent himself can
be forced to set up the barrier.

1 P-B5 B-NS8 (the bishop can avert the
threatened pawn break-through only from
... K5) 2 N-K6! (a sacrifice, which opens
the way for his BP, and also forces the
opponent to block his own access route)
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2...PN(@... B-R51ailsto the knight
fork) 3 P-B6! B-K> (3 ... B-B{4 P~ P
ete.) 4 P-B7L ard White wins.

243. Selezmniev. !f White wants to win,
the black pawn guarding the knight must
be eliminated. It follows that the black
king must first be driven out.

I B-B6! (tbis move has a paralysing
effect; Black can move only his king for
the remainder of the contest) 1 ... K-Qli
2 K-B5! (bearing the opposition in mind,
and also remembering that Black’s king
has to be given room to breathe, for after
2 K-B6? ¥N-Bl! the impending stalemate
threat allows onlv the promotion to a
knight, which is insufficient to win) 2 ...
K-K2 (2 ... K-B! comes to the same)
3 K-K5 K-B2 4 K-Q4 K-K3 5 K-BS
K-K2 6 B-B3 K-Q2 7 B-N4—- K-K2
8 K-B6 K-Q1 9 K-N7, and wins.

244, Rinck. The long-striding bishop
is better suited than the knight for the
containment of passed pawns which set
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off the same distance from home. Yet
Black's knight would catch up with the
pawn in this instance, were it not for the
bishop driving it in the wrong direction.
1 P-R5 N-K5 2 P-R6 N-B3+ 3 K-RS$
N-KT (if 3 ... N-Q2, the sacrifice would
be offered on QBS) 4 B-Q6! NXB 5
P-R7, and wins.
Variation: 1 .
B-B3 N-K5 4 P R7 NXB 3

P-Q35 6 Q-Q5— etc.

77
//////

. P-N52 P-R6 P-N6 3
P-R8=Q

245
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245. Selezniev. The activity of the two
minor pieces is limited to one move each,

but their consequences arc radically
different. So as to save its king from mate,
the knight offers itself as a sacrifice.
White acceptsit,and in turn sacrifices his
bishop to lure the opposing king onto an
unfavourable square.

1 K-N5! N-N3(forced, since after I . ..
P-N7 2 P-B8=0Q P-N8=0Q, there follows
3 Q-B6 mate) 2 KXN P-N7 3 B-Q4!
KXB 4 P-B§=Q P-N8=Q 5 Q-QB5+,
and wins.



1st variation: 3 ... P-N8=Q 4 BXQ
P-R75B-Q4! KXB6P-B8§=QP-R8=Q
7 Q-KR8+ etc.

2nd variation: 3 ... P-R7 4 P-B8=Q
P-R8(N8)=Q 5 Q-B6+! KxXB 6
Q-B6(B5)+ etc. In all the three variations
Black’s king is lured into a geometrical
relation with his queen

246. Selezniev. Black’s knight is in
danger of being cut off, but its escape spells
disaster for his king.

1 K-N5 N-NS5 (after / ... KXP2KXP
the knight has no further role to play)
2 KXP NXP (there is nothing better)
3 K-K6 N-B3(N3) 4 B-R5(N5) mate.

%%// /
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247. Kubbel. The bishop must be liber-
ated in order to stop Black’s passed pawn.
By threatening mate, White opens the
bishop’s diagonal, and gains a very im-
portant tempo. Although he is left a piece
down after the initial skirmish, he is later
able to force stalemate.

1 P-K7! (threatening 2 K~-K6 and mate)
1 ... KxXP 2 K-K5 P-R7 3 B-Q5
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P-R8=Q 4 BXQ NxB 5 K-B5 K-B2
6 K-N4 (threatening 7 K-B3, trapping the
knight) 6 ... N-B7+ 7 K-RS! (not only

threatening the pawn, but also entering
. K-N2 stalemate.

a stalemate nook) 7.

248

248. Fiistér-Florian (Hungarian Cham-
pionship, 1951). The outcome of the game
turns on the weakness of Black’s BP.
His king cannot arrive in time to defend it.

1 N-B8 K-QI 2 NxP! (an offer which
cannot be accepted, in view of 3 P-B7)
2 ... K-KI3N-K5B-N64NxXPBxXN
5 P-N6, and wins.

"'}///

249. Selezniev. Instead of fleeing, the
knight captures the RP in order to drive
the other one onto the wrong file. White
can then exploit his passed pawn and force
stalemate.

I N-N6+ K-B32 N3«
K-N4 4 P-N7! B-K4+ 5
stalemate.

A trap: 2 N-B§? B-Bl 3 P-N6 (after
3 N-R74+? K-N3 4 NXP KXN 5 P-N6

\-N5 Black’s material advantage is now

PIPXN 3P-N6
K-R3! BxP
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decisive) 3 ... K-N2 3 K-B3 P-N3+!
5 K-B4 P-N6 6 P <P P-R6! 7 N-Q6—~
K-NI1, and the black pawn cannot be
stopped.

7%,
»
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250. Paoli. Capitzlizing on his material
advantage 13 not an easy task for White,
because after 1 P-N3 K-N5 2 N-K2
B-N3+! 3 K-N2 B-B2 4 N-B4 (or
3 K-R2 B> P+, withadraw)4 ... B-Q3
White has no useful move, since 3
K-B2(R2) BN cor 5 NXP B:<P leads
onlto a draw.

\White therefore dees not try to maintain
his material advantage, but rather ex-
changes it for a positional advantage:
1 K-N3!B-B2+ 2 K-R3 B-N6 3 N-N3!
BXP (otherwise 4 P-N4 mate) 4 P-N4+
KxP 5 N-Q2!, and wins. Black is in
zugzwang, and his bishep can only move
into a fork.

251 |
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251, Kubbel. By a sacrifice, White blocks
the black king’s escape, and the subsequent
mating threat forces him the wrong way.

1 P-B6! PXP 2 K-N3! (threatening

3 P-R4 and then mate by the knight)
2 ... K-N4 (or 2 ... B-B4 there follows
mate in two, while after other moves by
the bishop it is simply lost) 3 P-R4+
K-B4 4 N-Q74+ K-Q5 5 NXB K-K6
6 N-N6 K-B7 7 K-B4 KXP 8 K-B5,
and White wins.

252. Selezniev. Some very fine sacrifices,
which allow the activation of the white
king, decide the outcome of this game.

1 K-N4 K-B1 2 K-R5 K-Q1 (the time
has come for the knight to sacrifice itself,
but on which square?! If 3 NxXQBP, then
3 ... KxXN 4 K-N6 K-QI 5 K-B7 K-Q2
6 K-N8 K-K2 7 KXB K-B2 stalemate,
while 3 NX KBP is even worse, for after
3 ... BXN 4 K-N6 K-K2, Black wins)
3 N-NT7! (drawing the bishop away from
the queening square) 3 ... BXN (the
capture is forced, as otherwise 4 K-N6
wins) 4 P-R8=Q4-! (this is the point;
4 K-N6? B-RI leads only to a draw)
4 ... BXQ5K-N6 K-K2 6 K-R7 K-B2
7 KxB K-Bl 8 K-R7 K-B2 9 K-R6,
and White wins.




253. Troitsky. Black threatens to queen
a pawn and give mate, White defends with
great artistry: first he immobilizes his
own knight, and then forces stalemate.

I N-K5 P-R7! 2 N-Q3+ K-Q7! 3
N-B2 BxP 4 N-RI! B-B5+ 5 K-B2
BXP stalemate.

Atrap: 1 K-NI?P-R7+ 2 KXPP-B7
etc.

The preceding examples have demon-
strated the main features of the struggle
between bishop and knight. If he has
followed the positions attentively, the
reader will have drawn certain conclu-
sions regarding the strength of the two
pieces. We have seen that the long-range
bishop is particularly useful against enemy
passed pawns or in open positions, while
the knight's strength lies in its tactical
ability in closed positions. The next four
examples are fought between evenly-
matched forces, with several pawns on each
side. In them we see that the positional
advantage of one of the minor pieces
suffices for victory.

254. Spassky-Fischer (Santa Monica,
1966). Black’s knight is pinned down by
the passed KRP, so essentially White has
an extra piece on the opposite flank, where
in the end he wins the QRP.

1 K-Q3! K-K4 2 B-R8 K-Q3 3 K-B4
P-N5 4 P-R4! N-N1 5 P-R5 N-R3 6
B-K4 P-N6 7 K-N5 N-N1 8 B-N1 N-R3
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9 K-R6 K-B2 10 B-R2! and Black res-
igned.
Fischer, who as a rule prefers the bishop
. Que Teathn
to the kn‘xg y mlﬁt?ave felt uncomtort-
. CpdAl o . .
able in tj‘ng ending. But in the following
cxample fie shc’cessfuﬂ} Qemonstrates all
the advantages of the bishop over the
2
>
A/

knight.
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255. Fischer-Taimanov (Vancouver,
1971). This example clearly illustrates the
superiority of the bishop over the knight
in an open position. The pawn position is
almost symmetrical, but the fact that
Black’s KNP can be attacked by the bishop
and the fact that Black is unable to exer-
cisesufficientcontrol over the light squares
on the Q-side, are in White’s favour.
The American grandmaster exploited his
positional advantage in masterly fashion.

1 K-Q3 N-K2 (Black is forced to move
his knight, and thus open up the bishop’s
path towards the weak KNP, for he was
threatened with 2 BXN KXB 3 K-B4,
when the pawn ending is lost) 2 B-K8
K-Q4 3 B-B7+ K-Q3 4 K-B4 K-B3
5 B-K8+ K-N2 6 K-N5 N-Bl 7 B-B6+
K-B2 8 B-Q5! N-K2 (8 ... N-Q3+
9 K-R6 N-KS 10 B-B7 NXNP 11 BXP
K-B3 12 B-K8+ K-B2 13 K-R7 N-X7
14 BXP NXKBP 15 B-B7, and the ad-
vance of the rook’s pawn decides) 9 B-B7
K-N2 10 B-N3! (The purpose of ihis
tempo move is to penetrate with the king
to QR6. If now 10 ... N-BI, then 17
B-Q5+ wins) 10 ... K-R2 11 B-QI

Z 9
/-7
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K-N2 12 B-B3+ K-B2 (forced, since
after 12 ... K-R2 13 B-N2 the knight
has to move, and White’s king breaks in
thmough QB6) 13 K-R6 N-N1 14 B-Q5
N-K2 )5 B-B4! N-B3 (/5 ... K-B3
I6 B-N5+ comes to the same thing)
16 B-B7 N-K2 17 B-K8! (zugzwang)

7 ... K-Q1 18 BxP! NXB 19 KXP
K-Q2 20 KXBP N-K2 2T P-QN4 PXP
22 PXP N-Bl 23 P-R5 N~-Q3 24 P-N5
N-K5+ 25 K-N§ K-BI 26 K-B6 K-N1
27 P-NG6, and Black resigned.

36| 7 7 )
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256. Henneberger-Nimzowitsch (Winter-
thur, 1931). A mere glance at this position
is enough to tell us that the bishop,
imprisoned as it is by its own men, is
worth considerably less than the opposing
knight. The only question is: where will
Black’s break-through come ?

1 ... N-N4! 2 B-Q2 N-R6 3 B-BI
(3 B-KI loses immediately to 3 ...
N-B7+ 4 K-02 NXB 5 KXNK-K5
6 K-K2 P-R6!) 3 ... N-N8 4 B-N2
P-R6! 5 B-R1 (a wretched position for a
bishop!) 5§ ... K~-Q3 6. K-K2 K-B3!
(triangulation) 7 K-Q1 (if 7 K-K3, then

.. K04 8 K-B2 N-Q7, followed by
9 ... N-N6!, winning) 7 K-Q4
8 K-B2 K-K5 3 KXN K-B6 10 B-N2!
(the sole chance of counter-play) 10 ...
PXB 11 P-R4 KXP 12 P-R5 K-R7
13P-R6 P-N6 14 P-R7P-N715P-R8=Q
P-N8=Q+ 16 KXP Q-N7+ 17 QX Q+
KxQ 18 K-R3 K-B6 19 K-N4 KxP

20 KxP K-K621 P-Q5 PXP+ 22 KXP
P-BS5, and White resigned

257

257. Reshevsky-Woliston (USA Cham-
pionship, 1940). Black’s protected passed
pawn is quite worthless, whereas White
has K4 as a strong base for his pieces.
Black’s bishop is passive, and his pawns
are weak. A decisive break-through is in
the offing on the K-side, but White first
secures the opposite flank.

1 P-R3! K-B3 (I ... K-B5 2 N-Q2+
K-B4 3 P-N4+ K-B3 4 N-B3 comes to
the same thing) 2 P-N4 B-BI (the king
cannot move, since it must guard against
a break-through at ... Q4) 3 P-NS§!
RPXP 4 N-R2! B-N2 5 N-N4 K-Q3
6 P-R6 B-R1 7P-R7 B-N2 8 N-R6 K-K2
9 K-QS, and after capturing the QNP
White wins without difficulty.

Variation: 1 ... P-NS (this is what
happened in the actual game) 2 P-R4
P-N6 3 N-Q2 K-N5 4 P-R5 KxP?
(an oversight, but Black’s position is in
any case bevond repair. For instance:
4 ... B-B2 5 P-R6 B-N3 6 K-Q5 K-N4
7 NXP KXP 8 N-Q2 K-N4 9 N-K4,
and wins) 5 N-B4+, and Black resigned.

Vil THE T O BISHOPS
258. Euwe. (Theoretical ending.) The

strength of the two bishops is well dem-
onstrated by this simple ending. What



r’

cannot be done with a single bishop
(we know that the position would be drawn
if the two dark-squared bishops were not
on the board) is no trouble at all with
two. White only forces the exchange of the
dark-squared bishops when mate is at
hand.

1 P-R4 B-B6 2 K-N4 B-N7 (Black’s
bishop guards the long diagonal) 3 K-NS
K-N2 4 P-R5 B-B6 5 P-R6+ K-RI
6 K-N6 B-K4 7 B-QB5 K-N1 8 B-B4+-
(8 P-R7+? K-Rl, with a draw) 8 ...
K-R1 9 B-B8 B-Q5 10 B-N7+ BxB
11 P XB mate.

259
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259. Dalké-Fazekas (Szolnok, 1951).
Two bishops can, in some cases, win
without pawns against one minor piece.
In this example Black missed the oppor-
tunity of ridding himself of his bad pawn,
by offering to sacrifice it at ... KN4.
This would have given his king enough
freedom. Instead, White pushes the black
king into the corner, where he delivers the
coup de grdce.

The Two Bishops 83

I B-N5! B-Q6 2 B-Q5 B-B7 3 K-B7
B-Q6 4 K-B8 B-B35 (otherwise 5 B-\N§ -
followed by mate) 5 BXB K-R1 6B-Q5
K-R2 7 B-N8+ K-R1 & B-B6 mate.

Ly,

260. Kling and Horwitz. (Theoretical
ending.) Two bishops generally win against
a lone knight. The weaker side has to
defend himself not only against the con-
centrated drive against his king, but also
against the possibility of his knight being
encircled. Endgame specialists are of the
opinion that the weaker side can draw
only if he is able to position his knight
at ... KN2 and his king at ... KN3
or ... KB2 or on the corresponding
squares in the other three corners.

1 B-QN4 N-R2 2 B-B3 K-KI (even
worse is 2 ... K-NI 3 B-Q5+ K-B{
4 K-N6, while after 2 ... N-BI the
knight is quickly lost: 3 B-R5+ K-NI
4 B-K8! K-R2 5 K-B6 K-R3 6 B-Q2+
K-R27 B-N4 K-N18 B-B7+)3B-KR54
K-B1 4 K-N6 K-N1 5 B-KN4! N-Bl 4
6 K-B6 N-R2+ 7 K-K7 N-N4 8 B-B6
N-K5 9 B-K6-+ K-R2 10 B-B5+ K-NI
11 B-R4 (stalemate has to be avoided, of
course) 11 ... N-B6 12 K-K6 N-N4
13 B-KB2 N-B2+ 14 K-Q7 N-N4
15 B-Q3 N-B6 16 B-Q4, and the knight is
lost.

Ist variation: 1 ... N-Q2 2 B-Q5+
K-N2 3 B-B4 N-Bl 4 B-B3+ K-R3
5 B-B7 N-R2 6 B-K8 N-Bl 7 B-N2
N-R2 8 B-Q4 N-Bl 9 K-B6 N-R2+
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10 K-B7! N-N44 11 K-N8 N-B6 12
B-K3+ N-N4 13 K-B8!, and again
White captures the knight. )

2nd variation: 1 ... N-N1 2 B-Q5+
E-N2 3 K-N5 K-R2 4 B-B8! K-R1 5
BXK4, and wins.

261. Nyeviczkey. White has to give up
his pawns, but he still wins, because
Black’s king comes under the cross-fire
of the white bishops, from which he can
extricate himself only at the price of heavy
material loss.

1 B-Q5 K-B6 2 BXNP KxP 3 B-B3!
KXP 4 B-Ql+ K-R4 5 B-B7+4 K-NS5
(5 ... K-R3? 6 B-N6, and mates) 6
BXxP+, and wins.

Variation: 1 ... P-N8=Q 2 B-R7+
K-B6 3 BxQ KxP 4 B-N3! K-R4
5 B-N6+ K-N5 6 P-R5, and White wins;

262
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262. Botvinnik-Bronstein (World Cham-
pionship Match, 1951). In spite of being
a pawn down, White’s superiority is
decisive, and his next move puts Black in
zugzwang.

1 B-NS5! After pondering over the posi-
tion at length, Black did not even attempt
to hold the position, but resigned. Indeed,
after the only possible continuation,
1 ... N-B3 2 BXQP N-Q3 3 B-B3, the
passed pawn and the weakness of Black's
pawns must suffice for a win.

263 |

263. Flohr-Veltnander (Tartu, 1950).
Black is troubled not only by his oppo-
nent’s pair of bishops, but also by the
weakness of his own pawn position. If
his pawn at ... KB4 were at ... K3, he
would have reasonable drawing chances.

1 K-B1 (the first task is to centralize
theking)1... B-B22P-N3P-N33K-K2
B-Q3 4 K-Q3 N-B2 (Black has succeeded
in defending the break-through points,
and to increase his advantage White has to
advance his pawns) 5 P-QR4! K-B1 6
B-B6 P-QR3 (were this move to be post-
poned, White would stabilize the Q-side
pawns by K-B3 followed by P-QN4-N5,
and would then prepare a break-through)
7 K-B2 K-K1 8 B-Bl K-Q2 9 B-KN2
P-KR4 (an unnecessary weakening; in
such endings the pawns stand best on their
initial squares) 10 K-Q3 B-N5 11 B-Q4
P-QN4 12 B-QN7 (not /2 PX P? as after
12 .., PXP the QNP would be less of a
weakness than the QRP is now) 12 ...
PXP 13 PxP B-K8 14 P-K4! (This
reveals the structural weakness of Black’s
pawn position. When playing with a pair
of bishops, it is always important to open



up the position at the right moment)
14 ... PXP+ 15 KXP B-N5 16 B-N6
N-K3 17 K-Q5 N-B2+ 18 K-K5 (sim-
plifying into an ending with opposite-
coloured bishops would hardly be sufficient
for a win) 18 ... B-K2 19 P-R4 P-B3+
(this weakening move is unavoidable,

since after the passive 19 ... B-QI 20
B-K3 White threatens 2/ B-N5. An im-
portant aspect of exploiting a pair of
bishops is that the game can always be
simplified into an advantageous bishop
v. knight or a favourable bishop ending)
20 K-K4 B-Q3 21 K-B3 K-K3 22 B-B8+
K-B2 23 B-R5 P-N4 (against passive
defence, White would move his king to
QB4, threatening to exchange the dark-
squared bishops) 24 K-K4 PXP 25 PxP
K-N3 26 B-N6 N-R! 27 B-Q4 N-B2
28 B-Q7 B-NS5 29 B-N6 B-Q3 30 B-RS5
K-N2 31 B-BS K-N3 32 P-B4 K-N2
33 B-R3! K-N3 34 P-B5+ K-B2 35 B-BI
K-K2 36 B-Kl1 B-K4 37 B-K2, and
White wins.
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264. Gheorghiu—Olafsson (Athens, 1969).
1 P-N4! (limiting the mobility of Black’s
K-side pawns) 1 ... B-N2 (/ ... N-BS
was perhaps better, although after 2B-QB1
a subsequent ... P-QR4 will involve a
pawn sacrifice) 2 K-B2 P-B4? (an un-
necessary weakening of his position. It is
true that it gives him temporary control of
... K5, but it also gives White the oppor-
tunity of play against the KBP) 3 P-R3!
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K-B24 B-Q3 B-Q45B-B3! B-N26 B-K1
B-Q47 K-N2B-B5 8$B-B2B-Q49PXxP!
PXP 10 B-KN3 N-B5 11 K-B2 N-Q7
12 BXP BXP 13 B-B8 B-B3 14 B-K5
N-K5+ 15 K-K2 P-N4 16 BXP B-Q2
17B-QN7N-B3 18 B-N2 B-B419 BX N!
KXxB 20 P-K4 B-K3 21 K-K3 B-BS5
22 B-B3, and Black resigned.
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265. Petrosian-Gurgenidze (Tbilisi,
1956). A pair of bishops is particularly
powerful when the pawn position is asym-
metric and there is the possibility of creat-
ing a passed pawn. In this position Black
cannot make any use of his Q-side pawn
majority, whereas White can create a
passed pawn on the opposite wing.

1P-BS!PXP+ 2BXPN-N23B-N5+
K-B2 (after 3 ... XK-K4 the bishop would
again retreat, when the advance of the
KRP would be even more dangerous)
4 B-Q7! N-K3 (Black can do nothing
against the threat of P-R5 and B-Q8)
5 BXN+ (the simplest: White simplifies
into a won bishop ending) 5 ... KXB
6 B-Q8 P-RS 7 BXP (denying Black the
chance of creating a passed pawn after
7 PXPP-O6)7 ... P-Q48 PXP+ KxXP
9 K-B5 PXP 10 PXP B-K6 11 P-RS,
and Black resigned, since after 11 ...
B-Q7 12 B-Q8 K-Q3 13 B-N5 the &3-
change of bishops is forced, when the pawn
ending is a straightforward win.
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1X. MINOR PIECES IN OPPOSITION

266. Prokes. Black’s knight has only one
escape route, one which involves blocking
in his king. As a result he gets into zug-
zwang, the outcome of which is a dis-
covered double attack,

1 K-Q2 N-N7 2 K-B2 N-R5 3 K-N3
K-R4 4 N-Q6! P-B5+ (this move is
forced, since 4 ... N-N3 5 N-N7 is mate)
5 NXP+ K-N4 6 N-N2+, and White
wins.

267. Browne-Portisch (Wijk aan Zee,
1972). Black has to force the exchange of
knightsin such a way that his badrook’s
pawn moves onto the knight’s file. Since
the opposing knight has to keep out of
range of Black’s bishop, the winning pro-
cedure is quite easy.

1 ... K-B3 2 N-K4+ K-K4 3 N-B2
K-Q5 4 K-B3 N-K4+ 5 K-N3 B-Ké6

6 N-R3 (6 N-Q1 K-Q6 7 N-N2+ K-B7
8N- R4K—N6 and the errant knight is lost)
6 ... K-K5 7 K-R4 N-B6+ 8 K-R5
(or 8 K~-N3 N-N4 9 K-N2 K-06 10 K-N3

K-K7 Il K-N2 N-K$, and wins) 8 ...
N-N4!, and White resigned.

/ Z v
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268. Ellinger. Black wards off the stale-
mate danger, and increases his material
advantage by promoting to a minor piece,
but White succeeds in simplifying to a
theoretically drawn position.

1 N-N1+ K-N6 2 B-Ql PxB=N
(promoting to a queen-or -rook gives
stalemate) 3 N-Q2+! K-B5 (3 ... NXN
is again stalemate) 4 NXB, with a draw.

Ist variation: 2 ... PXB=B 3 N-Q2+
K-B6 4 NXN, with a draw.

2nd variation: 2 ... N-K6 3 N-Q2+!
K-B6 4 N-K4+ K-Q6 5 N-B5+ K-Q5
6 BXP, with a draw.

3rd variation: 1 ... K-N5 2 K-N2
N-K6 3 N-R3 NXB 4 NXP+, with a
draw.

269

269. Bron. Black eliminates the danger-
ous white pawns, sacrificing a piece in
the process, and calculating that his oppo-
nent’s two remaining pieces no longer
constitute a decisive material advantage.
Black’s reckoning would be correct, were



it not for the splendid mating attack which
the position offers White.

1 P-R5! NxXP+ 2 K-B6 N-K5+!
3 NX N P XxP (the white pawns have been
successfully eliminated, but now the black
king is in trouble) 4 N-N5S+ K-RI1!
5 B-R2! (otherwise 5 ... B-Q4 parries all
the threats) 5 ... B-N2 6 K-B7 B-R3
7 K-B8 B-Q6 8 B-N8 B-N3 9 B-R7!
(a fitting end to a magnificent battle)
9 ... BXB 10 N-B7 mate.

Variation: 5 ... P-R5 6 K-B7 P-R6
7 K-B8 P-R7 8 N-B7+ K-R2 9 B-Nl1+
B-KS5 10 BX B mate.
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270. Rinck. After the natural 1 NxP
B-RS 2 P-B5 K-Q2 White’s extra pawn
is insufficient for a win. Realizing this,
White first attacks the pawn defending
the black knight, and then deals with the
defenceless knight.

1P-B5!1PXP (/... N-B3is met by the
same continuation 2 NX P—threatening
3 B-R5 mate—2 ... BXN 3 KXB, and
White wins, since Black’s QP also falls in
view of the threat of 4 B-N5) 2 NXP BXN
(forced, in view of the threat of 3 B-RS
and mate) 3 K XB N-Q2(B2) 4 B-N5(RS),
and White wins.

271. Adorjfin. We know that two knights
cannot checkmate a lone king. But what
will be the outcome of the game if both
sides have an additional knight, that is,
the attacker has three and the defender

Minor Pieces in Opposition 74

one? True, this problem is of rather the-
oretical interest, in that such a situation
is rather unlikelv to occur in over-the-
board play. Grandmaster Adorjin sets
out from a position (White: K KR7,
N-K7, N-KR1; Black: K-KR7, N-QBS6,
N-K6, P-KNS5) where Black can indeed
promote his pawn to a knight after 1 N-B2
P-N6 2 N-N4+! NXN 3 N-B5 P-N7
4 N-R4, instead of 4 ... P-N8=Q.

There is only one winning line in the
position shown: 1 ... N-N1 (/ ...N-N3
or I ... N-Q4+ is met by 2 K-06 and
3N-B6 mate) 2 N-N4! (of course, not
2 NXN because of 2 ... K-B2, and
Black exchanges a whiteknight)2 ... K-B2
3 N-B4 N-K2 4 N-Q6+ K-N2 5 K-Q7
N-N3 6 N-K6+ K-R1 7 N-B6 N-K4+
8 K-B7 followed by the 9 N-B7 mate.

Variation: 5 ... N-NI1 6 K-K6 N-R3
7 N-B6! N-N1 8 N-B5+ and 9 N-N6
mate, while after 7 ... K-Bl or 7 ...
K-R1 there follows 8 N(Q6)-K8!

272. Sergeev-Kotov (Moscow, 1935),
If the black knight at ... QRS were to
stray too far, White’s passed pawn would
become very dangerous. But as it is Black
succeeds in achieving a theoretical draw,
by sacrificing both of his knights.

1 ... N-N3!2 N-K7 (2 NXN K-B2,
with an immediate draw) 2 ... K-
3P-B7N-Q1+!14 K-Q6 N-B5+ 5 K-Q¥5
KXN}, with a draw, since White cannot
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promote to a queen, while after 6 KXN
K-Q2 the pawn is captured immediately.

273. Troitsky. White cannot hope to
promote his pawn, and therefore he starts
an attack against the black king, which is
hampered in its movements. The black
knights inadvertently assist in bringing
about a mating position, but the star role
is nevertheless played by the white pawn.

1 P-Q6+ K-Q2 2 N(R4)-B5+ K-KI1
3 P-Q7+ (Black is forced to capture the
adventurous pawn, but it results in a fatal
blockage)3 ... NXP4N-Q6+ K-QI1(Bl)
5 N-K6 mate.

Variation: 1...
3 PXxN, and wins.

K-B12N-N6+ KXN

274. Rinck. To hunt down and then
capture Black’s freely moving bishop is
an outstanding performance on the part of
White’s three short-stepping pieces.

1 N-B6+ K-R1 2 N-B3 (threatening
3 N-KS5 followed by mate) 2 ... B-B6
3N-Q5 B-R4 (or 3 ... B-R8 4 K-R2,

274

and wins) 4 K-R4 N-N2 5 K-N5 B-Q.
6 K-B6 N-R4+ 7 K-Q7 N-N2 8 K-B&.
and White wins. The black pieces impeded
each other’s flight.

Variation: 1 ... K-Bl 2 P-R7 K-N2
3 N-R5+ K-R1 4 N-B4 K-N2 5 N-N6
N-B2 6 NXx N, and wins.

Ny

// 5
A ///

g%
%

275

275. Aronin-Boleslavsky (20th USSR
Championship). White’s positional ad-
vantage is obvious: not only his bishop is
better positioned, but his knight as well.

1 P-R4! P-R4+ (forced, otherwise
White plays P-RS, and breaks through
with his king) 2 K-R3 B-B2 3 P-B3 B-K1,
and Black resigned without further play,
since after 4 P-N4! PXP+ (otherwise
S PXP and 6 N-N3, winning a pawn)
5 PXP he is helpless against the threat of
6 P-NS5 followed by K-N4 and P-RS.
White’s Q-side pawn majority decides the
game practically on its own.

276. Smyslov-Golombek (USSR v. Great
Britain, 1947). White’s advantage in space
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and the weakness of Black’s KNP are
enough to ensure victory.

1 P-N5! (blockading the weak pawn.
If there were no knights on the board,
this move would be incorrect—cf. the
section on “good” and “bad” bishops—
but of course Black is in no position to
force the exchange of knights) 1 ... B-QI
2 K-N4 BXB (what else? 3 N-R4 was
threatened, winning a pawn) 3 PXxB
K-Q3 4 N-K5!, and Black resigned, since
. after the retreat of his knight 5 K-N5
wins easily.
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277. Portisch-Smyslov (Wijk aan Zee,
1972). Owing to his weak pawns on the
QN- and K-files, Black cannot hold the
position, in spite of the material equality.
With his first move White prepares a
decisive knight manceuvre.

Minor Pjeces in Opposition 89

1 P-QR4! K-Q2 2 N-R3 P-KN4 (after
2 ... K-B2 3 N-B4 BXN 4 KXB N-K2
S5 P-4 PXP 6 KXxP Black cannot avoid
loss of material) 3 N-B4BX N (after 3 ...
K-B2 4 BX N White wins a pawn, but this
would have given Black the best practical
chances) 4 KXB K-Q3 5 K-N5 K-B2
6 BXN PXB+ 7 K-R6 P-N5 8 P-N3!
(a battle for a tempo: White will answer
8 ... P-R4 with 9 P-N4) 8§ ... P-B4
9 K-N5 K-N2 10 P-R5 P> P 11 KxBP,
and Black resigned

278
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278. Euwe-Averbakh (Zurich, 1953).
Black does not bother to defend his
attacked pawn, but sacrifices a piece in
order to open the way for his Q-side pawns.
An interesting feature of the ending is that
although the white king stands alongside
the battlefield, it is no more than an idle
spectator of the struggle.

I ... NXRP 2 BXN N-N4-3 B-Bl
NXxBP 4 N-K2 N-N8! and White
resigned.

A false trail: 4 ... NXN? 5§ KXN
P-B6 6 K-Q3 P-N77BxPI':B 8 K-B2
P-R6 9 P-N5!P-R3 10 P-R4, witha draw,
since Black’s king is restricted by its
defensive duties, and is unable to approach
White’s KBP.



Rook Endings

Rook endings are the most common in practical play. This is the stage where the rook
displays its true worth, and its strength against the minor pieces. The rook is exccllently
suited for destructive work, asserts itself along open files and ranks, and, apart from in
exceptional positions, supports a passed pawn best when it stands behind it.

1. ROOK V. PAIVNS

279. (Theoretical ending.) The rook
can checkmate Black’s lone king on any
square on the edge of the board.

1 K-B3 K-B42 R-Q3 K-N4 3 R-Q5+
K-B3(3...K-R54R-KR5K-R6 5 R-R5
mate) 4 K-B4 K-N3 5 R-Q6+ K-N2
6 K-N5 K-B2 7 R-Q! K-N2 8 R-Q7+
K-Bl 9 K-B6 K-N1 10 K-N6 K-B!
11 R-Q1 K-N1 12 R-Q8 mate.

280. Kling and Horwitz. (Theoretical
ending.) The rook threatens to pin the
pawn, or to occupy the KN-file, and
thus prevent the pawn's promotion.
White frustrates this plan by moving his
king down the ranks, parallel with the
movement of the rook, until he can con-
trol KN1.

1 P-N7 R-R4+ 2 K-B4 R-R5+ 3
K-B3 R-R6+ 4 K-N2, and White wins.
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281. Saavedra. (Theoretical ending.)
The occupation of QB2 takes place as in
the preceding example, but the rest of the
battle is much more beautiful and instruc-
tive.

1 P-B7R-Q3+ 2 K-N5(2 K-B5?R-Q8,
with a draw) 2 R-Q4+ 3 K-N4
R-Q5+ 4 K-N3 R-Q6+ 5 K-B2 R-QS5!
6 P-B8=R! (6 P-B8=Q? R-QB5+ 7
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0. R stalemate) 6 ... R-QRS 7 K-N3!.
and White wing, since the threat of mate
seals the black rook’s farte.

282, Stamma. (Theoretical ending.; The
rook cannot prevent the premotion of the
pawn, but it can mancemvre in such a way
as to force stalemate.

1 R-KN7— K-BI 2 R-\3! P-BS=-Q
3 R-BS+ Q'R stalemate.

283. Berger. (Theoretical ending.) The
preceding examples show that, in excep-
tional cases, one pawn can win against
a rook. The rook’s task is naturally more
difficult against a greater number of
pawns. In this instance Black’s rook has
to prevent the promotion of the pawns
single-handed, since his king is far away
from the battlefield. It would seem that
the isolation of White’s pawns -should
allow Black to draw by checking or by
attacking the pawns, but subtle manccu-
vring by White’s king and his pawns enables
him to win.

1 P-R6!

R-Q8+ 2 K-B7 R-QRS

3 K-N7 R-QN8+ 4 K-R8! R-QBS 5
P-R7! RxP 6 K-N7, and White wins.

Variation: 5 K-B5 6 K-N7
R-QNS-+ 7 K-R6 R-QR8+ 8 K-N6
R-QNS8+ 9 K-B5S R-QBS8+ 10 K-N4
R-QN7+ 11 K-B3 R-QRS8 2 P-B7
K-K4 13 K-N2!, and wins.

Ist trap: 1 P-B7? R-Q8+ 2 K-BS
R-QRS8 3 P-R6! K-BS! 4 K-N7 (sce
below for 4 K-Q7) 4 ... R-QN8+ 5
K-B6! R-QB8+ 6 K-N6 K-K4! (not

.. R-ON8+ 8 K-RS, and wins) 7 P-R7
K-Q3 8 P-R8=Q R-QN8+ 9 K-R7
R-QRS+ (the winning attempt 9 ...
KN P? comes to a sorry end after /0
Q-R&)) 10 K-N7 RxQ, with a draw.

2nd trap: 4 K-Q7 R-Q8+ 5 K-K8
(after 5 K-K6 R-R8+ 6 K-B6? R-OBS8
7 P-R7 R-B3+! it is Black who
wins) 5 ... R-K8+ 6 K-BS R-KRS!
7 P-R7 R-R1+ 8 K-K7 R~R1 9 K-Q6
K-B4! 10 K-B6 K-K3 11 K-N7 K-Q2!
12 KXR KXP, stalemate. The traps are
even more beautiful and difficult than the
winning variations.
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284. Tarrasch-Janowski (Ostende, 1907).
It looks as though White should win
easily, since his pawns are well advanced
and enjoy the protection of their king,
whereas Black’s king is some distance
away. In the course of the game, however,
the king meets a serious obstacle: neither
of his pawns can be promoted without
him crossing the seventh rank.



1 K-Q4 K-N6 (or I ... R-B4 2 K-K4
RXNP 3 P-B7, and wins)2 K-K5 K-BS
3 P-N6 R-K8+ 4 K-Q6 R-KN8! (in the
game itself 4 ... R-08+ was played,
and White won easily after 5 K-K7

R-K8+ 6 K-B7) 5 P-NT! K-Q5 6 K-B6!

(White's king cannot yet step onto the
seventh rank, because of 6 ... K-K4,
while 6 P-B7 fails to 6 ... R-N3+))
6 ... K-B5 7 K-Q7! K-Q4 8 K-K8 (at
Jast White’s king has crossed the perilous
seventh rank) 8 ... K-K3 9 P-B7 R-QRS
10 P-B8 =N+, and White wins.

285. Moravec. (Theoretical ending.)
Black has no time to promote a pawn,
as his king is continually forced to flee
from perpetual attack and the threat of
checkmate.

I R-QRI1+ K-NI 2 R-QNI1+ K-Bl
3 R—QRI K-QI 4 K-Q6 K-K1 5 K-K6
K-Bl 6 K-B6 K-NI 7 R-R8+ K-R2
8 R-R7+ K-R3 9 R-R8 K-R4 10 K-B5
K-R5 11 K-B4 K-R4! (11 ... K-R6?
12 R-R8 mate) 12 K-B5, with a draw,
because the best that Black can do is to
return to ... QR2.

286. Shapiro. The two pawns on the
sixth rank would win, were it not for the
fact that their king is cornered. As it is,
Black gets into zugzwang, and loses his
pawns.

I R-Q2+ K-N8! 2 K-B3! K-BS8!
3 R-QR2 K-N8 4 R-K2! P-N7(R7)
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5 R-K1+ K-R76 R-KNI(KRI1)! (Black
has no good move) 6 ... P-R7(N7) 7
R XP(+), and White wins.

Istvariation: 3 ... K-Q84 K-Q3 K-B8
5 K-K3 P-R7 6 R-R1+ K-N7 7 R-R1
K-B6 8 K-B3, and wins.

2nd variation: 2 ... P-R7 3 R-Ql+
K-R74 R-KR1etc.

&

287. Prokes. The apparently natural
continuation 1 R-Bl1 P-N7 2 K-KI is
onlv enough to draw, and Black would
even win against any other rook move.
\Vhite’s king, therefore, has to attack the
pawns.

1 K-Q2!P-B72R-QI P-N7(on 2 ...
\~-K4, 3 K-K3 wins, but now the dis-
covered double attack decides the issue)
3 K-K2+, and White wins.

288. Kling and Horwitz. As in example
286, White prevents the advance of the
black pawns by mating threats.

1 R-B7+ K-NI 2 R-KN7+1! K-Bl
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3 R-N7 (threatening mate and attacking
apawn)3 ... K-K1 4R Petc.

Ist varation: 2 ... K-R] 3 R-N7
P-R6 4 K-N6 P-R7 & R-N\S8 mate.

2nd variation: 1 ... K-R3 2 R-B2!
K-R4 3 R<P, and wins.

289. Herberg. The rook can ceasily
capture one of thc pawns, but a win
requires that both be taken. A careful
examination of the position reveals that
White’s king can catch up with the pawns
if he can gain one tempo; consequently
White fights for that vital move.

1 K-B4 P-B7! 2 R-KR8+!* K-N7
(it will be seen that the seventh rank is an
unfavourable position for Black’s king)

3 R-QB8 P-N6 4 K-K3! (the purpose of

White’s second move now becomes clear:
the black pawns have come to a halt, so

* In Shakhmaty v SSSR 1979 No. 11, L. Popov
points out an alternative win by 2 R-QB8 P-NG
3 R-B6 (or 3 R-B7), and after 3...K-N7(3...
K-R5 4 R-KR6 mate, or 3...P-N7 4 R-B3+!
and SR X P) 4 K-K3 the same finish results. [Edi-
tor’s note.)

White’s king has gained a tempo) 4 ...
K-B8 5 K-Q2, and White wins.

A false trail: 1 R-QB8? K-N6 2 R-B4
K-B6 3 RXNP K-K6 4 R-QB4 K-Q7,
with a draw.

290
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290. Knicst. White must not allow the
black king to reach ... QN7, since this
would prevent his own king from penetrat-
ing among the black pawns, and dispel any
hopes of winning.

I R-QN8!K-R6 2 K-Q1 P-N6 3 K-Bl
K-RS5 (after 3 ... P-B7 White wins by
4 R-QR8+ K-N5 5 K-N2) 4 R-QB8
K-N35 5 K-N1! (cugzwang forces Black to
spoil his pawn position) 5§ ... P-N7
6 K-B2 K-R6 7RXP+ K-R7 8 R-QN3,
and White wins.

A false trail: 1 K-Q1? K-N7 2 R-B4
P-N6 3 R-B8 P-B7+ 4 K-Q2 K-N8 5
R-B3 K-N7 6 R-B8 K-R7 7 RXP+,
with a draw.

291
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291. Keidanski. Although he cannot
attack the black pawns, White’s king can
still help in averting the danger; the rook’s



manceuvre and the perpetual attack are
made possible with the king’s assistance.

1 R-B8 P-K7 2 R-Q8+ K-K5 3 K-B4!
K-K6 4 R-K8+ K-Q7 5 R-Q8+ K-B7
6 R-K8 P-B6 7 R-K3! K-Q7 8 R—Q3+
K-B7 9 R-B3+ K-N7 10 R-N3+4 K-R7
11 R-K 3!, with a draw.

Ist variation: 5 ... K-K8 6 R-K8 P-B6
(6 ... K-B7 7 K-Q3 P-B6 8 K-Q2 K-B8
9 R-K3 K-B7 10 R-K8, with a draw)
7 K-Q3 K-Q8 8 R-QR8 K-K8 9 K-K3
K-B8 10 R-Ri+ P-K8=Q+! (10 ...
K-N7?losesto 11 R-KI1 K-N6 12 R-KN1+
K-R7 13 K-B2) 11 RXQ+, with a draw.

2nd variation: 4 ... K-B75 K-Q3 P-B6
6 K-Q2 K-B8 7 R-K3 K-B7 8 RxXBP+,
and draws.

3rd variation: 3 ... P-B6 4 R-K8+
K-B5 5 K-Q3 K-N6 6 RXP etc.

4th variation: 1 ... P-B6 2 R-Q8+
K-KS5 3 K-B4 P-B7! 4 R-K8+ K-B6
5 R-KB8+ K-K76 K-Q4 K-Q7 7 R-B3,
with a draw.

5th variation: 1 ... K-Q5 2 R-B8
P-K7 3 RxP+ K-Q4 4 R-BS K-Q5!
5 R-K8, with a draw.

292, Wotawa. Although the black pawns
appear to be unstoppable, White can still
escape! The perpetual check which brings
the draw is prepared by some extremely
neat strategic moves.

1 R-B4+ K-N6!2 R-B4 P-B7 3 K-B5!
K-B7 4 K-Q4 K-Q7 5 R-B3 K-K7
6 R-K3+ K-Q8 7 R-Q3+ K-B8 8
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R-QB3+ K-N8 (8 ... K-N7 9 R-B3,
draw) 9 R-N3+4, with a draw, as 9 ...
K-R7? would even lose after 10 R-KB3
then 11 K-B3.

Ist variation: 3 ... P-N7 4 R-B3+
K-R5 5 R-B4+ K-R4 6 R-B3, with a
draw.

2nd variation: 1 ... K-N4 2 R-BI
P-B7 3 R-QN1+ K-R5 4 K-B4 K-R6

5 K-B3 K-RS5!, with a draw, whereas
after 5 ... K-R7? 6 R-KB1! White
would win.

293 |

293. Lasa. (Theoretical ending.) This
position first appeared in chess literature
over a hundred vears ago, and many
endgame composers have since tackled it
with greater or lesser success. The pawnson
the sixth rank would win against the rook
if their king were not driven to the edge of
the board, where he has continually to be
on his guard against the threat of check-
mate, -

1 R-Bl P-N7 2 R-KNI+ K-R6 3
K-B3 K-R5 (3 ... K-R7? loses to 4
R-NI1!) 4 K-B4, with a draw because the
continual threat of mate prevents Black
from playing ... P-R7.

Variation: 1 ... P-R7 2 R-KNI+
K-R6 3 K-B3 K-R5 (3 ... K-R7? 4
R-QRI! P-N7 5 RXP, and White wins,
since in taking the RP he also pins the NP)
4 K-B4, with a draw.

Atrap: 1 ... K-N4?7 2 K-Q3, and
White’s king is able to catch the pawns.
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294. Moravec. Although White cannot
stop the promotion of the RP, he can force
his opponent to proniote it to a knight.
Capturing the knight close to the comer
square is then an easy task, but one with
which it is useful to be familiar.

1 K-R7! P-R3 2 K-N6 P-R6 3 K-N\§
P-R7 4 K-N4 P-R8=N (after 4 ...
P-R8=0? 5 K-\23 Black is mated. Had
White taken the NP on the first move,
5 ... Q-AR! would now win) 5 K-B3
P-N36 R-QN2 P-N47R-Q2! (the knight
cannot escape) 7 ... P-N55+ § KXP
N-B7+ 9 K-B3 N-R& 10 R-QR2, and
White wins.

Variation: 1 ... P-N4 2 K~-N6 P-NS§
3 K-N3! (this time it is the RP that has
to be spared, as after 3 K> P? P-N6
4 K-N4 P-N7 5 K-N3 K-R8 6 RXP
Black would be stalemated) 3 ... P-N6
4 K-R4! P-N7 5 K-R3 K-R§8 6 R¥>P,
and wins.

295. Cozio. (Theoretical ending.) White
can draw with two possible first moves,

and what’s more, if Black moves first the
same stalemate results. The technical
solution, involving the sacrifice of one of
the pawns, is of theoretical interest.

1 K-R7 K-B3 2 P-B8=Q<! RxQ
3 P-N7 R-B2 4 K-R8 R XxP. stalematc.
The other variation is: 1 K-N7 R-QRI
2 K-R7 K-B33P-B8=Q+ RXQ4P-N7
R-B2 53 K-R8 RXP, and White is stale-
mated.

If Black moves first: 1 ... K-B32 K-R7
R-KBl 3 P-N7 RxXP 4 K-R§ RXxP,
stalemate, or 1 ... K-B1 2 K-R7 R-R1
3 K-R8! R-N1 4 K-R7 K-K2 5 K-N7
R-KB1 6 K-R7 K-B3 7 P-N7 RxP 8
K-RS8 R % P stalemate.

7

296. Kling and Horwitz. White can draw
only if his king is able to take part in the
fight. It is the rook’s duty to see that it
has the time to do this.

1 R-B7+ K-N5 2 R-QN7+ K-B4
3 R-NI K-B5.4 K-N2 K-36 5 K-B2
K-B7 6 K-K3, with a draw.

Variation: 1 ... K-Q52R-Q7+ K-K5
3 R-K7+ K-B4 4 R-KB7+ K-K4
5 R-B1 K-K5 6 K-N3! K-K6 7 R-KR1!
K-K7 8 R-R2+ K-Q8 9 R-R8! K-B7
10 R-QB8+, with a draw.

Berger has pointed oat that if White’s
king were initially at KR3, Black would
win:

1 R-B7+ K-Q5! 2 R-Q7+ K-K6
3 R-K7+ K-B7 4 R-KB7+ K-N8
5 R-KN7+ K-R8.



297. Prokes. Here it is White who has
to struggle for a draw. He cannot sit back
and let the black king move over to the
Q-side, since this would mean the end of
his pawns. He has to break across the
K-file, cven at the cost of one of his pawns.
An immediate sacrifice, however, would
be wrong, because the other pawn would
also be lost. Therefore White must first
approach closer with his king.

] K-B4! K-N2 2 P-R8=Q! RXQ
3 K-K5 K-B2 4 K-Q6 K-K1 5 K-B6
R-Bl 6 K-Q6! R-R1 7 K-B6 R-Bl
S K-Q6, with a draw. If it were now
White to move, he would lose.

298. Rinck. Black can choose between
two possibilities: he can either keep the
white king’s route to his pawns under fire,
or attack the pawns themselves straight
away. White uses tactics to draw in the
first variation, and strategy in the second.

1 P-K5 R-QB6 2 K-N5! (parrying the
threat of ... R-B3) 2 ... R-B1 3 K-N6
K-R2 4 K-N7 R-KI 5 P-N§=Q+!
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(luring the rook onto a bad square) 5 ...
RxQ 6 P-B7! R-KBI 7 K-B6! K-N2
§ P-K7!, with a draw.

Variation: 1 ... R-K6 2 P-K7 K-B2
3 K-N4! (after 3K—N5’ R-ON6+ 4 K-B6
R-N! 5 K-Q7 R-KI the pawns arc lost)
3 ... R-K8 4 K-BS (White’s king has
succeeded in closing up on his pawns,
and checks from the rook can no longer do
any harm) 4 ... R-QB8+ 5 K-Q6 R-BI
6 K-K5!, with a draw.

/,, % %//z’

Portisch-Spassky (Amsterdam,

299.
1964). After the obvious 1 ... K-KS5, the
game quickly concluded: 2 K-N4 K-K4
3 K-B5 R-BIl, and White resigned, be-
cause of 4 P-N3 R-QNI 5P-N4 R-QB1 +
6 K-N5 K-Q3, when he loses his pawns.

Variation: 2 P-Q6 K-K4 3 P-BS
R-B8+ 4 K-N4 K-K3 5 K-N5 K-Q2
6 P-N4 R-QN8 7 K-B4 K-B3 8 K-B3
K-N4 9 K-Q3 R-N6+! followed by

0 ... RXP, and Black wins.

A trap: 3 ... K-Q4? 4 P-N4 K-B3
5 K-N2! (it is an mmpoertant element in
the defence not to allow the rook to get
behind the pawns) 5 ... K-N4 6 K-B2
R-B6 7 K-N2! (not- 7 K-02? K-B3))
7 ... R-Q6 8 K-B2 R-Q5 9 K-B3
R-QB5+ 10 K-Q3 R-B8 11 K-Q2
R-KRS8 12 K-B2!, and Black cannot make
any progress. The variation and the trap
are more instructive for this type of ending
than the continuation of the game itself.
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300. Réti. White has no time to take
the NP, since after I KX P K-K5 2 K-B2
P-K8=Q+! 3 KXQ (3 RXQ+ K-06,
draw) 3 ... K-Q6 4 R-RI K-B6 5 R-Bi
K—Q6, Black can hold the draw. Conse-
quently, the black king has to be kept
away from the pawns antil the white
king’s occupation of Q2 or KB2 is guar-
anteed. '

1 K-B2! K-K5 2 KXKP K-Q5 3
R-KNI K-K5 4 R-K1! K-K4 5 K-K3
(the time-gaining tempo moves have
created the desired position) 5 .
K-Q4(B4) 6 K-Q2(B2), and White wins,

Ist variation: 3 ... K-B6 4 R-KI1!
K-N7 5 K-Q2 K-N6 6 K-B1 etc.

2nd variation: 1 ... K-B5 2 KXKP
K-N6 3 K-K3 K-R7 4 K-B2 K-R6
5 K-N1 cte.

301
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301. Prokes. White’s victory is endan-
gered by stalemating threats. Countering
these threats leads to material equality,
but this is nevertheless the correct solution,
since White’s new queen is the stronger.

1 R-Bl+ (I R-KN4? P-R7 2 RXP
stalemate) 1 ... K-R7 (threatening 2 ...
P-N8=0Q+ 3 RXQ stalemate) 2 K-K2!
(K3 rhust be reserved.for the new queen)
2 ... P-N8=Q 3 RXQ KXR 4 P-K7
P-R7 5 P-K8=Q P-R8=Q 6 Q-K3+
K-R7 7 Q-B4+ K-R6 8 Q-R6+ K-N7
9 Q-N5+ K-R6 10 Q-R5+ K-N7 11
Q-N4+ K-R7 12 K-B2, and White wins.

Variation: 2 ... K-N6 3 P-K7 P-R7
4 P-K8=Q P-R8=Q (4 ... P-N8=0Q
5 Q-N6+, and wins) 5 Q-K3+, and wins.

302. Polerio. By a sacrifice Black stale-
mates the opposing king, forcing White to
advance his NP.

. R-QR1! 2 KXR K-B2! (in the
initial position, White’s QRP held out the
chance of a draw, but now it has become
a liability) 3 P-N4 PXP 4 P-R5 P-N6
5 P-R6 P-N7 6 P-R7 P-N8=Q 7
P-R8=0Q Q-N7 mate.

A trap: 1 ... R-B6? 2 P-R8=Q
R-N6+ 3 K-R7 R-R6+ (3 ... K-B2?
loses to 4 0-KB8) 4 K-N7 RxXQ 5 KxXR
K-K3 6 K-N7 K-B4 7 K-B6 K-NS5
8 K-Q5 KXP 9 K-K4 KXP 10 K-B3,
with a draw; White’s king has arrived just
in time.

303. Troitsky. White cannot prevent
the promotion of his opponent’s advanced
pawn, but on the other hand the black
king is unable to avoid perpetual check.

1 R-N3 K-Q72 RXP!(2 R-N2? K-Q6,



and wins) 2 ... P-B8=Q 3 R-N1! QXxP
4 R-N2+ K-B8 (4 ... K-Q6 5 R-N3,
draw) 5§ R-N1+, with a draw by perpetual
check, since after 5 ... K-B7 6 R-QBI +
KX R, White is stalemated.

304, Prokes. The only way for Black to
avoid mate is to promote his pawn to a
knight, instead of a queen. But as we know,
a knight in the corner is easy prey for a
rook.

1 P-N4! (a necessary sacrifice, since
] K-N3? P-B5+ leads to a draw) 1 ...
PxXP2K-N3P-R8=N+ 3K <P N-B7+
4 K-B3 N-R8! 5§ R-QN2+ K-BS8 6
R-QR2 K-N8 7 RXP N-B7 8§ R-Ké6!
N-R8 9 R-K2, and the knight is lost.

Ist variation: 8 ... N-R6 9 R-K1+
K-R7 10 R-K2+ K-R8 11 K-N3 N-N§
12 R-R2 mate.

2nd variation: 3 ... P-R4+ 4 K-B3
P-R5 5 R-QN2+ K-B8 6 R-QR2 K-N8
7 RXP N-B7 8 R-K4, and wins.

3rd variation:1 ... P-R8=Q2R-K1+
K-N7 3 RXQ KXR 4 PXP, and wins.
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305. V. Platov and M. Platov. The rook
cannot prevent the promotion of the pawn,
so White’s king goes onto the attack.
Chasing the unstoppable pawn looks
pointless, but is in fact the right approach,
for it is the only way the king can reach
a faraway stalemate nook.

1 K-B6 P-K5 2 K-Q5 P-Ké6 3 K-K4
P-K7(3... P-B7 4 R-KB6,draw) 4 KX P
P-K8=Q 5 R-KR6+ K-N8 6 R-RI+
K xR stalemate.

306. Behting. The natural 1 RXxP is
good enough only for a draw, while
1 KxP? P-R8=Q+ 2 K-N3 loses to
2 ... Q-QRI1. It follows that White must
block the long white Jiagonal before the
black pawn gueens.

1 P-B6! PXP 2 KXP P-R8=Q+
5 K-N3, and White wins.

Ist variation: 2 . .. P-R8=N 3 R-KN2
(waiting for the black pawn to advance)
3 ... P-B4 4 R-K2! (ensuring that the
knight cannot subsequently occupy ...
K6) 4 ... P-B5 5 KXP N-B7 6 K-B3!
N-R8 7 R-KR2 etc.
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2nd variation: 1 ... P-B7 2 R-R1+

P-B8=Q 3 RXQ+ KXR 4 P-B7!
P-R8=Q 5 P-B8=Q+ K-N7!6 Q-N7+
K-B8 7 Q-B74+ K-N7 8 Q-N6+ K-BS$
9 Q-B5+ K-N7 10 Q-N4+ K-R7 11
K-B2, and wins.
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307. Troitsky. White must acquire
control of KB6, otherwise the new black
queen will easily parry his mating threat.

1 P-R6! (a sacrifice aimed at preventing
Black’s queen-to-be from moving to ...
KB3) 1 ... PXP 2 K-B3 P-R8§=Q+
(how to win against a knight we already
know) 3 K-N3, and White wins.

308. Weenink. It is fruitless to try and
stop the black pawns, so White goes onto
the attack against the black king.

1 K-B6! P-B72 R-K1P-Q7 3 R-K8+
K-B2 4 K-Q7 P-Q8=Q 5 R-K7+, with
perpetual check.

Ist variation: 1 ... P-Q7 2 K-Q7 P-B7
3 R-N8+ K-B2 4 R-K8, with a draw.

2nd variation: 1 ... K-B2 2 K-Q7
P-Q7 3 R-KBl+ K-N3 4 K-K7!, with
a draw. The perpetual check cannot be

avoided in any of the variations, because
the black king has limited room for
manceuvre.

309. Rinck. Black’s passed pawn
reaches its goal before White’s, and even
the rook cannot prevent it from queening.
White averts the danger by luring his
opponent’s king onto the'Q-file (a geome-
trical relation), turning the situation to his
own advantage.

1 R-K4+ K-B4 2 R-Q4! KXR 3
P-Q7 K-K6! (a clever move, which counts
on his opponent overlooking that 4
P-08=0? P-08=0 5 QX0 gives stale-
mate) 4 P-Q8=R! K-K7 5 K-R3!
P-Q8=Q 6 RXQ KXR 7 K-N4, and
White wins.
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310. Zakhodyakin. Black is able to
promote his pawn, but he cannot bring
his new queen into play, owing to his
king’s restricted movements and inability
to avoid perpetual check.

1 R-QB8+ K-Q7 (the rook must not
be allowed onto the back rank) 2 R-Q8+
K-K73 R-K8+ K-B74 R-KB8+ K-N7




(the rook cannot continue checking, but
on the other hand the black king is now
badly placed) 5 R-QN8! P-R8=Q 6
R-N1! (the qucen has to be ousted from
the eighth rank, otherwise Black’s king
will be able to cross his fourth rank)
6 ... Q-R4 7 R-N2-+, draw. Black has
to make do with perpetual check, since to
sacrifice his queen would court disaster.

311. Kissling. It would be a mistake to
climinate Black’s passed pawns immedi-
ately, since after | R~-N7? P-N7 2 RXP
P-N8=Q 3 RXQ+ KXR Black’s ad-
vantage in space would become a winning
factor. The splendid move which leads to
a win for White is not easy to find.

1 R-N5! (this not only diverts the RP,
but also lures it onto a bad square) 1 ...
PXR (Black has to accept the offer, since
after 1 ... P-N7 2 RXP P-N8=Q 3
R-R5+ the advance of White’s BP is
decisive after the exchange of pieces)
2 P-R6 P-N7 3 P-R7 P-N8=Q 4
P-R8=Q+ Q-N7+ (or 4 ... K-R7
5 O-R84, and wins) 5 QXQ+ KXQ
6 PXP, and White wins.

312. Em. Lasker-Loman (Simultaneous
game, London, 1913). Hampered by his
“bad” pawn on ... KN2, Black appar-
ently has no chance of stopping White’s
passed pawn, but there was a surprise in
store for the great player.

1...R-B5+ 2K-N5R-KRS5!3KXR
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P-N4+ (Black has succeeded in getting
rid of his bad pawn, and has opened the
way for his king) 4 K X P K-N2, and Black
wins.

It should be mentioned, for the sake of
historical truth, that on the previous
move the World Champion could have
moved his king to K2 instead of KN4
in answer to the rook check. This would
have ensured that Black could not prevent
the pawn from queening.

II. ROOK V. ROOK

a) Rook and Pawn v. Rook

313. Lucena. (Theoretical ending.) This
is a theoretical winning position, where the
essential feature is that the black king’s
access to the pawn is blocked, and fhat
White’s king is positioned in front of his
pawn, and only comes out when the time
is ripe, namely when his rook is capableof
preventing the troublesome checks.
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1. R-QB2+ K-N2 (I ... K-03? 2
K-8, and wins) 2 R-B4! R-Q8 3 K-B7
R-KB8+ 4 K-K6 R-K8+ 5 K-(Q6
R-@Q8+ (or 5 ... R-K7 6 R-B5 etc.)
6. K-K5 R-K8+ 7 R-K4, and White
WilTs..

7,

314. Philidor. (Theoretical ending.)
A critical position, where Black’s king is
positioned opposite the white pawn, and
his rook has the Q-side entirely to itself.
It would be incorrect to begin with 1 ...
R-K8+, since after 2 K-Q6 R-KI1 3
R-R7! White wins the rook. 1 ... R-R4is
also bad, because of 2 K-K6!, when the
black king is forced out.

Black’s rook has to occupy the third
rank, and the correct defence is: 1 .
R-R3! 2 P-Q6 R-R8! (as soon as the
pawn advances to the sixth rank, the rook
again takes up position on the eighth rank,
in order to harass the opposing king with
checks from behind) 3 K-K6 R-K8+
4 K-Q5 R-Q8+, with a draw.

315. (Theoretical ending.) Black’s king
can be partly forced out, but he can still

manage to draw if the pawn is on the
KB-, K-, Q- or QB-file. It is very important
in the above position (i.e. with a bishop’s
pawn) that Black’s king should move out
towards the shorter side of the board
(with respect to the white pawn), since the
longer side has to be reserved for his rook.
If the white pawn were on a knight’s file,
Black’s king could only move. towards
the longer half of the board (unless he
could defend the back rank with his rook)
and would himself be shielding the white
king from possible side checks.

The play can develop as follows: 1 ...
K-N1!(the king heads towards the shorter
side of the board) 2 R-R8+ K-R2
(Black’s king has been half forced out)
3 R-KB8 (3 K-K6 K-N2! draws, because
the pawn cannot advance) 3 ... R-QRS!
4 R-K8 (any move by the king would be
answered by a check) 4 ... R-KBS8!
(as soon as the white rook vacates the
KB-file, Black occupies it) 5 R-K7+
K-N1 6 R-QR7 R-B7! 7 R-R8+ K-R2
8 K-K6 K-N2!, with a draw. Black’s
rook will only leave the KB-file if it
becomes necessary to harass the white
king with side checks, in other words,
if White again moves his rook to KBS.

Atrap: 1 ... K-K1? 2 R-R8+ K-Q2
3 R-KB8! R-KN8 4 K-B7 R-KBS8 5 P-B6
R-B7 6 R-KN8 R-B8 7 R-N2 K-Q3 8
R-K2 R-B6 9 K-N7 R-N6+ 10 K-B8
R-KB611 P-B7 K-Q2 12 R-Q2+ ! K-B2
(12 ... K-K3 13 K-K8) 13 R-Q4!, and
White wins. The familiar Lucena position
(example 313) has been reached.

316. Botvinnik. (Theoretical ending.)
White’s position is much more active here
than in the previous example, and also
his pawn is one rank further forward.

1 K-B8! R-R8 2 P-B7 R-R1+ (or
2 ... R-R2 3 R-KB6 etc.) 3 R-K8 R-R2
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4 R-Q8 K-N3 5 R-Q6+ K-R2 6 K-KS8,
and White wins.

If it is Black to play, he can draw
by preventing White from occupying the
eighth rank: 1 . R-RI! 2 R-K8
R-R2+ 3 R-K7 (if 3 K-BS, then 3 ...
K-N30) 3 ... R-R1 4 R-Q7 R-QN1 5
K-K7 K-N3, and White cannot make
any progress, since 6 P-B7 can now be
countered by 6 ... K-N2.

317. Weenink. Even simple, apparently
drawn positions may sometimes conceal
a winning variation. In this example
White achieves a won position by gaining
a tempo.

1 P-Q7 R-Q4! (not I ... R-NI? 2
R-B7! R-Q1 3 K-N2, and wins) 2 K-N2
K-B7 3 K-B3 K-Q6! 4 K-B4 K-QS5!
5 R-B7! (if it were now White to move
again he would win; he therefore begins a
finetempo-winning manceuvre)S . . . K-Q6
6 R-N7! K-Q5 (or 6 ... K-B5 7 K-K4
R-08 8 K-K5 K-B4 9 K-K6 etc.) 7
R-R7! K~Q6 (the position is essentially
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unchanged after 7 ... R-03 8 K-Bj)
8 R-B7! K-Q5 (White has achieved his
goal: the position is the same as it was
after his fifth move, but now it is his turn
to move) 9 R-Bl! R-Q3 10 R-QI+,
and White wins,
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318. Kling and Horwitz. (Theoretical
ending.) White has more room for manceu-
vre, and can easily parry the side checks.

I K-B7! R-KB8+ 2 K-K7 R-K8
3 P-K6 R-K7 4 R-KB8 R-K8 5 R-B2
R-K6 6 R-B2+ K-N2 7 K-Q7 R-Q6+
8 K-K8 R-Q8 9 P-K7 (the Lucena win-
ning position) 9 ... R-KB8 10 R-B4!etc.

Variation: 1 ... R-KR8 2 R-KN8!
R-R2+ 3 R-N7R-RI(R8)4K-K7R-Ql
5 P-K6 R-Q8 6 K-K8+ K-Bl1 7 P-K7
R-KR8 8 R-N2, and White wins.
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319. Tarrasch. (Theoretical ending.)
The difference between this and the Lucena
position is that the black rook is ableto
give checks from the side. White can win
if he can transfer his king to the KN-file,
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in.such a manner that the black king has
no<chance of attacking his pawn.

I'... R-RI+ 2K-Q7 R-R2+ 3K-K6
R-R3+ 4 K-K5! (4 K-B5? K-B2, draw)
4 ... R-R4+ 5 K-B6 R-R3+ 6 K-N5
R-R4+ 7 K-N6 R-R3+ 8 R-B6 R-R1
9 R-Q8, and wins. If in the initial position
the black king had been at ... KN2
rather than ..
have won.

320

. KNI, White could not

2/

320. Tarrasch. (Theoretical ending.)
The white rook is less effective here than
in the previous position and, while it can
parry the side checks, it is unable 1o assist
in the queening of the pawn.

1 R-Q8! R-R2+ 2 R-Q7 R-R1! 3
K-Q6+ K-Bl1 4 P-K74+ K-KI1 5 K-K6
R-R3+ 6 R-Q6 R-RI1!, with a draw.

Ist variation: 3 ... K-B3 4 R-KB7+
K-N3 5 R-Bl R-R3+ is also a draw,
because Black’s rook is four squares
away from the pawn and cannot be forced
off the third rank.

2nd variation: 3 R-Q6 K-N3! (3 ...
R-QN1?is bad because of 4 R-Q8 R-N2+
5 K-06 R-N3+ 6 K-Q7 R-N2+ 7K-B6)
4 R-B6 (4 K-Q7 K-B3 5 P-K7+ K-B2
draw) 4 ... K-N2!, with a draw.

3rd variation: 2 K-K8 K-B3 3 R-Q6
R-K2+ etc.

4th variation:2 K-Q6 R-R3+4 3 K-K5
R-R4+ 4 R-Q5 R-RS8!, with a draw.

321. Grigoriev. (Theoretical ending.) It
has already been demonstrated in the
previous games that squeezing out the
black king does not necessarily result in
victory. When the pawn has not advanced
beyond the fourth rank, the defensive
strategy is as follows: the rook attacks
the pawn and hinders the advance of the
king by giving checks. The position of the
defending king is very important, because
if White’s rook is able to defend his pawn
and thus free his king, he will be able to
win.

1 R-Q4 K-K4! (just in time; had the
king been originally at ... K2, White
would have had time to play / R-Q4 K-K3
2 K-B4, and after 2 ... K-K4 3 R-Q5+
K-K3 4 P-N5 R-QBI+ 5 R-B5 K-Q2
6 P-N6 would have won) 2 K-B3 (2 R-Q7
K-K3 3 R-QR7 K-Q3 4 K-B4 K-B3 is
also a draw) 2 ... R-QBl+ 3 R-QB4
R-QN1!4R-B6K-Q45R-QR6R-QB1 -+
6 K-N3 R-B3! 7 R-R7 R-QN3 8 R-QB7?
K-Q3 9 R-B4 R-B3, with a draw.

Variation: 1 K-R4 R-QR1+ 2 K-N5
R-QNI1+ 3 K-R5 R-QR1+ 4 K-N6
R-QN1+ 5 K-B5 R-QBl+, and the
king can find shelter from the checks only
behind the pawn.

322. Chéron. (Theoretical ending.) The
defence demonstrated in the previous
example is effective only against a knight’s
pawn. Similar positions with a centre pawn



or a bishop’s pawn can be won, since there
is enough room for the white king to ma-
nceuvre.

1K-Q4R-Q1+ 2K-B5!R-K13K-Q5
R-Q1+ 4 K-K6! (in the case of a QBP
or QP, White would take his king to the
left, defend his pawn from behind with
his rook, and then, in order to counter the
approach of the black king, would gain a
decisive tempo by K-N7 or K-B7, attacking
the black rook. But here he has to be
careful, since after 4 K-B6 R-KI1 5 R-K1
K-N2 6 K-Q7 the rook could switch to an
attack from the side by 6 ... R-ORI!)
4 ...R-K1+ 5 K-B6!,and the threat of
mate gains White a decisive tempo for the
advanee of his pawn.

323. Grigoriev. 1 P-N4! K-Q7 2 P-N5
K-B6 3 P-N6 K-N5 4 R-K8! R-B3+
5 R-K6 R-BI 6 K-K7, and wins.

Ist vanation: 3 ... R-B3+ 4 K-K7
K-NS5 5 P-N7 R-QN3 6 K-Q8! R-N4
(after 6 ... K-N4 7 K-Q7! Black is in
zugzwang) 7 K-Q7 R-Q44+ 8 K-B6
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R-QN4 9 K-Q6! K-R4 10 K-B6 etc.

2nd variation: 3 ... R-QN5 4 K-K5!
K-B5 5§ R-QB8+ K-N6 6 R-B6 K-RS5
7 K-Q6 K-R4 8 K-B7 K-R3 9 R-B1},
and wins.

A trap: 1 K-K5? K-Q7 2 K-Q5 R-B2
3 K-Q6 R-B5 4 P-N3 (or 4 P-N4 K-B6
etc.) 4 ~. R-KR35! 5 K-B5 K-B6, and
White cannot win.

324, Grigoriev. The difference between
this and the previous example is that the
stronger side’s king and rook are slightly
less favourably positioned.

1 K-K7P-N5 (I ... K-K5 is no better
in view of 2 K-B6 P-N'5 3 K-N5) 2 K-B6
P-N6 3 K-N5 R-KB7 (3 ... R-K7 fails to
4 R-B3+ R-K6 5 K-B4!) 4 R-R5 P-N\7
5 R-R3+ K-Q5 6 R-R4+ K-B6 7
R-R3+ K-B7(or7 ... K-B58 R-KN3
R-B19 K-R6! R-KRI~+ 10 K-N7 R-R7
11 K-B6 K-Q5 12 K-B5, draw) 8 R-R1},
and Black can make no progress.
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325. Tarrasch. (Thecretical ending.) The
black king is restricted to moving be-
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tween ... KN2and ... KR2 since 1.
K-B2?i. aet vy 2R-RS8IR - P3R-R7+-,
winning th2 rook, while after 1 ... K-B3?
2 R N\B~  the pawn queens, Newverthe-
less, Whis s cannot win, because on | K=N6
Blach checks the king away from the pawn.
and ther -eturns his rook to the QR-file,
Thu~ Whize's rook cannot laave the corner
without Lo ~ing his pawn,

326
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326. (Theoretical ending) A rook
supports = passed pawn best from behind.
but here :his rule does not help White,
for after * R-R35 R-Bl 2 K-N3 K-N\3
3 K-B4 K-B3 ctc. Black wins the pawn.
White therefore places his rook in front
of the pawn, learing QR7 free for his
king.

1 R-N3 R-QR8 2 R-QR8 R-R4!
3 K-N3 R-KN4+ 4 K-B4 R-N35 K-K5
(5 P-R7 R-QR3 leads to the previous
example) 5 ... K-N2 6 K-Q5 R-KB3
7 K-B> K-R2 8 K-N3 R-B4+! 9 K-N6
R-B34- 10 K-N7 R-B2+ 11 K-B6
R-B3+ 12 K-N5 R-B4+ 13 K-N4
R-B3! 14 P-R7 R-QR3°15 K-N5 R-RS,
and we have again reached the previous
example. If Black does not realize in time
that he has to move his rook to the third
rank, he loses. .

A trap: 2 ... K-N2 3 K-N3 K-R2?
(3 ... R-KN8+! 4 K-B4 R-N3 is still
a draw) 4 K-B4! R-R4 5 K-K4 K-N2
6 K-Q4 K-B2 7 K-B4 K-N2 8 K-N4
R-R8 9 K-N5 K-B2 10 K-N6 K-N2

11 K-R7 K-B2 12 R-QN8 K-K2 13 R-N6
K-Q2 14 K-N7 (only now that he is no
longer exposed to checks can White’s
King clear the way for his pawn) 14 ...
R-(QB8 15 P-R7 R-B2+ 16 K-R6 R-BI
17 R-N8, and White wins.

327
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327. (Theoretical ending.) Victory de-
pends upon whether White is able to free
his king from the corner.

1 R-QB2 K-K2 2 R-B8! K-Q2 3
R-QN8! R-QR8 4 K-N7 R-QN8+ 5
K-R6 R-QR8+ 6 K-N6 R-QN8+
7 K-B5!, and wins.

A trap: 2 R-B7+ K-Q3 3 R-QN7
R-KRS!, with a draw, because White’s
king cannot escape from the corner.

328. Salvioli. (Theoretical ending.) In
the previous example White was able to
win thanks to the fact that Black’s king
could not reach the QB-file. But here
Black’s king is on the spot, and is able to
forestall the promotion of the pawn.

1 R-KB6+ K-K2 2 R-KN6 R-KBS!



3 R-N2 K-B2 4 R-N7+ K-Bl 5 K-Né6
R-KN5+ 6 K-B6 RXR 7PXR+ K-NI
8 K-NG6 stalemate.
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329. Ponziani. (Theoretical ending.)
White needs 10 control the KR-file, and to
achieve this the black king must first be
forced back.

1 K-N8 R-KN7+ 2 K-B8 R-KR7
3 R-N6+ K-B4 4 K-N7 R-KN7+
5 K-B7 R-KR7 6 R-N5+4 K-B5 7 K-N7
R-KN7+ 8 K-R6 R-KR7+ 9 R-KRS5,
and wins.
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330. Troitsky. (Theoretical ending.)
Although Black can control the queening
square from behind or from the side,
a diverting sacrifice nevertheless ensures
the promotion of the pawn.

1 P-R7 RQl 2 R-QB4+ (forcing
Black’s king onto the same file as his
rook) 2 ... K-Q7 3 R—Q4+! (luring the
rook away from its post) 3 ... RXR
4 P-R8=Q etc.

Variation: 1 ... R-R7 2 R-B1+ K-Q7
3 R-B2+ RXR 4P-R8=Q.

5
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331. Troitsky. Black’s king must all the
time stay on the same file as White’s,
otherwise White checks with his rook and
queens his pawn. But this works only
until the QB-file is reached.

1 K-B4 K-B7 2 K-K4 K-K7 3 K-Q4
K-Q7 4 K-B5! K-B6 (or 4 ... R-QB8+
5 K-N4 R-QN8+ 6 K-R3 etc.) 5 R-QB8!
(the pawn falls, but the rook waits in
ambush) 5 ... RXP 6 K-N6+, and
wins.

332
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332. Portisch-Faragé (Hungarian Cham-
pionship, 1965). Since the black king is a
long way from the pawn, it would seem
that 1 R-N5 should win relatively easily.
White in fact made this move, but mis-
takenly, for after 1 ... R-K8+ 2 K-B6
K-Q3 3 P-R5 R-KB8— 4 K-N7 K-K2!
5 P-R6 R-B24 6 K-N6 R-B34 7 K-RS5
K-B2 8 P-R7 R-BS! he had to agree to a
draw. ~

But in the initial position, White could
have gained an importart tempo, sufficient
to win the game: 1 K-K6+ ! K-B3 (after
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1 ... K-05 2 R-A N5 the black king is cut
off from the pawn along the rank) 2
R-KN35 R-K8&— 3 R-K3! (the difference)
3 ... R-KRS 4 P-R5 K-B2 3 R-Q3!
K-B3 6 R-KB: and White wins b
approaching the pawn with his king.

b, Rook and Two Pawns v. Rook

333, Heilmann-Bernsteia (Berlin. 1904).
One of the white puwns is further advanced
than it ought to be. and this gives Bluck the
chance of a stalemating combination.

1 ... R-QB8~ 2 K-N6 (if White takes
his king back to the second rank, Black
prevents the RP from advancing to the
sixth rank) 2 ... R-B2! 3 P-R6 R« P—
4 P~ R stalemate.

Variation: 3 K-R6 R-B3- 4 R-N\6
RXxXR+ 5PXxR stalemate. This is a good
example of how, in rook endings, careless
play can bring an advantage of as much
as two pawns to nought.

334. Kling and Horwitz. (Theoretical
ending.) With Black’s rook guarding the

rank on which his king is placed, and his
king blockading the two pawns, he can
successfully hold them at bay.

I R-Q4 R-N3! 2 R-QS8! (the only
possible winning chance is to drive the
king away) 2 ... R-N5+ 3 K-K5 R-N2!
4 R-KN8— K-R2 5 R-Q8 K-N\3, and
White cannot make any furthar progress.

A rap: 3 ... R-N5? 4 R-KN8+
K-R2 5 K-B5! R-QRS 6 R-N7— K-R1
7 R-N7!, removing the threat of stale-
mare2, after which White wins.

Variation: 1 K-N4 R-QB3 2 R-KB4
R-R3 3 R-B6+- RxR 4 PXR KXBP!,
with a draw. This variation demonstrates
that White would win with NP and BP,
pecause it would not matter which pawn
were captured after the forced exchange
of the rooks. With its king’s assistance,
the remaining one would queen.

335

335. Zukertort-Steinitz (London, 1883).
Once the pitfalls are known, the winning
technique is simple: the pawns have to be
advanced in such a way that Black cannot
blockade them, or manceuvre his way
into a stalemate.

I P-R5+ K-R3 2 R-KB5 R-QR6
3 R-B3 R-R8 (after 3 ... R-R4 4 K-N3?
will of course not do, because 4 ...
K-N4! leads to the previous position,
therefore 4 R-B6+! K-N4 5 R-KN6+
etc. should be played) 4 K-N3 R-KN8+
5 K-R4 R-KR8+ 6 R-KR3 R-KN8
7 R-R2 R-QR8 8 P-N5+ K-N2 9



R-KB2! (a necessary shield against side
checks)9 ... R-R8+ 10 K-N4 R-KN8+
11 K-B5 R-KR8 12 P-R6+ K-R2
13 R-B4 R-KN8 14 R-K4 R-KB8+
15 K-N4 R-KN8+ 16 K-R5 R-KR8+
17 R-KR4 R-KN8 18 R-R2! (the same
asbefore)18 ... R-N619R-K2R-KR 6 +
20 K-N4 R-R6 21 R-K7+ K-NI 22
P-N6 R~R5+ 23 K-B5 R-R4+ 24 R-K5
R-R1 25 K-B6 R-R3+ 26 R-K6 R-R1
27 R-Q6 R-K1 28 R-Q5 R-RI 29 K-K7
R-R2+ 30 R-Q7 R-R1 31 R-Q8+, and
wins.

/
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336. (Theoretical endmg.) It is fautile
for White’s king to advance towards his
pawns, for he has no defence against the
side checks. White’s rook is also in an
unfortunate position, from which it cannot
escape. It is very important to keep this
danger in mind, although it only applies
with NP and RP; with any other pair of
pawns the king could escape from the
checks.

337. (Theoretical ending.) 1 K-Ré6!
R-N3+ 2 P-N6 R-N1 (White would be
unable to win without his KN2 pawn,
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even though he has forced Black’s rook
onto the back rank. With the second
pawn, on the other hand, the exchange of
rooks is feasible. With a bishop’s pawn,
after R-R7, with the threat of mate, the
position would be won cven without the
extra pawn) 3 R-R6! R-QBl 4 P-N4
R-QN15P-N7R-QBI 6 R-KB6 followed
by 7 R-B8+, and wins.

If it is Black to move, he, of course,
immediately occupies the third rank by
playing 1 ... R-N3!, and after 2 P-N6
R-N8 he is assured of a draw. In this case
the extra pawn is of no consequence.

338. Duras. (Theoretical ending.) Here
the second pawn at N6 is a hindrance to
White, because with normal play he is
unable to free his king. White therefore
has to sacrifice his rook. so as to make
room for his pawn.

1 R-Q2+ K-K22R-Q6! KxR 3K-BS§
R-QB6+ 4 K-QBelc.

Variation: 2 ... R-QB6 3 R-QB6!
RXR 4 K-R7, and wins.

339. Bondarevsky-Keres (Training game.
1939). While the problems presented by
this ending are by no means completely
clarified, the weaker side can put up a
successful defence against BP and RP.

. R-KN7 2 K-K5 R-QR7 3 K-Q6
R-R4! 4 P-B6 (the bishop pawn is White’s
only winning hope) 4 ... K-N3 (4 .
KXP 5 K-K7 R-RI! also draws) 5 R-K&
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R-R3—~ 6 K-K7R 7P 7 R-KN§+ K-R2
8 R-N7+ K-R1 9 K»R stalemate!

4

340

340. Botvinnik. (Theoretical ending.) If
the white king is able to secure the square
in front of his BP, victory is not far
away.

I...R-R2: 2K-BS8 R-Ri+ 3 R-K3
R-R3 4 R-K7~ (White gains an impor-
tant tempo. due to Black's inability to
capture the rook’s pawn) 4 ... K-R!
5 R-K6 R-R1-- 6 R-K8 R-R3 7 P-B6!,
and since the pawn cannot be taken be-
cause of the discovered check, White
wins.

Ist variation: ] . R-R7 2 P-B6
R-RI 3 R-K§ R-R2-+ 4 K-K6 R-R3--
5 K-B5 R-R4-+- 6 R-K5 R-R8 7 P-B7
R-KB8+ 8 K-K6 K-N3 9 R-KN3-!
KxXR 10 P-R7 R-KS8-+ 11 K-Q7, and
wins.

2nd variation: [ ... R-R1 2 R-KS8
R-R2+ 3 K-B8 KXP 4 R-K6+! K-N4
5 P-B6 K-B4 6 R-Q6 K-N3 7 P-B7+
K-R2 8 K-K8, and wins.

) Rook and Pawn v. Rook and Pawn
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341. Em. Lasker. White can win only
if he is able to force his opponent’s rook
off the QB-file, but first he must drive the
black king up to the seventh rank.

I K-N8 R-QN7+ 2 K-R8! R-QB7
3 R-R6+ K-R4 (the king cannot move to
the knight's file, for it would be blocking
its own rook) 4 K-N7 R-QN7+ 5 K-R7
R-QB7 6 R-R5+ K-R5 7 K-N7
R-QN7+ 8 K-R6! R-QB7 9 R-R4+
K-R6 10 K-N6! R-QN7+ (Il RXP
would win against any other move) 1]
K-R5!R-QB7 12 R-R3+ K-R7I3RXP
(a decisive diverting sacrifice) 13 ... RXR
14 P-B8 =Q, and wins.

342 7
7

342. Bogoljubov-Thomas (Hastings,
1922). Not realizing that he could have
achieved a theoretical winning position by
a king manceuvre, Bogolyubov accepted
Thomas’s offer of a draw in this position.

I K-Q5 R-R4+ 2 K-B4 R-R5+
3 K-N3 R-R6+ 4 K-B2 R-QB6+ 5
K-N2 R-B5 6 KXP R-B6 7 K-N2 R-B3



8 K-N3 R-B4 9 K-N4 R-B8 10 K-N5
R-QN8+ 11 K-B6 R-QB8+ 12 K-N7
R-QN8+ 13 K-B8! R-Q8 14 R-R8+
K-K2 15 R-Q8 R-QN8 16 R—Q2 (the Lu-
cena position has been reached) 16 ...
R-N6 17 R-K2+ K-B2 18 R-K4!etc.
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343. Selezniev. As they say, it never
rains but it pours. Here Black, attempting
to avoid the loss of a pawn, inexorably
worsens his own position and, instead of a
pawn, he loses a rook.

1 K-B7 R-B2 2 K-Q6 K-B5 3 R-Q8
K-Q5 4 P-K6! (now it becomes evident
that White’s aim was more than simply to
capture the pawn) 4 ... PXP 5§ KXP+,
and wins.

344. Ponziani. Even an apparently
hopeless position may conceal a saving
combination: 1 K-N5! (not attacking, but
moving into a stalemate nook) 1
R-KN8+ 2 K-R6 P-R8=Q 3 R-R8+!
QX R stalemate.

345. Selezniev. White can capture the
black pawn, but after 1 ... R-R2+ he
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cannot win. He therefore offers a sacrifice
to lure the black rook onto a fatal square.
1 R-KN1+ K-R2 2 P-K5! RXP+
3 K-B7 K-R3 4 K-B6, and wins.
Variation: 2 ... P-B5 3 P-K6 P-B6
(or 3...R-KB4 4 K-06, and wins) 4 K-B6!
P-B7 5 R-KBl K-N1 6 RxP K-Bl 7
R-QN2 R-RI 8§ R-KR2 K-NI 9
R-KN2+ K-B1 10 P-K7+, and wins.

7,

346. Tarrasch-Bliimich (Breslau, 1925).
White’s pawn can be stopped, while
Black’s can queen in two moves, White ix
apparently lost, and in fact resigned, but
by a sacrifice hecould have saved the game.

1 P-R6 R-N3 2 R-R5 P-R7 3 P-R7
R-NI1 4 R-QNS5+, with a draw.

Ist variation: 2 ... R-NI 3 P-R7
R-KR14 K-N4 P-R7 5 R-QN5+ K-B6
(5 ... K-R8 6 R-N7, draw) 6 R-QR3
K-N6 7 R-QN5-- K-R5 § R-N7 R-RI
9 R-R7+, with a draw,

2nd variation: 1 ... P-R7 (] ... R-N2
or I ... R-NI 2 K-R4, draw) 2 P-R”
R-NI 3 R-QNS5+ etc.
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347

This s a more ar:istic
version of the concept widerlving exampls
341 Tt solves the problem o tving up the
rook urder much mere difficuit circuns-

347. Kopaev.

stances.

I R-B3— K-R32R-QRE&--!(the Q\-
file must be Aept closed) 2 ... R-N\S
3R XR3R-Q6 4 K-B7 R-B6— 3 K -\&
(the point of White’s second move now
becomes ¢lear: if Black's king were at

. QR § ... R-ONA— would s2cure
a draw) 5. .. R-Q6 6 R-R4- K-R6
7 K-B7 R-QB6— 3 K-QS (White’s xing
can achieve its goal onlv by moving
around his pawn) 8§ ... R-B7 9 K-K~7
R-K7-+ 10 KQé R-Q7-- 1! K-B6
R-QB7+ 12 K-N3 R-QN7+ 13 K-RS3

R-Q7 14 R-R3~ K-R7 13 R:vP!L and
White wins.

348

348. Fischer-Portisch (Stockholnr, 1962).
Theconsiderably greateractivity of White’s
pieces assured him of a win.

1 K-Q6 R-B3+ 2 K-K5 R-B2 (or

. R-B8 3 P-B5 R-BS 4 K-Q6 R-08 -

5 K-B7 P-R4 6 P-B6 P-RS 7 K-N8,
«nd wins) 3 R-N6 R-B2 4 K-Q5 K-B2
{he pawn can no longer be saved, so Black
rins his hopes on bringing his king into
the action) 5 RXP K-K2 6 R-Ké6+!
K-Q1 7 R-Q6+ K-K2 (Black has to
<>cert the exclusion of the king, since on
-~ ... K-Bl, 8 R-QB6 wins instantly)
~ I'-B3 R-B1 (if 8 ... R-R2, then 9 K-B6
R-R:- 10 K-B7 R-R2+ 11 K-NG6 etc.)
v P-B6 R-B2 10 R-R6 K-QI 11 R-R8+
(>f course, not 7/ K-06? R-Q2—- 1) 11 .
K-K2 12 R-R8!, and Black resigned,
for ke is in zugzwang, and White wins
after 12 ... K-B2 13 K-QS.

easil:

R. =k wund Two Pawns v. Rook and Pawn

349

349. Selezniev. White sacrifices his pawn
in order to open a file for his rook, giving
him a decisive attack.

1 P-N6! (a diverting sacrifice to open
an ir:portant file; after / R~RI? P-QR4!
Black’s rook would also come into play)
1 ... PxXP 2 R-R1 K-Bl 3 K-B6 K-Ql
4 R-R8-+ etc.

Ist variation: 1 ... K-K12 PXP K-B2
3 R P+ RXR 4 P-R8=Q+ etc.

2rd variation: 1 ... P-QR4 2 PXP
R-R3+ 3 K-Q5 R-R3 4 RXP K-K2
5 R-R8! (5 R-R7+7? K-BI, draw) §5 ...
R .-.P 6 R-R7+ etc.

350. Kluger-Séndor (Hungarian Cham-
pionship, 1954). Here we encounter the



in example 344, but the
given position is much more complicated.
Despite being short of time, Black solved
his difficult task, for which he received a
brilliancy prize.

1 ... R-R6+ 2 K-N2 K-N5 3 P-R7

same idea as

R-R7+ 4 K-N1 K-B6 5 K-R1! P-R5!
(otherwise there can be no stalemate)
6 P-B5S K-N6! 7 R-KN8+ K-R6!
8 K-N1 R-KN7+ 9 RXR stalemate.

Ist variation: 8§ P-R8=Q R-R8+
9 QX R stalemate.

2ndvariation:5P-B5 R-KN7+ 6 K-R1
R-N2! 7 P-B6 R-KB2 8 K-R2 K-B3
9 K-R3 K-B4 10 K-R4 KXP 11 KxXP
K-B4, with a draw, because Black has the
opposition on the KB-file.

351

351. Selezniev. Although the white
pawn’s life is but short, it is enough to
transfer possession of the vitally important
KN-file to White. Close combat develops
around Black’s king, and it ends with the
white rook landing a decisive blow.

1 R-R8 RXP (the pawn has to be
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R-R8+ R-R3 3 R-KNS8!
5 K-B4 K-R6

taken) 2
K-R3¥ 4 R-NI R-R4+
6 R-KR1-, and wins.

Istvariation: 3 R-R24R-NI1 K-R3
5 K»P K-R46 R-KR1+ ete.

2nd variation: 3 ... P-R6 4 R-NI
K-R3 5 R-KRI1—~ K-N6 6 RxR P-R7
7 R-R1 cic.

352 |
0

352, Moravec. Black’s rook cannot leave
hislone pawn undefended, butitalso hasto
stop the opposing pawns. This dual task
is bevond its powers.

1 K-N1! R-KB7 2 R-B4 R-R7 3 P-R4
R-KB7 4 R-B5 R-R7 5P-R5 R-KB7
6 R-B6 R-R7 7 P-R6 R-KB7 8 P-R7
(on the seventh rank the pawn no
longer needs to be directlv defended,
because Black’s rook will be in a geomet-
rical relation with his own king if he takes
the pawn) 8 ... R-R7 9 R-QR6 KxP
10 R-R8! RXP 11 R-R7+, and White
wins.

353

353. Kling and Horwitz. Despite his
material advantage, things are bad for
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Black. He has asad choice between losing
his rook and being mated.

1 P-R6 R-QRS8 (an attempt to stop the
pawn from queening) 2 P-R7 K-B2
3 R-R8! RXP 4 R-R7+, and White
wins.

Varation: 1 .... P-K6 (Black also
wants to promete: a:pawn) 2 P-R7 P-K7
3 P-R8§=Q R-KB8% 4.K-N5 R-KN8+
5 K-R5 PK8= & Q-N7+ K-Bl 7
R-KB6+ K-KI & Q-KB7+ K-Ql 9
R-Q6+, and mate in three moves.

354. Vik. White can win only if he
can gain a tempo so as to queen with
check. He solves this task by chasing both
the opposing rook and king into awkward
positions.

1 K-N8! R-B3 2 R-B6! P-BS! (Black
hurries to advance his pawn, since after
the exchange of rooks he would clearly
be too far behind) 3 R-R6+ (this check
makes it feasible for White to exchange
rooks) 3 ... K-N7 (White’s pawn would
also gain a tempo after 3 ... RXR)
4 RXR!PXR 5P-N6 P-B6 6 P-N7 P-B7
7 P-N8=Q+, and White wins.

355. (Theoretical ending.) A very com-
mon problem in rook endings is that of
exploiting the advantage of two connected
pawns against a solitary pawn. The
stronger side generally wins, but if the
opponent’s passed pawn is well advanced
he has chances of a draw. This is a typical

55| 7

situation, and it is worth remembering
that once the connected pawns reach the
fourth rank they invariably win.

White to play wins easily by 1 P-B4!
K-Bl1 2 P-K5 K-NI 3 P-K6 K-Bl (or
3 ... K-RI 4 P-K7 R-K8 5 K-B6!) 4
K-B6!

But if it is Black to move, he can simplify
into a theoreticaily drawn position by
1 ... R-KBS8! (in the nick of time!)
2 RXP RXP+.

356
+

356. (Theoretical ending.) This position
is an exception to the rule, in that White
wins even though his rook’s pawn has not
vet reached the fourth rank.

1 P-N5K-N22 K-R5!R-R83R-R7+
K-Bl 4 RXP RXxP+ 5 K-N6 R-KN6é6
6 R-R8+ K-K2 7 R~KN8! and we reach
the Kling and Horwitz position as in
example 318, except that the pieces are on
the KN-file instead of the K-file. In the
earlier position, Black to move could have
drawn by 1 ... R-KR8!, with the threat
of a flank attack, but here the lack of



space on the K-side does not allow this,
and Black is powerless against § K-R7
followed by P-N6.

If White’s pawns had initially been at
KN3 and KR4, he would not have been
able to win, since he would have lost his
knight’s pawn. The position with bishop’s
pawn and knight’s pawn is also drawn,
since if White is left with his knight’s
pawn at the decisive moment, the black
rook returns via the KB-file to the back
rank. Against a bishop’s pawn, Black’s
king moves towards the shorter side of the
board, and by flank checks his rook
ensures a draw. The situation would be
the same with centre pawrs.

On the other hand, if onc of White’s
pawns is on the second rank, White in-
variably wins, since he can advance his
king and his other pawn. The attack by
the black rook on the pawn on the second
rank is ineffective, since White’s rook, by
capturing the black pawn, would defend it.

357. Rudakovsky-Tolush (14th USSR
Championship). If the defending side
succeeds in forcing the opposing king onto
the back rank, his chances of a draw are
improved.

1 ... K-N2! 2 R-N6 K-R2 3 P-R5
(3 K-Bl is met by 3 ... R-KR7))

. R-QB7! 4 RXP R-B5 5 R-N3 (on
5 R-N7+ there follows either 5 ... K-N1!
or 5 ... K-RIf)5 ... K-R3 6 K-N2
K-N4, with a draw, as in example 334.
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Variation: 2 R-N7+ K-N3 3 P-R5+
K-N4 4 R-N7+ K-B5, with an casy
draw.

Atrap: 1 ... K-B3? 2 P-R5! K-\2
3 P-N5 R-QB7 (or 3 ... K-N! 4 R-N7
K-Rl 5 P-R6 R-QB7 6 R. P R-B4
7 R-N3, and wins, since 7 ... K-R2 can
be met by § P-N6+)4 RXP R-B4 (4 ...
R-B5 5 K-N2) 5 R-N3 R-B5 6 K-R2
R-KR35+ 7 R-KR3 R-KN5 8 P-R6+-
K-R2 9 R-KN3, and White wins.

358
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358. (Theoretical ending.) The defence
demonstrated in example 355 rules out

1 K-R37?, since after 1 ... P-N7 2 K-N4
White can only advance at the cost of
exchanging the QNP and KNP. But
White can still win by keeping his king on
the second rank, and simply advancing his
pawns.

1 P-N4!P-N72R-N6+ K-N2 3 P-R5
K-R2 4 K-R2! K-N2 5 P-N5 R-QBS$
(Black can delay no longer, since after
5 ... K-B2 6 R-N7+ K-NI1 7 P-R6
R-OB8 8 RX P R-B4 9 R-N2 White wins,
as in the trap from the previous example)
6 RXP R-B4 7 R-N2! (the purpose of
White’s fourth move now becomes clear),
and wins.

359. (Theoretical ending.) With BP
and NP, White would win as in the pre-
vious example, but here the situatiom .is

quite different.
1 R-N6+ K-B2 2 P-K5 K-K2, and
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3 K-B2 even loses to 3 ... R-KR8, but
otherwise the cxira pawn cannot be
realized.

360. (From the game Kholmov-Pogits,
Pécs, 1964, based on analysis by Khol-
mov.) Black failed to find the variation
leading to this position (which required
a timely advance of his pawn) where a
draw is inevitable.

1 K-B6 R-R7 2 K-N5 R-QN7 3 R-R3
(making room for his king) 3 ... R-N7+
4 K-R6 R-KB7 5 P-N7 RxP 6 K-Né6
P-R8=Q! 7 RXQ R-B3+ 8 KXR
stalemate.

Variation: 3 P-B6 R-N7+ 4 K-B5
R-KB7+ 5 K-K5 R-K7+ 6 K-Q4
R-KB7 7 P-B7+ RXP!, with a draw.

361. Stamma. White cannot advance
his pawn, because the black pawn queens
first. White therefore entices the black
rook to ... QBS, thereby gaining a deci-
sive tempo.

1 R-BI! RXR (on I ... P-N7,2
P-R7 is decisive, but now Black’s rook

is blocking his own pawn) 2 P-R7 K-R6
3 K-B3! K-R5 4 P-R8=Q+ K-N4
5 KXP R-QN8+ 6 KXP, and wins.

362. Lazard. By the time the black
pawn promotes, White’s king has moved
into a stalemate nook.

1 R-N7+ (I R-QB7? R-R4+ 2 K-Q4
R-QB4!, and Black wins) 1 ... K-B6!
2 R-QB7! (2 R-NI?loses to 2 ... K-K7)
2 ... R-R4+ 3 K-Q4! R-QB4 4 RXR
PXR+ 5 K-Q3! P-B8§=Q(R) stalemate.
If the pawn is promoted to a bishop
(or knight), then after 6 K-B4 B-R6
7P-Q4 the remaining pawns are exchanged

anyway.

A ”/
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363. Selezniev. The immediate exchange
of rooks fails to win, since after
1 R-K2+ K-Q4 2 R¥XR+ KxR 3
K-B3 K-B4! Black maintains the oppo-
sition. White therefore has to delay the
exchange until he can take the opposition.

1 R-QI! R-K3 2 R-KI+ K-Q4 3
P-B4+ K-Q3 4 RXR+ KXR 5 K-B4
K-B3 6 P-B3! K-K3 7 K-K4 K-Q3 8
K-B35, and White wins.

Variation: 1 ... P-B5 2 R-K1+ K-Q4
3 RXR+ KXR 4 K-N5! K-K55 K-B6
K-Ké6 6 K-K5 K-Q7 7 K-Q4, and wins.

e) Rook Endings with Several Pawns;
Maierial Advantage

%/
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364. Selezniev. There are exceptional
situations where material advantage is not
the decisive factor. White’s territorial
advantage is decisive here, since in view of
the mating threats Black’s men cannot
exert their power.

1 K-B7 RXP 2 R-N8+ K-R2 3
R-N7+ K-R1 4 K-N6 P-N5 5 R-QR7
R-KN4+ 6 KXP P-N6 7 KXR P-N7
8 R-R1 P-B6 9 K-N6 P-B7 10 R-R8
mate. .

Variation: 1 . K-R2 2 R-N7+
K-R1 3 K-N6 P-B6 4 R-QR7, and
mates.

365. Dobrescu. To avoid the impending
stalemate, Black is forced to sacrifice his
rook. Even so, his remaining forces seem

Rook v. Rook
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likely to win, but a further stalemating
combination finally saves White.

1 K-R1P-B52 R-KNS8 R:P 3 R-N7!
R-R3 4 R-N6! P-B6! 5 RXR P-B7
6 R-KB6! K-N6 7 R-B7 P-K4 8
R-KN74+ K-B6 9 R-KB7+ K-K7 10
K-N2 P-R6+ 11 KXP P-B8=Q+
12 RxQ KXR 13 K-N4, with a draw.

Variation: 11 ... P-K5 12 K-N2 P-K6
13 R-B3 K-Q7 14 RXBP+. Draw.

366. Selezniev. White looks to be losing,
but the hapless position of Black's king
and rook brings an unexpected tactical
turn. The apparently dangerous KRP is in
reality a damp squid.

1 R-N3! P-R7 (the impending sacrifice
also works in theevent of I ... R-KS or
1...R-KB5)2P-R3+ KXP3R-QR5+
K-NS5 4 R-R4+, and wins.

Ist variation: 1 ... R-Q5 2 P-R3+4
KXP 3 KXP, mating or winning the
rook.

2nd variation: 1 ... R-R3 2 P-R3+
KXP 3 R-N4! P-R7 4 R-QR4 mate.
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367. Nimzowitschi.. White does noteven
need his king’s assistanee in, this ending,
for his overwhelmiitg spatial advantage
and the restricted positiom of Black’s
rook give him the opportunity to imple-
ment a deadly trap.

1R-R7!RXKlI(orf ... R-R22PXP,
and wins) 2 P-Q7 R-K2 3 P-Q6! RxP
4 R-R8 mate.
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368. Selezniev. Black threatens the
immediate promotion of his pawn after
1 ... R-Q8+, and the apparently ob-
vious 1 R-R8+ does not satisfactorily
counter this, in view of 1 ... KXR 2
P-K7 R-Q8+ 3 K-K4 P-B8=Q 4
P-K8=Q+ K-R2 5 Q-R5+ Q-R3, when
there are no more checks. White therefore
sacrifices his K6 pawn in order to set up a
perpetual threat situation:

1 P-K7! K-B2 2 P-K8=Q+ KXxQ
3 K-K6! R-KB8 4 R-R4 R-Q8 5 R-R4,
with a draw.

369. Selezmiev. Black’s passed pawn
seems to be too strong, for after 1 KXP
P-R7 2 P-N6+ K-N1 3 R-N7! (3 R-B!
K-Bl! 4 K-N5 RXP 5 RQRI K-K2,
and the black king reaches ... QR6)
3 ... K-Bl!4 R-N8+ K-K2 5 R-N7+
K-Ql 6 R-N8+ K-B2 Black wins.
White therefore gives up the attempt to
restore material equilibrium, and prevents
the promotion of the pawn by a-stale-
mating combination.

1P-N6+!K-R32R-B3!1RXP3RXP
R-N2 4 R-QN3, with a draw, since the
capture of the rook results in stalemate.

Variation: 1 ... KXP 2 R-B6+ K-R2
3 R-QR6 P-N3 4 K-N5 P-R7 5 RXP
K~N2 6 R-R6 K-B2 7 R-R4, with a draw.
Black cannot capitalize on his pawn
advantage.
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370. Botvinnik-Fischer (Varna, 1962).
White’s chances of holding the game would
diminish if he chose to restore material
equality by capturing Black’s KNP,
because after 1 RXNP P-N5 Black’s




connected pawns would be considerably
stronger than the white rook’s pawn,
unaided by its partner. White prefers to
sacrifice his RP in exchange for Black’s
QNP.

1 P-R3! R-R6+ 2 K-N2 (Black’s
last move was aimed at pushing back the
white king) 2 ... PXP 3 R-N5+ K-Q3
4 RXNP P-R5 5 P-B4 K-B3 6 R-N8
P-R6+ 7 K-R2 P-R4 8 P-B5 K-B2
Y R-N5 K-Q3 10 P-B6 K-K3 11 R-N6~+
K-B2 12 R-R6 K-N3 13 R-B6 P-RS5
14 R-R6 K-B2 15 R-B6 R-Q6 16 R-R6
P-R6 17 K-N1, and the playvers agreed
to a draw.

371. Tal-Botvinnik (World Champion-
ship Match, 1961). Black’s active rook
secures the draw here, particularly since
there are no weak links in his defences.

1 ... R-QR8+ 2 K-N4 R-QN8+
3 K-B3 R-QB8+ 4 K-Q2 R-B8! (White's
king cannot cross the KB-file) 5 K-K3
K-B2 6 R-B7+ K-Ql1 7 K-K2 R-B5
8 K-Q3 R-B6+ 9 K-Q2 K-BI 10 K-K2
R-B5 11 K-K3 R-B8 12 R-B8+ K-Q2
13 R-B6 K-B2 14 R-B7+ K-Q1 15K-K2
R-B5 16 K-Q3 R-B6+ 17 K-B2 K-Bl
18 P-B6 K-Ql 19 R-B8+ K-B2 (not
19 ... K-Q2?, of course, since after
20 P-B7! the obligatory 20 ... K-K2
loses the bishop’s pawn) 20 K-Q2 K-N2
21 K-K2 R-B522K-K3 R-B8 23 R-B7+
K-Bl1 24 K-Q2 R-B6 25 K-B2 K-Ql
26 R-B8+ K-B2, and White, realizing
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the futility of playing on, agreed to a
draw.

A trap: 1 ... K-B2? 2 R-B7+ K-BI
3 K-RS5!, and wins, for the rook cannot
leave the QN-file without allowing the
white king in at QN6.

372
Y

. y
sary
74

%V
. 7,377
_

Y,

372. Prokes. White threatens to promote
his pawn, but his real aim is checkmate.

I P-N7 R-B3+ (if I ... R-KN3 2
R-R5+ wins) 2 K-K4 R-KN3 3 K-B5
RXP(N2) (or 3 ... R-N4+ 4 K-B6, and
wins) 4 P-N4+ RXP 5 R-R3+ R-R5
6 P-N4 mate.

373. Euwe-Alekhine (World Champion-
ship Match, 1937). Black’s passed pawn
does not make up for White's material
superiority, since it is not only unable to
advance, but also even needs to be de-
fended.

1 P-N4+ K-K3 (I ... K-N4 is met by
2 P-B3 and 3 R-B5+, with a rapid ad-
vance of the pawns) 2 P-B4 K-Q4 or
2 ... R-N6+ 3 K-K4 K-Q3 4 P-R4,
and wins) 3 R-Q4+ K-K3 4 P-B5+
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K-K2 5 R-K4+ K-B2 6 P-R4 R-N8
7 K-B4 R-QB8 8 R-R4 PR3 9
R-R7+ K-N1 10 P-N5 R-B5+ 11
K-KS5, and Black resigned, since 17 ...
RXFis answered by 12 P-N6 R-QNS5 13
P-B5' R-N! 14 R-KN7+ K-Bl 15 R-KR7,
winming.

374. Spassky-Portisch (Lugano, 1968).
Black cannot avoid loss of material, but
by restraining for a time the advance of
White’s K-side pawns, he draws, thanks
to his passed QBP.

P-N4! (blocking the white pawns)
2 RXKRP R-Q5 3 RXP RXP 4 P-R4
PxP 5 K-R3 P-B5! 6 KXP (or 6 R-0B6
R-05 7 KxP K-Q? 8 R-B5 K-03,
driving the white rook off the QB-file)
. R-QB4!, and White offered a draw,
since he can halt the pawn only from in
front and with his rook in such a passive
position he has no hope of winning.

375. Portisch-Shishkin

(Leningrad,
1960). Black sealed his last move, ...
K(B2)-K2, but resigned without further

play, in view of the following variation,
in which the advance of the white king is
decisive.

1 P-K3! RXRP 2 RXNP R-R8 3
R-QRS5 P-R6 4 K-B3 P-R7 5 K-K4
R-KN8 6 RXP RXP 7 K-B5 R-N6
8 R-R7+ and after 9 P-K4 White wins
the BP, and with it the game. .

Variation: 1 ... K-Q22 RXBP R XRP
3 R-QN6! R-N6 4 P-N5, and Black
cannot play 4 ... K-B2 in view of 5
P-N6!, and otherwise the white pawns are
the faster.

376. Ivkov-Portisch (Santa Monica,
1966). It has been demonstrated in several
of the preceding examples that the rook
placed behind a passed pawn is stronger
than the one in front of it. The relative
positions of the rooks can decide the out-
come of a game. A pawn advantage can
generally be driven home with an active
rook, and an active rook can also com-
pensate for the lack of a pawn (cf. examples
371 and 374).

1 ... R-Q2! (Black’s QRP is more
valuable than White’s QP) 2 P-R5 K-Bl
3 R-R5 R-N2 (White’s rook has done the
attacking, yet Black’s is the more active)
4 PQ5 P-N5 5 P-Q6 P-N6 6 R-RI
P-R4! 7 P-R6 P-N7 8 R-QNI K-NI
9 P-Q7 (White cannot delay this, in view
of the impending advance of the black RP)
9...RXP10RXP R-R2!11 R-R2P-R5
12 R-R3 K-R2 13 K-N4 R-R4 14 K-B4



KXP (if the rooks’ positions were re-
versed, Black could hardly win in spite of
his advantage of two pawns; but, as it is,
White is powerless against a manceuvre
by the black king) 15 R-R3+ K-N2
16 R-R3 K-BI1 17 K-K4 K-K2 18 K-Q4
K-Q3 19 P-B3 R-QR1! (White's king is
forced to move to one side) 20 K-B4 K-K4
21 K-Q3 K-BS5, and White resigned in
view of 22 K-K2 K-N6, and the advance
of the BP.
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377. Portisch-Gligoric (Vrnjacka Banja,
1966). 1 K-Q2! (1 K-B3 is less promising

since Black plays ... K-B4, ... P-B3 and

. P-N4, and the QP could become
dangerous. The move played is also better
than K-Q3, because it takes control of K1)
1 ... K-B4 2 R-R7 P-B3 3 R-KN7
R-K3 (3 ... P-N4 is for the moment
‘premature, in view of 4 PX P PXP 5 P-B3!
R-K3—if the white king were at Q3,
5 ... R-K8! would be strong here—
6 R-KR7? K-N3 7 R-R8, and Black can
make no progress) 4 R-N8 P-N4 5
R-KR8! K-N5 6 R-KN8! R-K4 7 PX P!

PXP 8 P-B4 R-QB4 9 K-K3 R-B6+
(Black has no useful move, since 9 .
KX P? fails to 10 RXP+) 10 K-Q4 RXP
11 RXP +, with a theoretical draw.
False trails for both players: 7 R-N6?
(this is what White actually played, owing
to time trouble) 7 ... K-R6 (at the critical
moment Black also goes wrong. White
intended answering 7 ... R-KB4! with
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8 K-K3, with a draw after 8§ ... P-Q4?
9 PXP PXP 10 P-B4. But both players
overlooked that after 7 R-KB4!
8 K-K3 the continuation 8 ... K-R6!/
is decisive: 9 PXP PXP 10 RXQP—I0
P-B4 P-N5 11 R-NS5 fails here to 11 ...
RXR 12 PXR P-RS, leading to a queen
ending with two extra pawns for Black—
10 ... P-N5! 11 R-Q4—otherwise Black
plays ... K-N7, ... R-B6+, ... RXBP
and ... KXP, winning easily—II ...
(-N7 12 R-KB4 RXR 13 PXR P-RS
14 P-B5 P-R6 15 P-B6 P-R7 16 P-B7
P-R8=Q 17 P-B8=Q Q-K8+ 18 K-Q3
OXP, and the queen ending is lost for
White in view of the unfavourable placing
of his pieces) 8 RXBP PXP (8 ... P-N5
9 RXP K-N7 10 R-KB6 K-B8 11 K-Q3
R-K7 12 P-B4 R-KN7 13 R-KR6, and
White’s passed pawns assure him of a
draw, since he can give up his rook for
the knight’s pawn, or § ... R-Q4+ 9
K-K3 PXP 10 PXP KXP 11 P-B4, and
again White is saved by the advance of his
pawn) 9 RXP PXP 10 PXP KXP 11
R-KN6+, and within a few moves a
draw was agreed. As we already know, the
rook’s pawn cannot be promoted, since
after ... K-R7 and ... P-R5-R6, the
manceuvre .., R-QR4-R8-KN8 is in-
effective, since the white king reaches
KB2 in time. Another ending demonstrat-
ing that the endgame is probably the most
difficult part of the game.

378. Griinfeld-Balogh (Correspondence
game, 1928). Four pawns against three,
if they are connected and on the same side
of the board, cannot win. Nevertheless,
the defending side has to play very accu-
rately. For this reason, the conclusions
of Dr Balogh, who successfully defended
this position, are recommended to the
reader. Not only do they facilitate the
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recognition of drawn positions, but they
also give valuable methodological cuide-
lines concerning correct defence.

1. The advance of the opponent’s king
or his pawns presents no danger for the
weaker side, provided that he does not
move his bishop’s pawn. Consequently,
this pawn should stay on its origi:al
square. By advancing the rook’s pawn 10
the fourth rank, the opponent’s pawn on
the same file can be halted. It follows that,
in the position in question, the correct
arrangement of the defending pawns is at
... B2, ... N3and ... R4. This allows
the capture of the white NP, it it shou!d
be advanced, and if a passed RP is creat2d
it can be halted.

2. The stronger partv may threaten to
break up the defensive pawn chain by the
advance of his bishop’s pawn. The de-
fending rook should be on its fourth rar.k,
in order to deal with this eventuality.

3. The defending king should take up
position on the K-file, if possible on the
third rank, in order to prevent the oppcs-
ing rook from invading his fourth rank.

In the game in question, which is of
theoretical value, events developed as
follows: 1 ... K-K3! (otherwise \White’s
rook occupies the fifth rank) 2 R-R2
R-QN4 (the immediate 2 ... P-R4 is
more accurate) 3 R-R6+ K-K2 4 K-B4
P-R4! 5 P-B3 P-N3 6 R-R3 K-B3!
7 R-R6+ K-K2 8 P-KS5 (a last attempt

to win) 8 ... R-B4 9 R-R4 K-K3!
10 P-N4 PXP 11 PXP R-B3! (when only
two pawns are left to fight against three,
the defending rook should be on the third
rank) 12 P-R5 P <P 13 PXP P-B3! (at last
the bishop’s pawn can move) 14 PxP
K>/P 15 R-R7 R-B5+, with a draw.
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379.  Eliskases-Bogoljubov  (Match
game, 1939). White’s doubled pawns, far
from being a weakness, are a strength,
since they facilitate his defence. Black
cannot even create a passed pawn, because
the squares KN2 and KN3 afford White’s
king a convenient post.

I R-R1 P-N4 2 P-R3! K-N2 3 R-R5
K-N3 4 K-N2 P-R4 5 R-QB5 P-B3
6 R-R5 R-N6 7 R-B5 P-K4 8 R-B6
K-B4 9 R-R6 R-N5 10 R-B6 R-KB5

“11 R-R6 P-N5 12 RPXP+ PxP 13

PX P+, with a straightforward draw.

380. Selezniev. Black somechow copes
with the pawn break-through, but the
subsequent mating threat sets him insol-
uble problems.



1 P-B6! R-KNI1 2 R-KB7! P-Q7
3 PXP+ RXP 4 KxP! (the point of
White’s second move now becomes clear:
his rook is defended) 4 ... P-Q8=Q 5
R-B8+ R-N1 6 P-N7 mate.

Atrap:2 P-B7?7 R-KB1!3 R-R1P-N7
4R-K1P-Q75R-KBI P-N8=Q 6 RXQ
R-Q1 7 R-KBI P-Q8=Q 8 RXQ
R-Q4+! 9 K-N4 P-R4+! 10 K-R3
R-Q6+ 11 K-N2 R-KN6+ 12 K-B2
R-KB6+, with a draw.

Ist varation: 1 ... R-QNI 2 RXP
P-Q7! (2 ... P-N7 3 R-KR7+ K-NI
4 P-B7+4 etc.) 3 R-Q7 P-Q8=Q+ (or
3 ... P-N7 4 KXP P-N8=Q 5 P-N7+,
and wins) 4 RXQP-N75KXPP-N8=Q
6 RXQ RXR 7 P-B7, and White wins.

2nd variation: 1 ... R-Q1 2 RXP
P-Q7 3 R-KR7+ K-NI1 4 P-B7+ K-Bl
5 R-R8+ K-K2 6 RXR, and wins.
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381. Petrosian-Tal (Curagao, 1962). If
it were Black to move, he could reinforce
his weak rook’s pawn by ... K-N3,
and it would be questionable whether
White could exploit his pawn advantage,
although five pawns against four always
give better prospects of a win than four
against three. White exploits his tempo
advantage, and launches a decisive attack
against the weak pawn.

1 R-KNB8! (cutting off the king from
the pawn) 1 ... R-N7 2 K-B3 R-Q7
3 P-R4! K-K2 4 R-N5 K-Bl SR XRP
K-N2 6 R-N54- K-R2 (it would seem
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that the rook is cornered, but it can be
freed in two different ways) 7 P-N4!
(this variation was pointed out by Fischer,
and is far more convincing than the con-
tinuation chosen by Petrosian) 7 ... P-B3
8 R-R5+ K-N39PXP+!'KXR10PXP,
and Black is powerless against the enemy
pawns, since 10 ... R-R7 is answered by
11 P-QS5, while if 10 ... K-N3, then
11 P-R5+.

Variation: 7 P-R3 (this is what Petro-
sian played) 7 ... R-R7 8§ P-N4 K-R3
9 R-N8 K-R2 (Whitc’s task would have
been more difficult after the immediate
9 ... PXP+)10R-K8 PXP+ 11 K-N3
K-R3 12 R-K7 K-N2 13 R-B7 R-N7
14 R-B5 K-B3 15 P-Q5! R-N5 16 P-R6
PXP 17 RXP K-N3 18 R-Q6+ K-N4
(J8 ... P-B319 P-R7 R-N1 20 R-Q7, and
wins) 19 P-R7 R-NI 20 R-Ql1 R-KRI
21 R-KRI, and in this hopeless position
Black overstepped the time limit.
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382. Herbstman. Black intends to play
his rook to the fourth rank to threaten
mate, and hopes that White, to counter
this threat, will queen his pawn, which
allows stalemate. White sees through the
plot, promotes his pawn to a bishop,
which puts paid to Black’s dreams of
stalemate.

1P-N4R-K12 R P R-K43P-R8=B!
(on 3 P-R8=Q? or 3 R-R5? there follows
3 ... K-B5+, when capturing the rook
gives stalemate) 3 ... R-N4 4 B-B6
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R-Q4 5 R-R5 K-B5+ 6 R»R, and
White wins.

A trap: 1 RXP? R-B4 2 P-N4 R-N4!
3 R-R5 K-B5+ 4 RXR stalemate.

383
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383. Keres-Taimanov (33rd USSR
Championship). Black operates with his
king on the Q-side, where he has a pawn
majority.

1 ... P-B4! 2 R-QI K-Q2 3 P-QB4
K-B3 4 P-KN3 P-Q4 5 P-B4 R-B4
6 P-N3 P-QN4!7RPXP+ PXP 8§ R-KlI
(passive defence similarly fails to save the
game)8 ... QPXP 9P PP.<P 10 R-K¢&
R-Q4! (cutting off the white king from
the pawns) 11 K-K2 K-N4 12 R-QN8+
K-R5 13 R-R8+ K-N6 14 R-QNS8+
K-B7 15 R-N6 P-B5 16 RXP K-N6,
and White resigned, since after 17 R-N6+
Black wins by 17 ... K-B5 18 R-N1P-B7
19 R-QB! K-B6.
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384. Gligoric-Hort (Wijk aan Zee, 1975).
Black is a pawn up, and also his rook is
behind his passed pawn, yet White is still
able to draw, thanks to the weakness of

Black’s K-side pawns. The defensive ma-
nceuvres of White’s king are quite re-
markable.

1 P-N4+ ! K-K4 2 K-K3P-N3 3 K-K2
K-K5 4 K-K1! R-R2 5§ K-K2 K-Q5
6 K-Q2 R-R4 7 K-QI! R-R1 8 K-Q2
R-R4 9 K-Ql K-B4 10 K-B2 K-BS
11 K-B1! (The essence of White’s defence
is that his king stays in the shadow of the
black king, while his rook guards the third
rank. Now 1/ ... K-NS5 can be met simply
bv 12 R-K3, and White’s rook is free)
11 ... R-QB4 (a final attempt) 12 K-N2
K-N3 13 R-K3 R-B5 14 R-K6, and a
draw was agreed.

1) Rook Endings with Several Pawns;

Positional Advantage

385

385. Prokes. White’s spatial advantage
is considerable, but he has to be careful
to leave the black king enough room to
move, since after 1 K-B7? R-QB3 2 R-K4
R-B2+ 3 R-K7 R-R2! 4 K-B8 R-R1+
5 R-K8 R-R2 he cannot win. White
therefore goes for rapid simplification,
after which he only needs to gain a tempo
to clinch victory.

1 K-K7! R-N1 (after / ... RXP, 2
K-B7 wins instantly) 2 R-Q4 R-RI1
3 R-Q8+ RXR 4 KXR K-N1 5 K-K7!
(gaining a tempo) 5 ... K-R1 6 K-Q6
K-N1 7 K-B5 K-B2 8 K-N4. and White
wins.
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386. Prokes. White forces the exchange
of rooks on QN7, as a result of which his
pawn queens.

1 R-QN2! RXBP 2 R-N8+
K-B2(N2, R2) 3 R-N7 R-K2+ (B2, N2)
4 K-Q6(K6, B6) (the king’s attack forces
the decisive exchange)4 ... RXR 5§ PXR
etc.

387

387. Rinck. White’s BP cannot advance,
since the advanced black pawn would then
become a threat. For the moment the
QRP is also not dangerous, since after
1 ... K-B7it can be stopped from behind.
Therefore White forces Black to block the
QR-file, after which his pawn can reach
its goal.

1 R-KN7! K-B7 (or I ... R-K8 2
R-NI! RX R 3 P-R7, and wins) 2 R-N2+
K-N6 3 R-QR2! (the decisive decoy
sacrifice} 3 ... KXR 4 P-R7, and White
wins.

388. Barbieri. White must not let the
black king over onto the K-file, since then
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his passed pawn would be attacked from
the rear.

1 R-Bl! (to drive the black rook off
the Q-file) 1 ... RQ7+ (or / ... RXR
2 P-Q7, and wins) 2 K-B3 K-Q5 3 R-B2!
R-Q6+ (the rook still cannot be taken)
4 K-K2! R-K6+ 5 K-QI! R-QR6 (or
5 ... RQ6+ 6 R-Q2) 6 P-Q7 R-RI1
7 R-B8, and wins.

389

389. Troitsky. White cannot prevent the
black rook from occupying the QR-file,
so he launches an attack on the enemy
king. Although he fails to give checkmate,
he gains the opportunity to divert the
black rook away from the favourable
QR-file.

1 P-R7 R-N4+ 2 K-B6! R-QR4 (or
2 ... R-N3+ 3 K-B5 R-QR3 4 RXP+
{~-R3 5 R-B6+!, and wins) 3 K-B7!
(White correctly spares the lifc of the
QBP) 3 ... K-R3! 4 R-B6+ K-R2(N4)
5 R-B5! RXR (5 ... RXP? 6 R-R5
mate) 6 P-R8=Q, and White wins very
easily.
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390. Maroczy-Marco (Monte Carlo.

1902)., The advantage of an active reok
over a passive ene can suffice for victer:
cven when there is material equality.
Here the outside passed pawn completely
paralyses the black rook. und this cnabics
White to acquire & decisive territorial
advantage.

1 R-R2 R-QN6 2 P-R6 R-N1 3 P-R7
R-QR1 4 R-R6! (cutting off the bluck
king's access te the QBP) 4 ... P-B3
5 K-B3 K-N3 6 K-K+4 P-B5 (there is
nothing bettzr) 7 K-Q4 K-B4 8 K- P
K-N3(& ... K-K5 loscs 10 9 K-Bj5 P;B-!

10 R-R4~ K-BA 11 K-N6) 9 K-Qdb
R-Ql- 10 K-K4 R-KI+ Il K-Q5
R-QR1 12 K-K6 P-B4 (/2 ... KAP

13 K«<P K-K5 I4 K-K6, and wins)
14 R-Ké6 R-KBI 13
R-KB7!, and White

13 K-K3 R-KI--
R-K7 K-R4 18
wins.

391. Spielmann—Capablanca (Moscow,
1925). After moves bv his rook or his
pawn, White loses his base at QBS, and

there appears to be no natural good move,
since after 1 K-N2? R-Q7+ 2 K-BI
P-B7 Black wins. White therefore decides
to exchange his positional disadvantage
for a material one, in order to secure
mobility for his king and to keep the
opponent’s king away from the action.
I K-K2! RX NP 2 K-B2 R-Q6 3 K-N2
K-K3 4 K-R2 K-Q3 5 K-N2 R-Q7+
(a final attempt to win) 6 K-N3 P-B7
7 K-R4! R-N7 8 K-N5 R-N3 (8 ...
K-K3 9 K-B4 K-B3 10 R-B6~ K-K2
11 P-Q5 also leads to a draw, since the
only change in the position is that White’s
base on the QB-file has moved from the
fifth to the sixth rank) 9 RXP K-Q4 10
K-B4 KxP 11 R-Q2+, with a draw.
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392, Prokop. Black’s only useful moves
are with his BP, and not of course 1 ...
P~ P, since 2 P-R7+ then wins imme-
diately. This factor allows White to make
the decisive manceuvre, beginning with the
blockading of the BP.

1 R-B6! P-K6 (thc only move that
does not ruin Black’s position. It is not
without its tricky side too, since after
2 KXP? thepin 2 ... R-KI would equal-
ize immediately. Thus White has to give
his opponent the move) 2 K-B1! P-K7+
3 K-KI1! (now Black is in zugzwang)
3 ...K-R14RXP R-KI1 5 P-K7 K-N1
6 R-B8+! RXR 7 P-R7+, and White
wins.

Atrap: 1 P-K7?R-K12 RXKP K-R2

%///4



3 K-K3 KXP 4 K-Q4 K-N4 5 K-Q5
P-B4 6 R-K1 P-B5 7 K-Q6 P-B6 8 K-Q7
R-QR19P-K8=QRXQ I0ORXR K-N5
11 K-Q6 P-B7 12 R-KB8 K-N6, with a
draw.

D
)

W

/;/,,

393. Selezniev. It seems improbable that
White can win, since he cannot defend
his BP owing to the threat of mate, while
in addition Black has a dangerous passed
pawn. But by a surprising and elegant
diverting sacrifice White tips the scales in
his favour.

1 R-K5+! RXR 2 P-N4! (preventing
mate and controlling the important square
KB35; the position has changed radically,
and now Black must rack his brains over
how to prevent the pawn from queening)
2 ... R-K8+ 3 K-N2 R-K7+ 4 K~N3!
(41\ -BI? would be bad, since Black would
later queen with check) 4 ... R-K6+
5 K-B2 R-K5 6 P-B8=Q R-KB5+
7 QXR PXQ S P-R4 P-QN4 (it now
becomes clear that the black king is badly
placed) 9 P-R5 P~P 10 PXP P-N5
11P-R6P-N612P-R7P-N7 13P-R8=Q
P-N8=Q 14 Q-R8+ K-NS5 15 Q-N7+,
and White wins.

394. Selemiev, The black king cannot
leave the KN-file, in view of check followed
by the queening of the pawn. It follows
that, by chasing the black king, White
can gain the important tempo required for
victory.

1 P-R3+ K-N4 2

P-R4+ K-N5

Rook v. Rook

3 R-KB8 (thrcatening 4 R-B+4 mate)
3 ... R-N7+ 4 R-B2 RXR+ 3 KXR
P-R76P-N8 =QP-R8=Q7Q-QB8 mate.

395. Em. Lasker-Rubinstein (St. Peters-
burg, 1914). White has a clear positional
advantage, since he is able to set up an
outside passed pawn. Despite the presence
of the rooks, this pawn wins the ganic.

1 P-B5 PxP 2 PXP R-B3 3 R-B4
P-NS5 (4 P-N4-- was threatened) 4 P-N3
R-B2 5 P-B6 K-Q3 6 K-Q4 K-K3
7 R-B2!K-Q3 8 R-QR2!R-B2 9 R-R6+
K-Q2 10 R-N6!, and Bluack resigned.

396. Herbstman. White has a very
difficult task : he has to promotc his pawn,
while simultancously defending against
the mating threats.

1 R-R8+ K-Q2 2 P-N7 P-KNG6!
(threatening 3 ... R-R& mate) 3 R-R§!
(the black rook has to be chased off the
QR-file immediately, since 3 R-08+ 7
K-B3! 4 R-OR8 R-R4+ 5 K-N1 KXP
is to Black’s advantage) 3 ... R-QB4!
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396

4 R-Q8+! K-K3 (4 K-B3? 5
R-0OBS+. and wins) § R-Q6=! K-K4
(after 5 ... K-B4 6 R-Q5+ wins; now
White plays a preliminary move to open
the dizgonal for his queen-to-be, while at
the same time dealing with the threat of
mate) 6 R-B6! R-N4 (otherwise the pawn
queens) 7 R-B5+! (a beau:iful diverting
sacrifice. and a worthy culmination to the
white roox’s marnawuvras) 7 ... RxR
8 P-N8=Q+ K-K5 9 QXKXP, and
White wins.

397
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397. Capablanca-Tartakover (New York.
1924). White’s rook is excellently placed
on the seventh rank, and his knight’s pawn
is also strong. Compared to the penetration
of White’s king, the black rook’s material
winning is of little consequer.ce.

1 K-N3! R:<P+ 2 K-R4 R-B6 (or
2 ... R-B8 3 K-R5!, and wins)-3 P-N6
RXP+ 4 K-N5 R-K5 5 K-B6! K-NI
6 R-N7+ K-R1 7 RxP R-KI 8 KXxP!
R-K5 9 K-B6 R-B5+ 10 K-K5 R-N5
11 P-N7+! K-N1 (after the exchange of
rooks the QP decides matters) 12 RXP

R-NR 13 KxP R-QB8 14 K-Q6 R-B7
15 P-Q5 R-B8 16 R-QB7 R-QRS8 17
K-B6 R XP 18 P-Q6, and Black resigned.

Variation: 4 ... RXP 5 K-B6 K-K1!
6 R:'P RxP 7 P-N7 R-KN5 8 RxP!
P-Q5 9 P-N8=Q+ RXQ 10 R-R8-,
and wins.
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398. Rubinstein-Réti (Berlin, 192%).
One’s first impression might be that Black
stands better, since his rook on the seventh
rank is poised to mow down the white
pawns. But a position should never be
evaluated mechanically, and it is essential
to consider the whole picture. Black's
weak pawns, White’s more active king,
and not least White's passed KP on the
fifth rank altogether add up to more than
the black rook on the seventh rank.

1 P-B4! RXP 2 RxP K-Q2 (forced,
since after 2 ... RXP 3 R-Q3! there is
no satisfactory defence against the ad-
vance of the KP) 3 R-R3! K-K3 4 RxP
(now White’s rook has also reached the
seventh rank) 4 ... P-R4 5 P-R4 R-N§
6 K-Q4 P-N3 7 R-KN7 R-N8 8 K-K4
R-N7 9 R-QB7 R-QB7 10 K-Q3 R-BS
11 P-K4! R-Q8+ 12 K-K2 R-QBS8 13
K-Q2 R-B5 14 K-Q3 R-B8 15 R-KN7
R-Q8+ (IS R-KN8 loses after
16 K-04 R-Q8+ 17 K-B5 R-KN8 18
RXP+! RXR 19 P-B5+) 16 K-K3
R-K8+ 17 K-Q4 R-Q8+4 18 K-BS
R-QB8+ 19 K-N6 P-B4 20 RXP+
K-K2 21 P-B5 R-B5 22 K-B6 RXP




23 K-Q5 R X RP (although material equal-
ity has been re-established, White’s
centre pawns are now free, and they settle
the issuc) 24 R-N7+ K-Bl 25 P-B6
R-KB5 26 K-K6 R-QR5 27 R-QB7
R-R3+ 28 K-B5 P-R5 29 R-BS+
K-B2 30P-K6+, and B]ack resizned

399

399, Alekhine~-Euwe (World Champion-
ship Match, 1935). Black’s rook is active
behind the white pawns, and would easily
secure a draw if it only had one pawn to
control. But in view of the weakness of
Black’s QNP, the white king can safely
abandon his K-side pawns and head for
the Q-side.

1 K-K2! P-K4 (or I ... R-N7+ 2
K-Q3 RxXP 3 K-B3! R-N8 4 R-R6
R-QOB8+ 5 K-N3! R-QN8+ 6 K-R3
and wins, because the QNP is lost) 2 K-Q2
P-B3 3 K-B2 R-N5 4 K-B3 R-Q5
(Black has succeeded in building a base
on the fifth rank, thus preventing White
from acquiring two connected passed
pawns, but White’s king is so active that
he carries the day with just one pawn)
5 R-R6 K-N3 6 RxP! RXP 7 R-R6
R-Q5 8 P-N6, and Black resigned.

III. TWO ROOKS V. TWO ROOKS
400. Rinck. The concerted play of two

rooks is well demonstrated in the following
examples. Here Black’s rooks are badly
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posted, since they cannot avert the danger
threatening their king on the edge of the
board. White ruthlessly pursues the black
king until he can deal the death blow.

1 R-QBl1+ K-Q2 2 R-Ql+ K-KI
3 R-K1+ K-BI 4 K-K6+ K-KI1 3
K-Q6+ K-QI 6 R-B8 mate.

Variation: 3 ... K-Q2 4 R-Q2+ K-B3
5 R-QBl1+ K-N4 6 R-QN2+ K-R3
7 R-QR1 mate.

401 |
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401. Rinck. Owing to the impeding rook
at ... QNS, Black can extricate himself
from a close-range fight only at the cost
of a rook.

1 R-KR3+ K-B52K-B2!1R-N4(2...
R-Q5? 3 R-QOB3 mate) 3 R-KR4+ K-B4
4 R-R5+ R-Q4 5 RXR(N5)+, and
wins.

Variation: 1 ... K-Q5 2 R-KR4-
K-B6 3 R-QR3+ R-N6 4 R-R3+ R-Q6
5 RXR(N3)+ etc.

402. Rinck. One of the black rooks iis
badly posted, and the white battery
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402
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(discovered attack), operates to inflict
defeat.

1 K-N6+! K-QF (f ... K-NI? 2
R-R8+! KXR 3 R-B8 mate) 2 R-R8+
K-K2 3 R-R7+ K-B3 4 R-B6+ R-K3
5 RXR+, and wins.

403. Rinck. The intrusion of two rooks
onto the seventh rank almost invariably
results in a decisive attack. So it does in
this example.

1 R-K7+ K-R1 2 K-R6! R(N1)-K]1
3 R(Q1)-Q7! R-R1 4 R-KR7+ K-NI
5 R(Q7)-KN7+ K-B1 6 R-R8 mate.

Variation: 2 ... R(N1)-Bl 3 R-KR7+
K-N1 4 R-KN1 mate.

_
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404. Prokes. The sole function of
White'’s pawn is to divert the black rook
away from the eighth rank, after which
Black is mated or loses a rook.

1 P-Q7! RQ8+ 2 K-K3 RXP 3
R-B1+ ! K-R7 (capturing the rook allows
mate) 4 R-R8+ K-N6 5-R-B3+ K-N§
6 R-KN8+, and wins.

405. Mandler and Kénig. White's ad-
vantage lies in the fact that his king is
attacking one of the black rooks (which
are defending one another), and that he
can use the black pawn as a cover against
checks. Victory depends upon whether
White is able to lure the opponent’s
other defending rook onto the same file
as his king. To do this he immediately
rids himself of his own pawn, in order to
prevent the black king from also finding
cover.

1 P-B7 K-N2 2 P-B8=Q+! KxQ
3 R-B1+ K-K2 (or 3 ... R-KB6 4
R(K2)-B2) 4 R(B1)-K1 R(N6)-B6+ 5
K-N4R-QN6+ 6 K-R4RXRT7RXR+,
and wins.

Variation: 3 ... K-N2 4 R-KN2+
K-R3 (4 ... R-N6 5 R(BI)-NI) 5
R-KR1+ R-R6 6 R(N2)-KR2 R(N6)-
QB6+ 7 K-N4R-QN6+ 8 K-R4 RXR
9 RXR+ etc.

406. Schlechter-Maréczy (Karlsbad,
1907). The action of two rooks working



together was clearly observable in the
preceding composed endings. Although
such positions occur only rarely in actual
play, the principle remains the same:
whichever side manages first to harness
the power of both of his rooks has an edge
over the opponent. A pair of rooks on
the seventh rank is particularly powerful,
and can compensate for considerable lack
of material.

. R-QI1!2 RXP R(Q1)-Q7 (at the
moment Black is two pawns down, but
he will soon regain one, since White can
reduce the power of the black rook only
by an exchange) 3 R-R3 K-B1! (avoiding
a dangerous trap: after 3 ... RXP4R-
KN3+ K-B1 5 P-QR3!) White neutralizes
the black rooks, and safeguards his extra
pawn) 4 R-KB1(on 4 R-KB3 or 4 R-KN3
Black again answers 4 ... RXRP) 4

. RXRP SRXR RXR,and Whitecan-
not realize his extra pawn.
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407. Szab6-Portisch (Hungarian Cham-
pionship, 1959). White is not only a pawn
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down, but also his second rank is very
weak.

I ... QR-QI!2 R-QR4 (White cannot
afford to exchange by 2 R-KB4, sincc
Black easily capitalizes on his Q-side pawn
majority) 2 ... R-B2 3 R(N1)-R1 P-QR4
4 R-K4 R-Q7 5 R-NI R(B2)-B7 6 R P
RXP+ 7 K-Bl RxXP 8 R-N8+ K-B2
9 R-N7+ K-B3 10 R-N6+ K-N4 11
K-N1 R(Q7)-KN7+ (a familiar method
of gaining time by then threatening mate)
12 K-Bl R-QB7 13 K-NI R(R7)-Q7!
14 R-NI, and without resuming White
resigned, because the advance of the KRP
is decisive.

408
+

408. Pilnik-Szabé (Candidates’ Tourna-
ment, 1956). White’s domination of the
seventh rank provides him with an attrac-
tive tactical opportunity to exploit his
king’s pawn.

1 R-KN7+ K-Rl 2 PXP RXBP 3
P-K7! R-K3 (the rook on KN7 can now
maraud undisturbed, since it is protected
by its partner’s threat of discovered check.
After 3 ... R-K4 the coup de gréce is
delivered by 4 R-KB7) 4 RXP+! K-N1
5 R-KN7+ K-RI1 6 R-N6! R{K3)-K4
7 R-QB6, and Black resigned.

Variation: 3 ... R-R7+ 4 K-K3
R-K4+ 5 K-Q4 R-K8 6 R-R7! R<Q8+
7K-K5 R-K7+ 8 K-B6 R-Q3+ 9 K-B7,
and White wins.



Queen Endings

With the reduction of the forces in the endgame, the queen’s mobility and power is
greatly increased, and it becomes a highly dangerous piece both in attack and in defence.
Many of the pawn endings examiped earlier in the book developed into queen endings.

The first part of this section will show the battle of queen against pawns. In contrast
to other endings, the pawn(s) can draw against the queen only in exceptional circum-
stances, and it is quite unrealistic to expect them to win.

I. QUEEN V. PAWNS 41

7,

410. (Theoretical ending.) Apart from
409. (Theoretical ending.) If the pawn in exceptional positions, the queen cannot
on the point of promotion is a centre win against a rook’s pawn or bishop’s
pawn or a knight’s pawn, the queen wins pawn on the point of queening, if its king
even if its king is right next to it. is in support, since the danger of stalemate
1 Q-B4+ K-N7 2 Q-K3 K-B8 3 nprevents the approach of the stronger
Q-KB3+ K-KS8 (the king has been forced  side’s king.
to block the promotion square, so that 1Q-Q2 K-N82 Q-N4+ K-R73Q-B3
White’s king can approach the pawn) K-N8 4 Q-QN3+ K-R8! 5 QxP
4 K-B5 K-Q75 Q-B4+ K-Q8 6 Q-Q4+  stalemate.
K-B7 7 Q-K3 K-Q8 8 Q-Q3+ K-K8
9 K-Q4 K-B7 10 Q-K3+ K-B8 11 411. (Theoretical ending.) 1 Q-QN4+
Q-KB3+ K-K8 12 K-Q3, and White K-B72 Q-R3 K-N8 3 Q-QN3+ K-R8!,
wins. and although White can avoid the stale-

133
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mate, he gets nowhere by checking with his

queen.
412

412. Lolli. (Theoretical ending.) This is
an exceptional position, because White's
king can approach by releasing the stale-
mate situation. Although Black queens, he
is unable to avoid checkmate.

I K-N6 K-N7 2 K-B5+ K-B7 3
Q-KN2+ K-N8 4 K-N4! P-R8=Q
5 K-N3 Q-B3 6 Q-QB2+ K-R8 7
Q-QR2 mate.

413
+

413. (Theoretical ending.) If the king is
close enough to take part in the fight,
a queen can also win against a bishop's
pawn on the point of promotion.

1 Q-Q4+ K-B8 2 Q-N4! (otherwise
Black draws by heading for ... QRS)
2 ... K-Q8 3 Q-N3 K-Q7 4 Q-N2
K-Q8 5 K-B3! K-Q7 (5 ... P-B8=Q
6 0-K2 mate) 6 K-K4 K-Q8 7 K-Q3
P-B8=Q 8 Q-K2 mate.

414. (Theoretical ending.) Black’s “bad”’
QRP provides two tempi for White, just
enough for him to give mate.

1 Q-N74+ K-R8 2 Q-R6 K-N7 3
Q-N54- K-R84 Q-R4 K-N75Q-KN4+
K-R8 6 Q-R3 K-N8 7 Q-KN3+ K-RS
8 K-N4! P-R6 9 Q-B2 P-R7 10 Q-BI
mate.

>
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415. Kling and Horwitz. (Theoretical
ending.) Both black pawns are on the
point of queening, but even so, Black
cannot draw because of the influence of
the nearby white king.

1 Q-R6+ K—Q6 2 Q-Q6+ K-B6(K6)
3 Q-B5+ K-Q6 4 Q-QB2+ K-K6 5
Q-B3+ K-B7 6 QXP, and White wins.

416. Bekey. (Theoretical ending.) The
quecn cannot force Black’s king to stand



in front of his pawn, and neither can the
white king operate effectively while the
Q3 and KB3 squares are under fire. It is
evident therefore that White must capture
the ... K5 pawn, otherwise he cannot win,
but then Black also acquires a queen.
Nevertheless, this is the correct plan for
White, but it has to be executed in such
a way that the new queen is unable to
parry the threat of mate.

1 Q-R44 K-B8 2 Q-Rl+ K-Q7
3 Q-R5+ K-Q8 4 Q-R5! K-Q7 (the first
part of White’s plan has been carried out;
his king is no longer in the way of his
queen) 5 Q-KN5+ K-Q8 6 Q-N4! K-Q7
7 Q-N2 K-Q8 8 KxP! P-K8=Q+
9 K-Q3!, and White wins.
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K-R7 3 Q-B2 P-N6 4 Q-Q2 K-R8
5 Q-R5+ K-N8 6 Q-N4!, and then,
depending on which way the black king
goes, White wins by 7 Q-QR4+ or 7
Q-QB4+.

418. Berger. (Theoretical ending.)
Black’s RP is detrimental to his position,
because it frustrates any opportunity of a
stalemate. It is important to realize this
since the capture of such a pawn may result
in the loss of half a point.

1 Q-N4+ K-R7 2 Q-B3 K-N§ 3
Q-KN34 K-B8 (Black’s king cannot
move into the corner, because of his rook’s
pawn) 4 K-B4 P-R4 § K-Q3 P-RS5
6 Q-R3+ K-K8 (or6 ... K-N87 K-K2)
7 QX P, and White wins.

417. Bekey. (Theoretical
Black’s only hope is his pawn at ...
Once that is lost, the game is over.

1 Q-N8+! (according to Grigoriev,
this is simpler than the original solution,
1 Q-N3+ K-R7 2 Q-B2 K-R8 3 Q-Q4
K-R7 4Q-Q5+ etc) 1 ... K-R62Q-N6

ending.)
NS.

419. Grigoriev. In Berger’s opinion,
White would be unable to win if his king
were one square further away, at QIR7.
Grigoriev, however, demonstrated that
the correct line of defence ensures a draw
for Black even if the white king is at QR6.

1 Q-KN4+ K-B8! 2 K-N5 P-R4 3
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@Q-NG6 (the capture of the RP, of course,
Ieads to a theoretical draw) 3 ... K-K7
4 @-K4+ K-B8 5 K-B4 K-N8! (5 ...
P-R5? would be a major error, because by
6 K-03 K-N8 7 Q-KN4+ White would
win) 6 QK3 K-N7 7 Q-N54+ K-R7
8 Q-R4+ (capturing the rook’s pawn
would not do bere either, since White’s
king is too far away) 8 ... K-N7!, and
since White is unable to give check on
KN4, he cannot make any further progress.
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420. Grigoriev. The white king is one
square closer than in the previous example,
and this enables him to create a mating
threat.

1 Q-N4+ K-B8 2 K-N4 P-R4 3 Q-N6
K-K7 4 Q-K4+ K-B8 5 Q-RI1+!
(cutting off the black king from the corner
square; now White wins, as in example
413) 5 ... K-K7 6 Q-N2 K-K8 7 K-B3!
P-RS5 (queening the pawn allows 8§ 0-Q2
mate) 8§ Q-K4+ K-B8 9 K-Q2 K-N8
10 Q-KN4+4, and White wins. This
important discovery by Grigoriev was
pointed out by Henkin on the pages of
Shakhmatny Bulletin.

421. Berger. (Theoretical ending.) The
queen delays the advance of the black
pawns until the arrival of White’s king at
the scene of battle.

1 K-N2! P-N6 2 Q-B3 K-N4 3 K-B2
P-N74Q-B2 K-N55K-Q2P-B6 6K-K3,
and White wins.

421

Ist variation: 1 ... P-B6 2 Q-QNS§!
P-B7 3 Q-B4, and wins.

2nd variation: 1 ... P-R72Q-N2P-Né6
3 Q-B3 K-R6 4 K-B2 etc.

3rd variation: 1 ... K-N6 2 Q-KR1!
K-B7 3 K-B2 P-N6 4 QXP P-N7 5
Q-R4+ K-B6 6 Q-K1, and White wins.
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422. Bekey. (Theoretical ending.) The
queen forces promotion to a minor piece,
after which Black cannot parry the mating
threats.

1 Q-QN7K-R7(or I ... P-R7 2 Q-K4,
and wins) 2 Q-Q7! P-N8=N (promotion
to a queen is answered by 3 OX P mate)
3 Q-Q6! N-K7 4 Q-Q2 P-N7 5 QXN
K-R8 6 Q-B3 P-R7 7 Q-K4! K-N8
8 Q-K1 mate.

423. Horwitz. Black’s K-side pawns are
so close to promotion that White has no
time to threaten mate in one move.
Of course, Black tries to get rid of his
“bad” pawns as soon as possible, and the
win depends on whether in the meantime



White can move his king close enough
to the black king.

1 Q-N6! (in order to relieve his king
from guarding KN1) 1 ... P-B7+ 2K XP
P-B8=Q+ 3 KXQ P-N7+ 4 K-K2!
P-N8=Q 35 QXQ+ K-N7 6 K-Q2!
(White’s king has arrived, so he can now
allow Black to have a queen) 6 .
P-R8=Q 7 Q-N6+ K-R6 8 Q-R5+
K-N7 9 Q-N4+ K-R7 10 K-B2, and
White wins.

424
+

424. Yates-Marshall (Karlsbad, 1929).
White's queen cannot win single-handed
against the black pawns, so the help of the
king is required. But it is the queen’s task
to gain the time necessary for this ma-
nceuvre to be carried out.

1 K-K6 P-N6 2 K-Q5 P-N7 3 K-Q4+
K-R6 (or 3 ... K-R8 4 O-OR8, and wins)
4 Q-KB8+ K-N6 5 Q-B3+ K-R7
6 Q-Q5+ K-R6 7 Q-QB5+ K-R7 8
Q-B4+ K-R6 9 Q-Q3+ (9 0-B2?
P-N8=Q, draw) 9 ... K-R7 10 Q-B2!
(in the game /0 K-B4? was played, and
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after J0 ... P-N8=0Q+ 11 OXQ+ KXQ
12 K-N4 K-N7! the result was a draw)
10 ... P-R6 11 K-B3 K-R8 12 Q-N3!
P-N8=Q 13 QxP+, and White wins.

11. QUEEN AND PAWN V. QUEEN

If the weaker side’s king is some dis-
tance away from the pawn, and not in
front of it, it is relatively casy to push
home the advantage with a bishop’s
pawn or centre pawn. With a rook’s
pawn the result is usually a draw, victory
being possible only in fortunate circum-
stances. The real problem concerns the
knight’s pawn. For a long time it was
thought a knight’s pawn, like a rook’s
pawn, could not be realized, until the
following famous ending changed this
assessment.

425. Botvinnik-Miney (Amsterdam,
1954). 1 Q-B6 Q-Q4+ 2 Q-B5 Q-Qi-—
3 K-R5 Q-KI1 (after 3 ... OQ-KRI~
4 K-N4 there are no more checks, and
White wins by 4 ... O-N2 5 O-B7! O-B6
6 P-N7/) 4 Q-B4+ K-R4 5 Q-Q2+
K-R56 Q-Q4+ K-R4 7 K-N5 Q-K2-+-
8K-B5Q-Bl+ 9K-K4Q-R310Q-K5+
K-R5 11 P-N7Q-R8+ 12 K-Q4 Q-Q8+
13 K-B5 Q-QB8+ 14 K-Q6 Q-Q7~+ 15
K-K6 Q-QR7+ 16 Q-Q5 Q-K7+ 17
K-Q6 Q-KR7+ 18 K-B3!, and Black
resigned, because the queens would be
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exchanged after the next check. and there
is no other way for Black to prevent the
promotion of the pawn.

White's convincing plax the
question as to whether Black was correct
in moving his king to ... QR3. Would it
not have been better to keep the king as
far away froin the pawn as possible, at

. QR7 or ... QN8? This is where the
problem starts. Fortunately, grandmaster
Averbakh, the renowned Soviet endgame
expert, was able to shed some light on this
question.

raises

426

426. Averbakh. (Theoretical endmg.)
This is a relatively simple posiiion, be-
cause Black’s queen is passive. If it is
White to move, he wins easily after 1
Q-N5+1! K-R7 2 Q-R4+ 3 Q-QN4+
and 4 Q-BS. Black cannot parry the threat
by moving his king, while if his queen
moves the pawn is soon promoted.

The reader may like to prove this to his
own satisfaction.

427. Averbakh. (Theoreucal endmg.)
The winning plan is as follows: White

moves his king to KNI, where it is
screened against checks, and then, as in the
previous example, the white queen makes
for KBS, forcing the promotion of the
pawn. All Black can do is to delay matters
with a few checks.

.. Q-Q4+ 2K-KI!Q-RS+= 3K-B2
Q-R7+ 4 Q-N2!, and White wins.

A trap: 2 K-K2? Q-QN4+ 3 K-B2
Q-N3+ 4 K-N2 Q-QB3+ 5 K-R2
Q-KR3+!, and there is no escape from
perpetual check.

428. Averbakh. (Theoretical ending.)
White can promote his pawn, but what
piece he chooses is a question of great
importance.

A trap: 1 P-N8=Q? Q-B3+ 2 Q-NS§
Q-B7+ 3 K-RS5 (after 3 Q(N8)-N3, 3
Q-B5+! forces stalemate) 3 ... Q-B2+
4 Q-N6 Q-B6+ S5 K-R6 (or 5 K-N5
O-ON6+105 ... Q-B5+!16 QxQ stale-
mate.

The correct line is 1 P-N8=R!, and
White’s king then retreats to KR1. Black
can give check only on the KR-file, on
which there follows Q-R2, oron the...
QR1-KR8 diagonal, in which case R-N2
wins.

429. Averbakh. (Theoretical ending.)
If the black queen is active, White's king
moves to QRS to avoid the checks (or to
KRS, if the black king is on the other side
of the board). The key to White’s victory



is his control of Q4. Once his queen is
established there, the win is merely a mat-
ter of technique.

1... Q-N7 2 Q-QN4+ K-R3 3
Q-Kl+ K-N7 4 Q-K5+ K-N8 5
Q-N8+ K-R8 6 P-N8=R!, and the
preceding position has been reached.

Ist variation: 1 ... Q-N4 2 Q-Q3+
K-R8 3 Q-Bl+ K-N7 (or 3 ... K-R7
4 O-B7+ etc) 4 Q-N54, exchanging
queens.

2nd variation: 1 ... Q-N3 2 Q-QN4+
K-R8 3 Q-KI1+ K-R7 4 Q-K2+ K-N8
5 Q-N5+ K-R8 6 Q-K5+ K-N8 7
Q-N8+ K-R8 8 Q-QRS8! (8 P-N8=R
also wins, but the move played is not only
simpler, but also more instructive) 8 ...
QXP 9 K-N34-, and mate in two moves.

430. Averbakh. (Theoretical ending.)
White can win only by manceuvring with
his king.

1 K-N6 Q-B3+ 2 K-N5 Q-N7+
3 K-B6 Q-B3+ 4 Q-K6! (denying Black
Q7N 4 ... Q-QB6+ 5 K-N6 Q-KN6+
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6 K-R7 Q-R7+ 7 Q-KR6 Q-B2 8
Q-Q2! followed by 9 Q-Q4!. After the
occupation of Q4, the king moves either
to QR4 or QN4, and clinches victory in
the way already demonstrated.

If it is Black to play, he moves his
king off the dangerous ... QN8-KR2
diagonal™by 1 ... K-R7!, and after
2K-N6Q-N5+ 3K-B6 Q-B6+ 4 Q-KBS5
Q-B6+ 5 K-B7Q-B2+ 6 K-N8 Q-Ql +
7 Q-KB8 Q-Q5! he takes possession of the
vital centre square, after which White is
unable to realize his pawn advantage.

Variation: 4 K-K7 Q-N2+ 5 K-Q8
Q-N3+ 6 Q-B7 Q-Q5+ 7 Q-Q7!
Q-N3+ (Black must defend very accu-
rately: after 7 ... Q-B3+ ? White wins by
8 K-B8 Q-QB6+ 9 Q-QB7 Q-KR6+
10 K-N8 Q-QN6+ 11 Q-N7 Q-NIl+
12 K-R7) 8 K-B8 Q-B4+ 9 K-N7
Q-N5+ 10K-R6 Q-R6+! (again, 10 ..
Q-OB5+? is a mistake in view of the
reply 11 K-R7 Q-B4+ 12 K-R8/) 11
K-N5 Q-QN6+ 12 K-R5 Q-QB6+!,
and White cannot make any further pro-
gress.

This important variation was pointed
out by Novotye]nov

431

431. Van Vliet. This artistic ending
demonstrates that it is better for the weaker
side’s king to stay well away from the
pawn, if it is not possible to stand in
front of it. The game hinges on White
promoting his pawn by means of a queen
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sacrifice, and then subsequently capturing
the opponent’s queen. The same motif is
repeated in a number of variations, giving
a particular beauty to this ending. Black
can avoid the geometrical situation. but
cannot prever.t the promotion ot the pawn.

1 Q-N4! Q-R8 (the queen cannot
Ieave the long dizgonal) 2 Q-R3+ K-N3
3 Q-N2- K-B2 4 Q-KR2+ Q~Q 5
P-N8 =Q+, and White wins.

Ist variation: 3 ... K-B4 4 K-R7!
0Q-R2 5 Q-N6- K-Q4 6 K-R6! Q-Q6 +
7 Q-N5—, ard wins.

2nd vamiation: 2 ... K-N4 3 Q-N2=+
K-B3 (3 ... K-B+ leads to the previous
variation, while after 3 K-R5 4
O-QR2+~ K-N5 5 0-NI-+ White wins)
4+ K-R7 Q-R2 5 K-R6 Q-N3- 6 Q-N\6
etc.

3rd variation: 1
K-N4 3 Q-N2-+
and wins.

4th variation: 1 ... Q-B6 2 Q-R4—-
N-N3 3 Q-N3- QxQ 4 P-\N8=Q~+
erc.

5th variation: 1 ... Q-Q4 2 Q-R4=-
K-N3 3 Q-\3+ Q.2Q 4 P-\N§=Q~+,
and White wirs.

432

. Q-N7 2 Q-R3+
QQ 4 P-N§=Q-.

432. Neumann, Because his pawn is not
very far advanced, White can obtain win-
ning chances only by launching an attack
on the opposing king. For this purpose he
sets up a discovered check so as to ap-
proach closer with his king.

1 Q-Q5! Q-KN3+ 2 K-B4+ K-R7
3 Q-K5! Q-B2+- 4 K-N4~ K-N7 5
Q-N3+ K-B8(RS8) 6 Q-KB3 -, and after
the exchange of queens White wins.

Istvariation:3 ... Q-KR3+- 4 K-N4 -
K-N7 5 Q-N3+ K-B8 6 Q-B4-, and
wins.

2nd variation: 3 ... Q-Q6 4 P-N35!
Q-Q8 5 P-N6 K-RS 6 Q-K4—~ K-R7
7P-N7Q-KB8—+ 8§ K-N35 Q-N4+ 9K-R4
K-N§ 10 K-N3 (/0 Q-KN4+ K-RS 11
Q-R3~ K-N8 12 Q-KN3+~ K-R8 13
P-N8=0 O-KR4+ 14 KXQ stalemate)

0...Q-N6+(10...Q-N4+ 11 O-KN4

or 10 ... K-B8 1] Q-KB4-+. and wins)
11 Q-B3 Q-NI+ 12 Q-N4, and White
wins.

3rd variation: 1 .
K-N§ 3 Q-Ql+ K—B7 4Q-Q2-+
(N8) S Q-B4+(NS5), and wins.

4th variation: 1 ... QXP+ 2 K-B3!
K-R7 (2 ... O-B6+ 3 K-B2+ K-R7
4 O-N2 mate) 3 Q-KR5+ K-NS§ 4
Q-KN5— K-B85Q-N2+ K-KS§6 Q-K2

mate. / % % //

. Q-N6 2 K-BS+!
K-BS

433

433. Fontana. In the introduction to this
chapter we mentioned that positions with
a rook’s pawn are generally drawn. The
only reason why White can win here is that
the black pieces are awkwardly placed.

1 Q-K4! (threatening 2 Q-R8+) 1 ...
Q-N7+ 2K-Q1 Q-Rl (or2... O-N6+
3 K-Q2Q0-QN14Q0-03+ K-R7 5Q-B2+,
and wins, while on 2 ... O-R8+ there
follows 3 K-Q2 Q-RI 4 K-K3! K-N6



5 003+ K-R7 6K-Q2!, threatening 7
Q0-B2+) 3K-Q2 K-N6 4 K-K3! K-R7
SK-Q3!K-R6(or5... K-N8 6 Q—QON4+
K-R77Q-QOR4+ K-N88Q-N3+ etc.)6Q-
K7+ K~R5(if6 ... K-N7,then 7 Q-N4+

{-R7 8 Q-R4+ K—N8 9 Q-N3+, or
6 ... K~-R7 7 Q-R7+ K-N8 8 Q-ON7+
K-B8 9 Q-QB7+ and 10 Q-B2+) 7
Q-Q7+ K-R4 8 Q-Q5+ K-R3 9 Q-N8|,
and White wins.

Ist variation: . Q-N4+ 2 K-QI
Q-N8+ (2. —-KR4+ is answered by
3 K-K1 Q-R4 + 4 K-K2, when there are
no more checks) 3 K-K2 Q-R7+ 4 K-BI
Q-R6+ 5 K-NI Q-KN6+ (5 ... 0-B!
6 Q-B3+ K-RS 7 (Q-B4+ K-N6 8
Q-N3+ K-R7 9 Q-KN8+,016 ... K-R7
7 Q-N2+ K-N8 8 Q-N6+ K-B8 9
O-KR6+ etc.) 6 Q-N2 Q-K8+ 7 K-R2
Q-K1 8 Q-R3+, and White wins.

2nd variation: 1 ... Q-KR3+ 2 K-Ql
Q-Q3+ 3K-K2 Q-R7+ 4K-Bl1 Q-R6+
5 K-N1, and White wins as before.

434. Fontana. This position differs from
the previous one in that Black has suc-
ceeded in driving the white king into the
centre. But even here perpetual check is
not possible.

.. Q-Q8+ 2K-K6 Q-N6+ 3 K-K7
Q-QNI 4 Q-Q3+ K-R7 5 Q-B2+, and
White wins.

Ist variation: 1 ... Q-N2 2 K-Ké!
K-N6 (or 2 ... OQ-R3+ 3 K-Q7 OQ-R6+
4 K-K7 O—Bl 5 0-B3+, and the queen

Queen Endings with Several Pawns 141
moves onto the KR-file with check) 3
Q-B3+ K-B7 4 Q-R5! Q-R1 5 Q-N6-+
followed by 6 Q-N8, and wins.

2nd variation: 1 ... Q-R1 2 Q-B3+
K-N5 3 Q-N44+ K-N4 4 Q-N8 Q-R8
5 Q-N8+, and wins.

3rd variation: 1 ... Q-B3 2 Q-K3+
K-R7 3 Q-R74+ K-N6 4 Q-N8+ etc.

4th variation: 1 ... Q-N7 2 Q-Q3+
K-R7 3 Q-R6+ K-N8 4 Q-KN6-
K-R8 5 Q-KN1+ K-R7 6 Q-N&!, and
wins.

5th variation: 1 ... Q-R7+ 2 K-B6!
Q-R7 3 Q-Q3+ K-R7 4 Q-Q5+ K-N&§
5 Q-N3+, and White wins.

43S. Fontana. Here the black queenis
well positioned and White cannot win.

1 Q-K4 K-N6! (this move was not
possible in example 433 becuuse of the
lack of control of ... QN7) 2 Q-K6—
(2 0-Q3+ K-N35, and White cannot make
any progress) 2 ... K-NS5! (the only
square available for the king, such that
White cannot now give check at KS or
KR3). Draw, because White cannot im-
prove his position without exposing himself
1o perpetual check.

1. QUEEN ENDINGS WITH SEV'ERAL
PAWNS

436. Morphy-Anderssen (Paris. 1S837).
Black’s unconnecied pawns do not look
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very promising, and promoting one of
them calls for careful strategic preparation,
1...Q-Q5+ 2K-BlIP-R53Q-KB5+
X-B3 4 Q-QB8 K-N4! 5 K-K1 P-B4
6 Q-N7+ K-B5 7 Q-KB7+ K-B6
$ Q-B3+ Q-Q6 9. Q-KB6+ K-N6 10
Q-QN6+ K-B7! 11 Q-R7 Q-QB6 + 12
K-K2P-R6 13 Q-R4+ K-N714Q-N5+
Q-N6! 15 Q-R6 P-B5 16 Q-KBG+
P-B6 17 Q-N7 P-R7, and Black wins.

437

437. Reshevsky-Geller (Sousse, 1967).
With one knight’s pawn the win would be
hizhlyv problematic, but two pawns, even
if they are doubled, provide cover for the
I\h"

K-R3!Q-K7(/ ... Q-KB8+ 2 K-R4,
ar d there are no more checks) 2 Q-Q7+
K-N3 3 Q-Q64- K-N2 4 K-R4! (White
hzs succeeded in taking another-square
urder his control, and in the process has
defended KN3 with his queen) 4 ... Q-K5
5 QQ7+ K-R3 6 Q-Q2+ K-R2 7
Q-Bl! Q-Q4 8 P-N5 Q-K5+ 9 Q-KB4
Q-R8+ 10 K-N4 Q-Q8+ 11 Q-B3

Q-R5+ 12K-R5Q-KI!+ 13 K-R4K-N1
(13 ... Q-R5+ 14 Q-B4, and again there
are no more checks) 14 P-N6! Q-K2+
(of course, the pawn cannot be taken,
because /5 O-N4 would force the exchange
of the queens and gain White the oppo-
sition) 15 K-N4 Q-K3+ 16 Q-B5Q-K7+
17 K-R3!, and Black resigned since he
has no more checks, and 17 ... Q-Kl
leads to a lost pawn ending after 18
Q-B7+ QXQ 19 PxQ+ KXP 20
K-R4!

» .. .
v %//
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438. Kling and Horwitz. The following
three examples show that material ad-
vantage is not always the decisive factor
in queen endings, and that a spatial ad-
vantage is often more valuable. Here
Black’s king cannot leave its corner posi-
tion, since his sole queen needs to be
defended.

White’s queen can approach the corner
position unhindered, and there deliver the
coup de grdce.

1 Q-RI+ K-N1 2 Q-R2+ K-N2
3 Q-QN2+ K-R2 4 Q-QB2+ K-N2
5 Q-B3+ K-NI 6 Q-B4+ K-N2 7
Q-Q4+ K-R28Q-K4+ K-N29Q-K5+
K-NI 10 Q-K6+ K-R2 11 Q-B5+
K-N2 12 Q-B7 mate.

439. Berger. A brief struggle concludes
with Black in zugzwang.

1 Q-K2 Q-N82 Q-K5+ P-N73Q-Q5
P-B5 4 QXP, and White wins.



Variation: 1 ... Q-B7 2 Q-K1+ Q-N8
3 Q-B3+ P-N7 4 Q-B4 etc.
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440. Havasi. The power of White’s
centralized queen is considerably greater
than that of its opposite number on the
edge of the board. White creates a situation
where Black cannot make any useful
moves, and once he has used up the in-
different ones, he has no alternative but to
walk into a checkmate.

1 P-R6+ KXP (forced) 2 K-B6 Q-R4
3 Q-Q3 Q-KI! 4 Q-KR3+ Q-R4 5
Q-B5P-Q66 QxP(Q3)Q-K1 7Q-KR3+
Q-R4 8 Q-B5 P-Q5 9 Q-Q3 Q-KI
10 Q-KR3+ Q-R4 11 Q-B5 P-Q6
12 QXQP Q-KI 13 Q-KR3+ Q-R4
14 Q-BS (Black is in zugzwang) 14 ...
P-N5 15 Q-B4+ K-R2 16 Q-B7+ K-R3
17 Q-KN7 mate.

Variation: 3 ... P-N54 Q-Q2+ K-R2
5 Q-QB2+ K-R3 6 Q-Bl+ K-R2
7 Q-B7+ K-N1 8 Q-KN7 mate.
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441. Csom-Tatai (Palma de Mallorca,
1971). The queen is the most powerful

piece, as we know, but the fact that it
is sometimes too strong, we are inclined
to forget. Example 428 showed an instance
where White could win only if he refrained
from promoting to a queen, and was
content with a rook. In queen endings,
the danger of stalemate is always verv
great.

In the above position Black was the
victim of a typical stalemating combi-
nation, when on the previous move he
captured his opponent’s last mobile pawn
by Q(XKB7)XNP, presumably in anti-
cipation of his opponent’s resignation.
His opponent’s reply, 1 Q-KB8-+ !, must
have come as a rude shock. Black is forced
to take the queen either now or on his
next move, when White is stalemated.
The following stalemate positions are well
worth remembering: K-QR1/... Q-QN6;
K-KR1/...Q-KN6; K-KR8"...Q-KN3,
and K-QRS8/... Q-QN3.

442




144 Siv Husare? Encinics

442, Prokes. Cupturing the BP leads
only to a diaw, so White spares it and with
a decov sacrifice Launches an aitack or the
blaci. King.

I P-N7-!T K-N\NP 2 P-R6  K-\I
v Q-K8-- Q-Bl 4 Q-N5~ K-Rl 3
Q B6+- K-NT ¢ K-Bl!, and Bluck. who

IS oin swgowang. cen avoid mate on the
maove only by sacrificing his queen.

Y722

Z
3
7

‘%’%//

443. Barcza-Kluger (10th Hungurian
Championship). After White has parried
the threat of perpetual check, the outcome

of the gant2 is decided by the strength of

his rook’s pawr.

1 Q-KR2--!(driving the black king
onto the knight's file; :he point of this
will be revealed ten moves later) 1 ...
K-N22Q-R2Q-KS+ 3K-B4!Q-KBS+
4 K-K5! Q-Kx+ 5 K-Q6 Q¥P-— 6
K-Q7! (Bluck’s bishop pawn has 1o be
spared, for it serves as a shield against
perpetual check) 6 ... Q-N5+ 7 K-B7
Q-B3+ 8 K-N7 Q-B2+ 9 K-N6 Q-K2
10 Q-QN2— (had the king moved to ...
N\'1 on the first move, the winning contin-
uulion here would have been 10 P-B5-)

. K-R3 11 Q-Q2-- P-N4 12 P-R7
Q Bl 13 P-BS K-R4 14 Q-KR2+ K-N3
15Q-N8Q-B416 Q-Q8 Q-N§+ 17 K-B7,
and Black resigned.

Variation: 4 ... Q-B3+ 3 K-K4 Q-
B4+ 6 K-K3 Q-K4+ 7 K-B3 Q-
KR4+ (7 O-KB4+ & K-N2 Q-
K5+ 9 K-R2!, and there arc no more

checks) § K-N2 Q-R1 9 P-R7 Q-RI
10 Q-N2+ K-R3 11 Q-N8, and White

wins.

R ERS

The

444. Portisch-Filip (Vriac, 1971
greater the number of pawns, the easier
it is for the stronger side to escape from
checks. The pawns not only defend the
King, but also restrict the mobility of the
opposing queen. As we have seen in the
previous example, the winning technique
is for the king to seek shelter on the side
where he has a passed pawn, or a pawn
majority.

Here Black is not threatening perpetual
check, so White may safely play: 1 P-B6!
Q-KR8+ 2 K-N4 Q-N7+ 3 K-R4
Q-KR7+ 4 K-N5! (this forces the queen
into a less active position, since 4 ...

O-N6+ fails to 5 K-R6 QXP(R6)+
6 KX P, when there is no fear of stalemate,
since Black’s QP is still mobile) 4 ...
Q-R4+ 5K-B4 Q-R7+ 6 K-B3 Q-R8+
7 K-B2 Q-R7+ 8 K-K1 Q-N8+ 9 K-Q2
Q-N7+ 10 K-B3! (there are no more
checks, and now Black has only one move)
10 ... Q-K5 11 Q-Q8+ K-N2(on// ...
K-B2 there follows 12 Q-B7+ K-NI
13 O-N8+ and then 14 Q-R7+) 12
Q-K7+ K-NI1 13 Q-BS! QXP(K4)+
(Black has achieved material equal-
ity, but now White’s BP is irresistible)
14 K-N3 Q-K5 (14 ... Q-B2is, of course,
hopeless because of 15 OQXQP+ or IS5
OXNP) 15 P-B7 Q-N8+ 16 K-B3



Q-QRR - (or 16 ... Q-QB8+ 17 K-04
cte.) 17 K-Q2!, and Black resigned, since
after 17 ... Q-N7+ 18 Q-B2 QP+
19 Q-B3 therc are no more checks and
White wins.

445

445, Averbakh-Suetin (Kiev, 1953).
Although White has no passed pawn, as
in the previous example, he can still
realize his advantage in view of Black’s
weaknesses on the K-side. White’s king is
well defended by his line of pawns, and
can even initiate the decisive attack.

1 P-N4 Q-Q7 2 K-N3 Q-B6+ 3 K-R4
Q-Q5 4 Q-B5+ P-N3 5 Q-B7+ K-R3
6 Q-B6 K-R2 7 K-N5 Q-Q7+ 8 P-B4!
PxP 9 Q-B7+ K-R1 10 K-R6, and
Black resigned, since after 10 ... P-B6+
11 P-N5 he cannot parry the threat-

ened mate.
446 o / //
w
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446. Lichtenstein-Sternberg (Vienna,
1923). In this and the following two posi-
tions, a win proves possible thanks to the
weaker side’s poor king position.

1 P-B3! Q-N3 2 Q-K5+ Q-N4 3

//%ﬁ
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Q-K8+ Q-N34P»P+ K-N45Q-K5+
K XP 6 Q-B4-- K-R4 7 Q-KR4 mate.
Variation: 1 ... PxP+ 2 K~-R3 Q-N3
3IP-N4+ K-N44Q-K3+ Q-B45Qx%xQ
mate.
447
[+

447, Szily-Ozsvith (Hungarian Cham-
pionship, 1954). Convinced that White
would have perpetual check after 1 .
P-K6 2 Q-B4+ P-K7 3 Q-B4+- Q-B7
4 Q-Bl+ P-K8=Q 5 Q-QB4+, Black
sealed 1 ... Q-B8?, and after 2 Q-B7+
K-K83QXPQ-KB5+ 4 K~N1Q-KB8+
5 K-R2 Q-QB5 6 QxBP P-Ké6 7 Q-Q6
the game did indeed end in a draw.
Nevertheless, this problem-like ending
could have been won. The pawn advance
was correct, only Black should promote his
pawn to a knight instead of a queen. The
game could then have continued 4 ...
P-K8=N!5 Q-QB4+ Q-K7 6 Q-KB4+
N-B6+! 7 QXN QxQ 8 PxQ K-B7,
and Black wins.

. 7/

A 2.

448. Barbieri. Black’s queen in the
corner is no match for his opponents
centralized queen. Black can avert the
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mating threats only at the cost of his
queen.

I Q-N3+ K-B3 2 Q-N7+ K-K3 3
Q-K7+ K-Q4 4 P-B4+ K-B3 5 Q-QB7
mate..

Vasiation: 1 ... KXP 2 K-B7 Q-R4+
(2 ... K-R4, then 3 Q-N6+, winning
the queen) 3 K-B6 Q-N54 Q-R2+ Q-R4
5Q-B4+ K-R26 Q-B7+ K-R3 7 Q-N7
mate.

449. Euwe-Reshevsky (Nottingham,
1936). White is not threatened by perpetual
check, so that he can safely advance his
passed pawn. Black’s counter-play is
based on an attack on ... KB7, and
although it does not appear dangerous,
accurate play is required to repel it.

1 P-R6 Q-R6 2 P-R7 P-K5 3 Q-QN8
Q-KB6+ 4 K-N1Q-Q8+ 5 K-R2Q-K7
6 Q-K5+!, and Black resigned, since
after6 ... K-R2(or6 ... P-B37 Q-B7+
K-R3 8 Q-KB4+, and wins) 7 Q-B6
Q-R7 8 QX BP+, White wins.

Variation: 1 ... Q-R7 2 P-R7 P-K5
3 Q-N7 P-K6 4 P-R8=Q QXP+ 5
K-R3 Q-BS+ 6 K-R2! P-K7 (6 ..
0-B7+ 7 Q-KN2, and wins) 7 Q-QN2+
P-B3 8 Q-R7+ K-R3 9 Q-K3+, and
White wins.

450. Maroczy-Marshall (Karlsbad,
1907). When both sides have passed pawns,
the one whose pawns advance faster has
the advantage. Also important is which
king is better defended. Here White could

e /
haim wmom
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gain a big material advantage by playing

1 QXBP, but after 1 ... Q-Q4! Black’s
other passed pawn, supported by his queen,
would be strong. The Hungarian grand-
master, a great endgame artist, chose a
safer line.

1 P-B4! P-K5 2 P-B5 P-B4 (Black is
forced to lose time, since 2 ... P-K6
fails to 3 Q—Q4+. This tempo advantage
enables White’s pawn to advance more
quickly) 3 P-B6 Q-R1+ (3 ... P-K6
is again met by 4 Q-04+, and after
4 ... 0-K55 OX0Q+ PxQ White queens
with check) 4 P-B3 P-K6 5 Q-N6+
K-B5 6§ P-B7 P-K7 7 Q-K6 K-B6 (what
else?) 8 QXBP+ K-N7 9 Q-N4+ K-B7
10 Q-KB4+ K-N7 11 Q-K3 K-B8
12 Q-B3+ K-K8 13 Q-B4 Q-QBl 14 Q-
Q6 K-B7 (Lilienthal gives 14 ... K-B8!
retaining good drawing chances) 15 Q-Q8
P-K8=Q (I5 ... OXQ 16 PXQ=0
P-K8=Q 17 Q-R4+, and White wins)
16 QXQ Q-Q7+ 17 K-R3 Q-B8+ 18
K-R4 Q-B5+ 19 P-B4, and Black re-
signed.

V. QUEEN AND MINOR PIECES

a) Queen and Bishop (or Knight) v. Queen
and Bishop (or Kuight)

451. Lewitt. The plausible 1 Q-QN3+
K-B8 2 Q-QIi+ leads only to a draw,
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so therefore White must also mobilize his
knight. As the black pawn prevents him
from doing this, his first task is to elimi-
nate the bishop which is defending the
pawn, and then the pawn itself.

I Q-R7+ K-N7 2 Q-R8+ K-R7
3 QXB+ K-N7 4 Q-N7+ K-B7 5
Q-KR7+ K-N7 6 Q-KN7+ K-R7 7
Q-QR7+ K-N7 8 Q-Q4+ K-R7 9
QxXP+ K-N7 10 Q-N3+ K-B8 1]
Q-Ql+ K-N7 12 N-B4+ K-R7 13
Q-B2+ Q-N7 14 QX Q mate. It is fortu-
nate for White that the black king is
hemmed in, otherwise his queen and knight
could not win against the black queen.

Variation: 1 ... K-B6 2 Q-KN7+
P-Q5 3 Q-QB7+ K-N7 (or 3 ... K-N5
4 0-0B4 +, and wins) 4 Q-N6+ K-B7
S5 Q-N3+, and White wins as from move
10 of the main variation.

452

452. Kubbel. The flight of the black
king brings him into close proximity with
White’s king, and a decoy sacrifice draws
him into a mating net.
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I N-K3+ K-N6 2 Q-N4:- K-B7

3 Q-KB4+ K-K7 4 Q-Bi+ K-Q7
5 Q-Ql+ K-B6 6 Q-B2+ K-N3 7
. K-R4 8 N-B4+,
! (a beautiful and
KxQ 9 N-B2

Q-N2+ N-N6 (7 .
and mates) 8 Q—R3
lethal decoy sacrifice) S ...

mate.
4653 |

453. Prokes. A sequence of white checks,
which drive Black’s king into an increas-
ingly bad position, is followed by a quict
move, which provides a pretty ending.

1 N-K6+ K-KS (I ... K-K4 would
shorten the struggle by two moves) 2
Q-K2+ K-Q4 3 Q-Q3+ K-K4 (if 3 ...
KxN 4 Q-KR3+ wins) 4 Q-Q4+ K-B4
5 Q-KB4+ K-N3 6 Q-N5+ K-B2
7Q-N7+ K~-K18 N-B7+ K-Q1 9 K-B6!
Q-B4 10 Q-N84 K-K2 11 N-Q5+,
and White wins.

Variation: 2 ... K-B43 Q-B3+ K-N3
(3 ... K-K4 4 O-B4+ K-Q4 5 0-04+
KXN 6 O-KN4+) 4 Q-N4+ K-B3 §
Q-N35+4, transposing into the main va-
riation.

454
-+

454. Prokop. At the cost of his doomed
pawn, White drives the black queen into
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a position where it is no longer capable of
participating in the battle. The game is
then decided by a struggle for space,
which results in the complex encirclement
of Black’s king.

I Q-KB6 QxP 2 Q-R8+ Q-B1 3
Q-R5+ K-Ql 4 Q-Ql+ K-B2! 5
Q-QBI1 -~ (the check has to be given from
a black square, sinceafter 5 0-B2+ ? K-Q3
Black’s troubles would be over) 5 ...
K-N2 6 Q-B6+ K-R2 7 QR4+ K-N2
8 Q-N5+, and White wins.

Variation: 5 ... K-QI 6 Q-Q2+ K-B2
7 Q-R5+ K-N2 8 Q-N5+ K-R2 9
N-B6+ K-RI1 10 Q—R6 mate.

455, Rinck. Black’s queen has no choice
but to take the white knight, which is
threatening a fork, but it ends up in a
dangerous position where it is vulnerable to
attack.

I N-Q54 ! QXN! 2 Q-KN3+ K-B4
3Q-N5+ K-K5@3 ... K-K34Q-N8+)
4 Q-N2+ K-Q5 5 P-B3+! K-B5 6
Q-QR2+, winning the queen and, of
course, the game.

456. Fischer-Keres (Bled, 1961). When
supported by its queen, a knight is an
excellent blockading piece. While a passed
pawn supported by a bishop will usually
win in materally balanced positions
without queens (as was demonstrated
earlier), this is less likely with queens
on the board. The knight is generally
able to block the pawn, while the queen is

‘active on the other wing, and a draw can
frequently be secured by perpetual check,
even at the cost of sacdficing the knight.
White cannot win here even if Black
choses the passive_ contmuatxon 1
N-N1, sinée Black’s centrahzed queen
allows him to defend his‘knight while at
the same' time preparing for perpetual
check. But this is also possible if the knight
is sacrificed.

1... N-Q1!2B-B3 (2 QXN Q-K8+,
with perpetual check) 2... NXP!3 BXN
Q-R8+ 4 K-R2 (the king cannot move to
B2 because of the double attack 4 ...
O-R2+) 4 ... Q-K4+, and a draw was
agreed, since after 5 P-N3? QXP+ only
Black can win.

457
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457. Krejcik. The white pieces gradually
drive Black’s king into a position where he
is either mated or loses his queen.

1 N-Q4+ K-B4 2 Q-B8+ K-NS5
(2 ... KXN 3 O-B3+ K-K6 4 0-KI+,
and wins) 3 Q-B3+ KXP 4 Q-R1+
K-N5 5 K-N2! (the only quiet move
available threatens mate) 5 ... Q-RS



(or5... K-B46 O-R3+ KXN7Q-B3+

K-K6 8 O-K/+, and wins) 6 Q-KI+

K-B4 7 Q-B3+ K-Q3 8 Q-B7 mate.
Variation: 1 ... K-Q32 Q-B4+ Q-K4

(2... K-B4 3 N-N3—) 3 N-B5+ K-K3
K-K3 6

4 N-N7+ K-Q3 5 N-K8+
Q-KN4+ Q-B4 7 N-N7+ ete.

458
+

458, Lewitt. White can win only with a
mating attack, but first he needs to cap-
ture the black bishop and knight’s pawn.

1 Q-R8+ K-R2 2 Q-QRI+ Q-R3
3QxB+ K-N2(3 ... K-Ri? 4 O-N8+
K-N2 5 Q-N8 mate) 4 Q-N2+ K-R2
5 Q-KB2+ K-N2 6 Q-B3+~ K-R2 7
Q-K3+ K-N28Q-K4+ K-R29Q-Q4+
K-N2 10 Q-Q5+ K-R2 11 Q-QBS+
K-N2 12 QX NP+ K-R2 13 Q-N8 mate.
Victory with queen and bishop against
queen is possible only under exceptionally
favourable circumstances.

459

459. Prokes. Although Black is able to
avert the threat to checkmate him or
capture his queen, his bishop gest into
trouble, and is pinned and captured.
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1 B-N2+ B-Q4 (or / ... K-R2 2
P-K4+) 2 P-K4 BXP 3 Q-NI}, and
White wins because the black bishop is
pinned against both king and queen.

Variation: 1 ... K-N12 Q-R2+ K-BI
(or 2 ... K-R2 3 Q-B7+ etc.) 3 B-R3,
and White wins.

b) Queen v. Minor Pieces

The queen is, of course, stronger than
two minor pieces, but in certain cases the
minor pieces, particularly a pair of bishops,
can achieve a draw and, less frequently
and mostly in studies, can even win.
On the other hand, three minor pieces are
usually stronger than a queen.

460. Lolli. (Theoretical ending.) The
essence of this drawn position is that the
bishops should stay close to their king.
In this way Black’s king defends the bish-
ops, which keep the white king at bay.

1 Q-Q7+ X-N1 2 QK6+ K-N2
3 K-B4 B-R2! (Gf the bishop is forced
to move, it shoold stay ‘close to the king
and avoid being pirmed) 4 .Q-Q7+ K-N3
5 Q-K8+ K-N2 6 K-N4 B-N3, with a
draw.

Variation: 5 K-N4 B-N1! 6 QK8+
(6 Q-B5+ K-N2 7 K-R5 B-B2+) 6 .....
K-N2 7 K-B5 B-R2+ 8 K-B4 BN,
with a draw.

A trap: 1 ... B-B2? 2 K-B5 B-B6
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(the price for allowing the other bishop
to be pinned is that this bishop has to
leave the safety of the K-side) 3 Q-B7
B-R8 4 Q-R7 B-N7 5 Q-N6 B-Ré6
& QQ4+ K-Bl 7 Q-R8+ K-K2 8
QK5+ K-Bl 9 K-B6 B-K1 10 Q-B7
B-R4 11 Q-KN7+ K-K1 12 Q-R8+
etc. There are other secondary variations,
the solutions to- which: ean be found with-
out great difficulty.

7 7

461. Dedrle. (Theoretical ending.)
Black’s king is pushed to the edge of the
board, and stalemated by the white queen,
forcing a bishop move and allowing the
penetration of the white king.

1 Q-K4+ K-R4! (avoiding a bishop
move until it is forced) 2 Q-K8+ K-N4!
3 Q-K3+ K-R5! 4 Q-R6+ K-N5 5
Q-K6+ K-R5 6 Q-KN6! (White has
achieved his aim: one of the bishops is
forced to move to a worse square) 6 ...
B-N5 7 Q-R6+ B-R4 8 K-N2! B-K4
9 Q-K3 B-NI1 10 Q-Q4+, and White
wins. .

Variation: 6 ... B-B5.7 K-B2! B-N5
(or7 ... B-N48 Q-R7+ K-N59 Q-K4+
K-R4 10 K-N3, and wins) 8 K-N2! B-R4
(8 ... B-R6+ 9 K-B3 B-N4 10 Q-R7+)
9 Q-BS B-R3 (9 ... B-N4? 10 Q-R3
mate) 10 Q-B6+ B-N4 11 Q-B2+ K-N5
12 Q-B3+ K-R5 13 Q-KR3 mate.

462. Lolli. (Theoretical ending.) The
defending pieces have a certain freedom

.

%

i G
L.

7, Y Y
. 7 7

of movement; the king covers the knights,
and the knights keep the enemy king
away.

1 Q-Q1 N-Q7+ 2 K-K2 N-N6 3
Q-K1+ K-B5 4 Q-R4+ K-B6 5 Q-B6+
N-Q5+ 6 K-B2 N-Q4, with. a draw,
because White’s king' cannot attack the
knights. Of course, White can keep up
the assault, since the defender’s job is
always more difficult than that of the
attacker.

_
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463. Lolli. (Theoretical ending.) It is
wrong for the knights to be in a position
where they are defending each other,
since it gives the white king an opportunity
to penetrate.

1K-K4 K-N62 K-Q4 K-N73 Q-N7+
K-B7 4 Q-N5 K-Q8 5 Q-N3+4 K-K7
6 Q-N3 K-B8 7 K-K4 N-B2 (forced)
8 K-Q5! N(B2)-K4 9 K-Q4 (and here
Black finds himself in zugzwang) 9 ...
K-K7 10 Q-N2+ K-Q8 11 Q-KB2K-B8
12K-B3K-N8 13 Q-B2+ K-R8 14 Q-N3,
and wins.
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464. (Theoretical ending.) The defence
looks strong, because White’s king is
stalemated. However, the black king can
also be immobilized, and as a 1esult one
of the knights must move.

1 Q-B6 K-N6 2 Q-B5 K-N7 3 Q-B4
K-N8 4 Q-B3 K-R7 5 Q-N4 K-RS8
6 Q-N3 N-Q1 7 Q-R4+ etc.

It is interesting that, if in the initial
position Black’s king is next to his knights,
for example at .., QN3, it is not possible
for the white queen to immobilize him,
and so the game ends inevitably in a
draw.

465. Karstedt. (Theoretical ending.)
A queen nearly always wins against bishop
and knight. This is the only position where
the weaker side can manage to draw
without any trouble. The essence of the
position is that the bishop is defending
the knight, and the opponent’s king cannot
attack the bishop. Black can always move
without essentially altering the position,
because his bishop can go to ... KR1 at
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any time, or if it is pinned his king can
move to ... KR2.

1 K-K7B-R12Q-K8-+ K-R2 3 K-BS§
B-N2+ 4 K-K7 B-R1 5 Q-R5+ K-NI
6 Q-N5+ B-N2 7 K-K6 K-R2 ectc.

iy
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466. Karstedt. (Theoretical ending.) The
position is the same as the previous one,
except that all the pieces have been moved
one file to the left. It is precisely this which
allows White’s queen to use the KR-file,
and thus dislodge the knight.

1 Q-R6+ K-NI 2 K-Q7! N-N5(B6)
3 Q-N5+ K-BI(R]) 4 Q-QB5(KS5)+,

and wins.
7% 7 7 7
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467. Prokes. It is not enough for the
white king to vacate the queening square,
since Black is not only threatening 10
queen his pawn, but also to give perpetual
check. It is the queen’s job to counter
these dangers.

1 Q-NG6! (threatening 2 K-N7 followed
by the queening of the pawn) 1 ...
P-N8=Q! 2 QxXQ B-Q4+ 3 K-NB3!
(3 O-N77? fails to 3 ... B-N3N3 ...
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B-B2+ 4 K-B8 B-K3+ 5 K-N7 B-Q4+

6 K-R6 B-B5+ 7 Q-N5! (just in time,

since the other bishop is now powerless)

7 ... BXQ+ 8 KXB, and White wins.
Varation: 1 ... K-Q2 2 Q-N7+ K-BI

3Q-N7+ K-Ql 4QXPB-Q4+ 5Q-N7!,
and wins.

A wap: I Q-R7? B-QB2! 2 K-N7
B-Q4+ 3 K-R6(B8) B-B5(K3)+, with
perpetual check.

468. B. Larsen—Portisch (Match game,
Pore¢, 1968). Because White’s bishop’s
pawn is too far advanced, his pawn for-
mation is inflexible, and the bishop pair
can easily prevent the creation of a passed
pawn. The black pawns cannot move,
but they serve to prevent the penetration
of the white king.

I ... B-K2! 2 P-N3 P-B4 3 K-K3
B-B2 4 Q-N7 B-Kl1 5 K-Q3 B-KB3
6 Q-N8 B-K2 7 K-B4 K-B2 8 K-Q5
K-Bl! 9 P-B6 (White cannot progress
any other way, since if 9 K-K6, then
9 ... P-N6, with a draw) 9 ... BXP
(the simplest; 9 ... PXP 10 Q-B4/
would be dangerous) 10 KXP B-K2+
11 K-Q5 K-B2 12 Q-B4+ K-NI
13 Q-N8 (after 13 K-K6 Black equalizes
by 13 ... B-Bl 14 P-N4 P-N6! 15 P-N5
PXP 16 PXP B-N3/) 13 ... K-B2 14
Q-N7 K-B1 15 K-K5 P-R4! 16 Q-N8
K-B2 17 Q-N7 K-Bl 18 Q-N8 K-B2
19 Q-B8 P-N6!20 Q-B4+ K-B121QXxP
B-Q2! 22 Q-KB3+ B-KB3+ 23 K-Q5

B-NS5. Drawn, because both bishops are
defended, and the white king cannot
break across the Q-file. Black played
... P-R4 only when this achieved the
immobilization of the pawn structure.
This move would have been a great mis-
take before the exchange of White’s
KBP, in view of the possible break-
through by P-N4, P-RS5 and P-R6.

469 / / 7
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469. Thomas-Reshevsky (Nottingham,
1936). Although it appears that the white
pieces control all the important squares,
the invasion of the black king is decisive.

. Q-B6! (tying White’s king down
to the defence of his RP, and at the same
time opening the way for the black king)
2 N-R6 (the black king advances whatever
White plays) 2 ... K-Q4 3 N-N8 K-B5
4 N-K7 P-Q4 5 N-N8 K-B6! (a subtle
point: the immediate 5 . . . K~06 is met by
6 N-K7 K-K7 7 N-BS A —~B8 8 N-N3+)
6 N-K7 K-Q6! 7 K-NI (now 7 N-BS
fails to 7 ... P-R4, while other knight
moves are met by 7 ... K-K7) 7 ...
QXxRP, and White resigned.

470. Grigoriev. Only by the immediate
promotion of his pawn can White avert
the powerful threat of 1 ... QXB+.
But this enforced sacrifice has a deeper
significance: the point of the combination
is to paralyse White’s last remaining mobile
piece.



1 P-R8=Q QXQ+ 2 P-N7 Q-R2
3 B-B2 Q-NI 4 B-N3+ KXB 5 N-B6!
QX P stalemate.

Variation: 2 ... QXN 3 P-N8=Q+
Q% Q 4 B-N3+ KX B stalemate.

The threat of a discovered

471. Prokop.
check prevents White from stopping the
promotion of his opponent’s pawn, and
his position looks hopeless. But a beautiful
stalemating combination saves the game.

1 QXP(N2) P-K74 2 K-N8 B-R7+
3 K-BS P-K8§=Q 4 Q-Q2+ QXxQ
stalemate.

Ist variation: 3 ... B-B4+ 4 K-Q8
P-K8=Q 5 QXP+ KXQ stalemate.

2nd variation:2 ... P-K8=Q3 Q-B3+
QX Q stalemate.

472. Rinck. As we have seen in the
preceding example, the queen can some-
times be at a disadvantage against two
minor pieces. Of course, there are only
rare examples of this in actual play, mostly
as a result of carelessness on the part of
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472

the stronger side. But if the king moves
forward to assist his queen without due
care and attention, he can get into un-
comfortable situations as is shown in this
artistic ending. This siudy’s beauty and
interest lie in the repeated zugzwang posi-
tions that precede checkmate.

1 B-B6+ P-N42 K-R2! QXN 3 B-B3
(the first zugzwang) 3 ... Q-KB7 4 B-K5!
(this second zugzwang is lethal) 4 ..,
Q-K8 5 P-N34+ QXP-+ 6 BxP mate.

473 g’égé/

473. Prokes. A less likely position than
the previous one. What is the queen
doing in the corner? Under the circum-
stances it is not surprising that White
can easily win the queen by 1 N-B6+,
but then he only draws because of the
“‘wrong” rook’s pawn. In the variation
1 B-K3 Q-R2 Black is saved by his king’s
pawn, but this pawn also restricts the
queen, and White exploits this to force
Black into zugzwang.

1 B-B4+ K-R2 2 B-K3+ K-NI
3 K-Q8! (here is the zugzwang!) 3 ...
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Q-R24 N-B64 K-R15 N Q! and wins
(bu: not S B0 P-K()’czc)

174

474. Troitsky. Black's king is again in
the worst possible position, so that,
despite the queen’s great mobility, she is
unable to find refuge.

1 N-K8! Q-R7 2 N-KB6+ K-K4
(2 ... K-B5 3 N-03 mate) 3 N-N4+,
and wins.

Ist variation: | Q-NI(Ql) 2
N-KB6+ K-K4 3 N-B6+ etc.

2nd variation: 1 ... Q-B6 2 N-KB6+
K-K4 3 N-Q3+ K-Q3 4 N-K4+ cic.
Th.: win is even casier in other variations.

475

475. Schwers. The concerted action of
the knights quickly simplifies the position,
and White's passed pawn then wins.

1 P-R7! QXP (I OXN 2
P-R8=0) 2 N-Ké6+ K-R3! {2 ...
K-B3 3 N-Q7+, and wins) 3 P-N5+
K-R4 4 N-N6! (threatening 5 N (N6)-B4
mate) 4 ... QXN 5 N-B4+ KXP 6
NXQ P-B4 7 P-R5 P-B5 8 N-B4, and
White wins.

476. Rinck. The concerted play of the
three minor pieces is too much for the
queen. The bishops chase the king until
the knight can make a decisive double
attack.

1 B-B2+ K-Q4 2 B-B4+ K-B3 3
B-N5+— KXB 4 N-Q6+, and White
wins.

477
+

477. Rinck, The theme of this ending is
the capture of the queen by means of
discovered check. The favourable position
for the knight’s fork is prepared by the
two bishops.

1 B-N2 (parrying the threat of perpetual
check at ... KB8 and ... KR6) 1 ...
Q-K6! (the queen would be lost imme-
diately on any other square, for example
1 ... O-R6(QB6) 2 NXP+ K-R2 3
N-N54)2 NXP+ K-R2 3 B-N}! (there
are now 22 squares available to the queen,
but on none of them can she find refuge)
3 ... Q-KI1 (comparatively best, since

. 0-06 is met by 4 N-B6+ and
S N-N4+)4N-N5+ K-N15B-R7(R2)+
K-B1 6 N-Q6+, and White wins.



478. Troitsky. Here one gains the
impression of a shoot-out, the queen
being unable to break out of the ring of
minor pieces, and being gunned down.

1 B-K4 Q-B1 2 N-B5! Q-K1 (there is
nothing better) 3 B-Q5 Q-N3 (compara-
tively best, since after 3 ... Q-R4 4
N-Q7+ the queen is lost) 4 N-Q7+
K-K15B-B7+ ! K(Q)XB 6 N-K5(Q6)+,
and White wins,

Variation: 3 ...
5 N-Q6+ etc.

Q-Bl 4 N-K6+ K-B2

V. QUEENS AND ROOKS

a) Queen and Rook v. Queen and Rook

479. Troitsky. In practice, endings with
queen and rook against queen and rook,
without pawns, usually develop from rook
endings where both sides gueen a pawn.
The side which begins checking normally
has a decisive advantage. Here the sur-
prising opening sacrifice forces the block-
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ing of a square, and at the same time opens
a vitally important diagonal for the white
queen,

1 R-K6+! (a decoy sacrifice, which
also opens a diagonal) 1 RxR
2 Q-R6+ K-Q4 (the second rank is
taboo for Black, due to the geometrical
relationship) 3 Q-B4+ K-Q3 (3 ... K-K4
would produce a diagonal geometrical
relationship) 4 Q-B5S+ K-Q2 (the rook
deprives the king of an important square)
5 Q-R7+, and White wins.

480. Rinck. The line 1 Q-K3+ K-B2
2 R-B5+ K-N2 3 Q-K7+ is ineffective,
since 3 ... K-N1 is a satisfactory defence.
For this reason White builds up his attack
so as to bring about a zugzwang situation.

1 R-B7+ R-Q2 (moving the king
allows mate in a few moves) 2 Q-B5+
K-Ql (on 2 ... K-K3(KI) 3 O-B5(K5)+
is decisive. But now, if it were Black to
play, his only good move would be

.. R-Q4+. White’s aim, therefore, is to
eliminate this possibility, while at the
same time prescrving the character of the
position) 3 K-R6!, and White wins,
because Black is in zugzwang.

481. Rinck. White threatens mate, but
his real aim is to pin Black's rook and thus
gain a decisive material advantage.

1 Q-K4+ K-R3! 2 R-R6+ R-B3
3 Q-B5! RXR 4 QxQ R-QB3 5 K-B3,
and White wins.
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Variation: 2 ... K-R4 3 Q-Ks5-
K-N3 4 R-QNo-- N~-R3 5 R-QRO -
K-N\356 Q-QRS mote.
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,

482, Prokes. In the examples given above
the rook came under 2 double pin, and
this led either to the loss f the rook or
to the queen being undeiended. In this
example the roles are reversed, in that it
is the quesn that is pinned. and the rook
that turns out to be undefended.

1Q-B4- Q-Q4!(/ ... Q-B220XQ0~-
KxQ 3 R-KB4+) 2 P-Q8=Q! R>Q
(or 2 ... OXO 3 OXR--, and wins)
3 R-Q4!' QxXQ 4 RXR+ ctc.

A trap: | P-Q8=Q? Q-B8+ 2 K-Q2
Q-B7+ 3 K-Bl QXQ+ 4 KxXQ RXQ,
and Black has the better position.

483. Alekhine-Colle (Baden-Baden,
1923). With major pieces on the board,
a blockaded passed pawn can be realized
only if there is some other weakness in
the opponent’s position.

1 Q-QB4 Q-Q2 2 R—Q4 K-N2 3 Q-Q3!

{an instructive re-grouping: White's queen
is now attacking the black BP, and also
supporting his rook’s activity) 3 ... K-B2
(Black has no good move) 4 P-N4! K-Bl
(the pawn sacrifice is forced, since White
wins easily after 4 ... PXP 5 OQ-R7+
K-BI 6 0-R8+ and 7 RXP)5PX P Q-K1
6 R-K4 Q-R4 7 R-KN4 Q-B2 8 Q-K3
Q-KR2 9 R-N6, and Black abandoned
thie hopeless struggle.
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484. Alekhine-Keres (AVRO Tourna-
ment, 1938). In view of the weakness of
Black’s king position and his second rank,
White could have won by force.

1 RXP! QXP (I ... RXP fails, of
course, to 2 O-N6+) 2 Q-B4+ K-Bl
(2 ... O-04 3 R-N7+ and 4 Q-B7)
3 R-N7 R-Q2 4 Q-B8+ K-K2 5 R-N3!
P-B4 (if 5 ... K-B2 6 R-N8!,or 5 ...
R-Q1 6 OQ-N4 K-BI 7 R-N7, and wins)
6 Q-KN8 K-B3 7 Q-K8! R-KB2 (7 ...
K-N4is met by 8 R-Q3! O-N3 9 P-B4+)
8 P-B4!, and Black is helpless against the
threat of 9 R-N6 and 10 Q-KS5 mate.



A false trail; Alekhine played the weaker
1 Q-N6+, and after 1 ... K-Bl 2 Q-R7
K-B2 the players agreed a draw. 2 R-N4
is insufficient, in view of 2 ... Q-B2
3 RXP QxQ 4 PXQ RXP 5 R-N8+
K-K2 6 R-N8 P-B4 7 RXP+ K-B3
8 R-N8 R-Q2 9 K-R3 R-KN2 etc.
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485. Nimzowitsch-Capablanca (New
York, 1927). There is an immense dis-
parity between the effectiveness of the
two plavers’ pieces. Furthermore, White
has to concern himself over the safety
of not only his pawns, but also his king.

1 ... Q-QB8! 2 K-N3 (White's other
pieces cannot move, and any pawn move
would result in a further weakening of his
position) 2 ... Q-KRS8! 3 R-Q3 R-K&
4 R-KB3 R-Q8 5 P-N3 R-QBS8! 6 R-K3
(White is in zugzwang; he cannot move his
rook’s pawn in view of 6 ... R-AN&--)
6 ... R-B8, and White resigned, since if
7Q-N2,then 7 ... R-KXNS§, while " Q-K?2
is met by 7 ... Q-N¥+ 8 K-R3 R-B7.

Z
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486. (Theoretical ending.) To capture
the rook, White has to force it away from
the king.

1 Q-Rl+ K-NI 2 Q-R5! (2 Q-R6
R-KB5+ 3 R-N6? R-B3+ draw) 2 ...
R-QR2 (2 ... R-KR2? 3 QO-A8 mate)
3 QQ5+ K-R2(RID) 4 Q-R1+ K-NI
3 Q-KNI+, and White wins. The rook
vwould also be lost in other variations.

487

T

487. (Theorctical ending.) To capuure
the rook, White first iias to push back the
opposing forces. and then to separate ihe
rook from the hing.

1 K-N2 R-Bs 2 K-B3 R-K3 3 K-Q2
R-Q3+ 4 K-K3 R-Q4 7 Q-N3— K-734
6 Q-B4-- K-K3 " K-K4 R-Q3 8§ Q-B>~
K-K2 9 K-K35 R-Q2 I¢ Q-B6— K-KI
11 Q-R8= (/1 K-K4? R-03-- draw)
... K-B2i2Q-R™-K-KI1 13Q-N>—
K-K2 14 Q-QB>! R-Q~ (1he queen has
achieved her aim: iae rook has Left e
King) 15 Q-QB3s- K-Ql 16 Q-R:--
K-K217Q-N4-- K Q1 1. K-K6! (at l:st
White’s king can 1 ove coaing now he

cantoat be checkedr Iy K-B2 v
Q KB4 - K-Bi! T Q Bd5- K-0QI 24
(3-N3! R-K» 22 K Q6 KBt 2:
Q-QB3~-, and Whiwe wins,

488. Popziani. (lheoretical ending.

Black cannot avoid perpetual check, siaee
his king cannot approach close enough tc
the white king in viev: of the stalemate
danger, and he cannct step onto the K-file
as this would lose his queen.



158 Six Hundred Endings

oy
) ,.
7,

N

! R-KR2+ K-N2 2 R-KN2+ K-B3
3 R-KB2+ K-N4 (3 ... K-K4? 4 R-K2,
draw) 4 R-KN2:- K-B5 5 R-KB2+
K-N6 6 R-KN2+ K-R6 (6 ... K-B6
7 R-N3+ KR stalemate) 7 R-KR2-
K-N6 (7 ... K:“ R stalemate) 8§ R-R3=-
K> R stalemate.

189

489. (Theorcrical ending.) The queen
cannot win against a rook and a NP, BP,
QP or KP if the latter is on its original
square. There is insufficient room behind
the pawn for White to force a way in for
his king, and without this he cannot win.

1 Q-N7 K-Q! 2 Q-B8+ K-B2 3
Q-KN8 R-QB3 4 K-K5 R-K3+ 5 K-Q5
R-QB3 etc., with a draw.

It should also be mentioned that the
queen similarly cannot win if the pawn
has reached the sixth rank under the pro-
tection of the rook.

490. Guretzky-Comnitz. (After Philidor;
theoretical ending.) White’s king must
break across the fifth rank and attack the

black pawn from the rear. The king’s
advance is prepared by the queen.

1 Q-R7+ K-K3 2 Q-QB7 R-QB4
3Q-Q3 R-K44 Q-K8+ K-Q45Q-QBS8!
R-KS5+ 6 K-B5 R-K4+ 7 K-B6 R-KS
8 Q-B3 (Philidor gave 8 O-KB5+, but
then the win takes slightly longer) 8 ...
R-K3+ 9 K-B7 R-K4 10 K-B8! R-K5
11 Q-Q3+ R-Q5 12 Q-B5+ K-B5
13 Q-QB2+ K-Q4 14 K-K7 K-K4
15 Q-K2+ K-B5 16 K-Q7R-Q4 17K-B7
R-Q5 18 K-B6 K-B4 19 Q-K3, and
White wins.

Ist variation: 5 ... K-Q5 6 Q-B6
R-Q4 7 K-B3 K-K4 8 Q-B3+ K-B4
9 Q-B4 R-K4! 10 Q-KB7+ K-N4
11 Q-Q7 R-KB4+ 12 K-N3 R-Q4 (or
12 ... R-B3 13 Q-N4+ K-R3 14 K-R¢4,
and wins) 13 Q-Ké R-Q6+ 14 K-B2
R-Q7+ 15 K-B3 R-Q6+ 16 K-K4,
and wins.

2nd variation: 4 ... K-B3 5 Q-Q7
R-K3 6 K-N4 K-K4 7 K-N5 K-Q4
8 Q-KB7!, and wins.

3rd variation: 1 ... K-Ql 2 Q-KB7
K-B1 3 Q-QR7 K-QI 4 Q-N8+ K-Q2
5Q-N7+ K-Q1 6 Q-B6 K-K27Q-B7+
K-K3 8 Q-Q8 R-KB4+ 9 K-N4 R-K4
10 Q-K8+ K-B3 (I0 ... K-04 11
Q-0B8! leads to the position after the
fifth move of the main variation) 11 Q-Q7
R-Q4 (if 11 ... R-K3, 12 K-B4 wins)
12 K-B4 R-Q5+ 13 K-K3 R-Q8 14
Q-Q8+ K-B2! 15 Q-R4!, and White



wins, because the black rook is forced to
abandon the Q-file. This linc is the most
straightforward one.!

The queen’s manceuvre is not quite so
effective against a bishop’s pawn, but it is
still difficult to find the correct defence.
A knight’s pawn secures a draw on any
rank, since there is insufficient room on
the edge of the board for the queen to
force a way round for the king.

7,

491. Guretzky-Cornitz. (Theoretical end-
ing.) The black king has sufficient freedom,
while White’s queen is unable to get
behind the pawn, and thus help his king to
cross the QN-file. Consequently the pawn
cann: be captured.

I Q-K7+ K-NI2 Q-K8+ K-N23
Q-Q8K-R2 4 Q-QBS R-N2!5Q-QB5 =
K-NI 6 Q-Q6+ K-R2 7 Q-Q4+ K-RI
$ K-B5K-R29 K-B6+ K-R110Q-Q8--
R-NI!11 Q-Q5 R-N2, with a draw.

A trap: 4 ... K-N3? 5 Q-QN8+
K-B3 6 Q-R7 R-N3 7 K-Q4 K-N4
S K-Q5K-R49Q-QB7K-N410Q-B5+,
and White wins.

492
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492. (Theoretical ending.) The rock's
pawn on its original pesition limits the
movement of the king to such an cxtent
that the latter is unable to ward off the
threats from White’s queen, unlike in the
previous example. )

1 Q-Q7! K-NI 2 Q-K7! K-Rl 3
Q-QB7!'R-N24Q-B8+ R-N15Q-B6+,
and White wins.

7

493. Guretzky-Cornitz. (Theoretical end-
ing.) White can win only by attacking the
oppenent’s pawn with his king. I this
position the queen can open up a passage
for the king, since it bhas sufficient -
reeuvring room o+ the cighth rank.

1 Q-Q5 K-R32Q-B6+ K-R23 K-Q3
R-N3 4 Q-B7+ K-R3 5 Q-B§+- K-RZ
6 K-B4 R-N2 7 3-Q8 K-R3 8 Q-QR&+
K-N3 9 K-N3 R-QR2 10 Q-QNS-+
K-R3 11 K-R4 R-QN2 12 Q-QRy~.
and White wins,

Ist variation: 2 ... R-N3 3 Q-RS-
K-N4 4 K-N3 R-QR3 3 Q-Q35 - K-N3
6 K-R4 R-R2 7 Q-Q4 - K-N2 § K-\¢
K-B1 9 Q-B8+ K-N2 10 Q-K7— R-N!
11 Q-Q8+ K-N2 12 Q-N6-- K-R1 13
K-B6, and wins.

2nd variation: 1 ... R-N4 2 Q-Q6--
K-N2 3 K-B4 R-N3 4 Q-Q5+, anc
White wins. The black pawn is lost, since
4 ... R-QB3+ is answered by 5 K-N3,
which wins the rock, whileon 4 ... K-R3
there follows 5 Q-R8 mate.
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494, Troitsky. White restricts the queen's
mobility with a decoy sactifice, which
enables Iiim t¢ draw by perpetual check.
The accaptance of the sacrifice is rot
obligatoryv for Black, but its refusal leads
to materizl equalitv being re-established.

1 P-K6 PP 2 R-R2! Q-B3 3
R-KN2 -+, with a draw.
Variation: 1 K-B3 2 P-K7!

Q-N3+ 3 K-B2 Q-KI 4 P-R4! QP!
(forced, since after 4 ... P-Q4? 5 P-R3
P-05 6 K-KI! P-Q6 7 R-K3 K-B2? 8§
K-Q2! K-B3 9 P-R6 K-N2 10 P-R7 K-BZ
11 R-K4! K-B? 12 P-R8=0 Wtkite wins.
No better is = ... P-Q7-+, since afier
8 KxP Q-0+ 9 K-KI K-B2 0
P-K8=0— the black king is outside the
square of the QRP) 5 R QK R6K-K3
K-Q3 7 K-Q4. with 2 draw.
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495. Selezniev. Black’s strong passed
pawn has to be countered by White’s
pawns on the sixth rank. These pawns
are duly exchanged, but then the rook is
subjected to a dangerous pin. But White

escapes from this by a stalemating com-
bination, and the result is a draw, because
Black’s king cannot cross the fifth rank and
his queen is powerless on its own.

1 P-N7! QXP 2 RXP Q-K4+ 3
R-QB3 QXNP 4 K-R3! Q-N4 (4 ...
O» R stalemate) 5 K-N2 K-N5 6
R-B4+, with a draw.

A trap: 1 P-K7? QXP (after I ...
P-N7? 2 P-R4+ K-R4 3 R-N3 OXR 4
P-K8=0 White’s artful manceuvre would
have succeeded) 2 R X P Q-K4-+ 3 R-QB3
Q-N2! 4 P-R3 Q-B3 5 P-N4 K-R5
6 P-N5PXP7P-B6 P-N5 8 P.<xP KXP,
and Black wins.

« j Oueen v. Two Rooks

7. 2

496. Salvioli. Two rooks are normally
stronger than a queen, so that the latter
<< win only in fortunate circumstances.
Here the rooks cannot carry out their
defensive functions effectively, since their
own king prevents them from working
together.

1 Q-B4! R-R6+ 2 K-N4+ (there was
no defence against this discovered attack)
2 ... K-N7 3 Q-K2+, and White wins.

497. Rinck. Here again Black’s rooks
cannot combine together properly, but it
is considerably more difficult for White
to exploit this than in the previous

example.
1 Q-KNI+ K-B1! 2 Q-B5+ K-NI!



(2 ... K=Kl 3 0-B6+) 3 Q-K7 R-Q6
4 Q-K8+ K-N2 5 Q-K3+ K-R2! 6
Q-K4!, mating or winning a rook.

Ist variation: 3 ... R-Q8 4 Q-K8+
K-N2 5 Q-K5+ K-N1 6 Q-N3+ K-Bl
7 Q-QN8+ K-N2 8 Q-N2+ K-R2 9
Q-0QB2! R-KB8+ 10 K-K6+ K-R3 Il
Q-KR2+ K-N2 12 Q-KN2+4-, and wins.
There is a blemish to this variation, in that
White also wins after 6 Q-N84 K-N2
7 Q-N74 K-R3(B1) 8 Q-B6(B8)+ K-N2
9 Q-QB3+ K-R2 10 Q-KR3+ K-N2
11 Q-N4+.

2nd variation: 3 ... R-R1 4 Q-K6+
K-N2 5 Q-KN6+ K-BI 6 Q-KB6+
K-N1 7 K-N6 R-KR2 8 Q-K6+ K-R1
9 Q-K54 K-NI1 10 Q-Q5+, and wins.

498. Prokes. (Theoretical ending.) The
position of Black’s king is so bad that he
can counter the opponent’s mating threats
only by giving up his queen.

1R-K6+ K-Q1(/ ... K-B22 R-KB5+)
2 R-R5! Q-B6+ 3 R-Q5+, and White
wins.

Queens and Rooks

499

499, Rinck. The queen is badly placed
on the edge of the board, and she can do
nothing to hinder the rooks. Black tries
to find cover behind the white king, but
unsuccessfully.

1 R-K6+ K-N4 2 R-K5+ K-R5
3 R-K4+ K-R6 4 K-B44+ K-R5 5
K-Q5+ K-N4 6 R-QN34+ K-R4 7
R-QR3+, etc.

500
+

500. Lommer. Victory is achieved by
a skewer, set up by a decoy sacrifice.

1 R-R6+ K-Q2! 2 R-B7+ K-KI 3
R-QR7! Q-K4 4 R-KR8+ QXR 5
R-R8+, and White wins.

Variation: 3 ... QXR 4 R-R8+ K-B2
5 R-R7+ etc.

501. Feijter. Black’s king must be driven
away from his queen, otherwise the cost
of capturing will be too high for White.

1 R-KN7! K-B1 (the queen has ine
good move) 2 R(7)-N7 Q-R4 3 R(7-N5!
Q-R3 4 R-N8+ K-K2 5 R(4)-N7+
K-Q3 6 R-N6+, and White wins.
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A trap: 1 R(7)-QN7? Q-R4 2 R(7)-N5
Q-R3 3 R-N8+ K-Q2 4 R(4)-N7+
K-B3, with a draw, since Black wins both
rooks for the queen.
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502. Prokes. No danger threatens Black
from the fact that his queen cannot move
along the second rank. The important
thing is for it to be free to move diagonally
and along the file. The black pawn is
already blocking the diagonal, so White
must force the black king to block the
other important approach.

I R-QB54 K-N1 2 R-Q8+ K-R2
3 R-QR35+4+ K-N3 4 R(8)-QR8!, and the

queen is lost.

503. Prokes. Black’s queen is restricted
by his own pawns, which prevents him
from defending against the white rooks’
attack.

1 R-Q7! (threatening 2 R(3)-K7) 1 ...
Q-NI! 2 R-K5! (with the threat of
3 R-KN7+ K-Bl1 4 R-B5+) 2 ...
Q-NS+ 3 R-BSQ-N8+ 4 R-N5 Q-N8+

5 K-B6+ K-R16 R-Q8+ K-R2 7 R-R5
mate,

Ist variation: 3 ... Q-NI 4 R-KN7+
K-R1 5 R-R5 mate.

2nd variation: 2 ... Q-KBI1 3 R(5)-K7
P-R6 4 R-KN7+ K-Rl1 5 R-KR7+
K-N1 6 R(Q7)-KN7+ etc.

3rd variation: 1 ... K-Bl 2 R-KB7+
K-N1 3 R(3)-K7 Q-QBI 4 R-KN7+
K-R15R-KR7+ K-NI 6 R(K7)-KN7+
K-B1 7 R-R8 mate.

504. Henkin. If White’s king leaves
the corner square, there is no defence
against the queen’s checks.

1 K-N7 Q-QN4+ 2 R-QN6 Q-Q4+
3 R(8)-B6 Q-B2+ 4 K-N8 Q-KI1+ 35
R-B8 Q-K4+ 6 R-B7 Q-K1+ 7 K-N7
Q-K5+ 8 R(6)-QB6 Q-QN5+ 9 K-R8
Q-K5 10 K-N8 Q-QN5+ 11 R-QN7
Q-Bl+ 12 R-B8 Q-Q3+ 13 K-R8
Q-Q4, with a draw.

Black was able to draw only because his
king was far away and did not hinder his
queen. If the king cannot be in front of



the pawn, the defending side has the best
chance for a draw when his king is as far
away as possible

5 05

505. Henkin. 1 R(8)-B7+ K-QI 2 K-N7
Q-QN4+ 3 R-QN6 Q-Q4+ 4 R(7)-B6
Q-B2+ 5 K-N8 Q-KB5+ 6 R-Q6+,
and White wins.

If the black king were at ... K4, with
the positions of the other pieces un-
changed, there would follow:

1 K-N7 Q-N4+ 2 R-QN6 Q-Q4+
3 R(8)-B6 Q-B2+ (3 ... 0-02+ 4 K-R6
0-01 5 R-N8 O-Q6+ 6 R-N5+ etc.)
4 K-N8 Q-K1+ 5 R-B8, and wins.

Or with the Black king at ... KS:
1 K-N7 Q-QN4+ 2 R-QN6 Q-Q4-+
3 K-N8 Q-K4+ 4R-B7Q-KI1+ 5K-N7,
and again Black’s king is in the way, so that
White wins.

Of course, in practice the rook’s pawn
seldom reaches the seventh rank. If his
king is in front of the pawn, the defending
side can always sacrifice his queen for
the two rooks. If the rook squeezes the
king away from the square in front of the
pawn, the king must flee into the “drawing
zone”’, to avoid hindering the queen.

506. Osnos-Simagin (Moscow-Lenin-
grad Match,'1960. With colours reversed).
Black has defended badly, and his king is
“stuck” in the danger zone.

I K-B6 Q-Q3+ 2 K-N7 Q-Q2+ 3
K-R6 Q-Q6 4 R(4)-B5 Q-KB6 5 R-N6+
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K-Q2 6 K-R7 Q-K6 7 R(5)-B6 Q-KS5
8 P-R6 Q-B6 9 K-N7 K-QI 10 P-R7
Q-B2+ 11 K-NS§, and Black resigned, sin-
ce after 11 ... Q-KB5+ the counter-
check 12 R-Q6+ wins.

507. Henkin. Supported by a king and
two rooks, a knight’s pawn wins even
if it has only reached the third rank. But
it is important that the rooks should be
doubled on the correct file, this being two
files away from the pawn. In this position
Black cannot prevent his king from being
forced back onto the first rank.

With White to move: 1 R-Q6+ K-B2
2 R-Q7! forces the exchange of the rooks
for the queen, since Black’s king cannot
return to the third rank because of the
danger of mate.

With Black to move, he must first
attempt to parry the above threat: 1 ...
Q-KBl+ 2 R-Q6+ K-B2 3 K-N5
Q-QN1+ 4 K-B5 Q-KB1 (4 ... OxP
loses the queen after 5 R-Q7+ K-NT
6 R-08+ K-R2 7 R(2)-Q7+, while if
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4 ...0-R2+ then 5 K-B4) 5 R-Q5!Q-K2
(5 ... O-B7+ 6 K-N5 QK7+ 7 R-O3
mercly transposes) 6 K-N5S Q-K7+
7 R-Q3 Q-K4+ 8 R(6)-Q5 Q-Kl+
9 RQ7+ K-Bl 10 K-N6 Q-N3+ 11
R(PH-Q6 Q-N8+ 12 R(3)-Q4 followed by

1% R-Q8+, and White wins.

Varation: 3 ... Q-B§+ 4 R(2)-Q3
Q-B4+ 5 R(6)-Q5 leads to the main
variation.

508. Henkin., The weaker side has no
hope of a draw if his king is cut off from
the pawn.

} P-N4 Q-R52 K-B3 Q-R3 3 R-Q3+
K-K5 4 P-N3 Q-R4+ 5> K-B4 Q-RS
6 P-N6 Q-QBS8+ 7 K-N35 Q-BI 8§ R-Q7
Q-B6 9 P-N7Q-QN6+ 10 K-B6 Q-B5+
11 K-N6 Q-N5+ 12 K-R7 Q-R5-+
13 K-N§ Q-R4 14 R-K7+ K-B6 13
R-Q6 K-B3 16 R(7)-K6! (doubling rooks
on the sixth rank provides the safest
defence against checks by the queen)
16 ... K-B6 17 R-QR6 Q-Q1— 18 K-R7
Q-0Q3-- 19 K-R8§ Q-Q4 20 R(K6)-QB6!.

and White wins,

Z
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509. Henkin. A bishop’s pawn does not
ensure a win even when it has reached the
seventh rank, but the defending side has
to defend very accurately, even when the
pawn has only reached the sixth rank.

I R-Q4! (I R-K7 does not get White
anywhere after / ... K-N3 2 K-08
0-0B45Y 1 ... K-R3! 2 R-B6 K-N3!
(a position of mutual zugzwang) 3 R-Q2
Q-R5 4 R-QN2+ K-R2 (4 ... A-R3?
loses to 5 R-QR2! OXR 6 P-B7-+)
5 K-B7 Q-R4+ 6 K-B8 Q-R3+ 7
R-N7+ K-RI 8 K-Q8 Q-R4+ 9 R-QB7
(the simplest answer to 9 K-K8is 9 ...
0-0I+/)9 ... K-N1 10 R-B7 Q-Q4+
11 K-K8 Q-K3+, with a draw.

Variation: 3 R-QN4 QxR 4 P-B7+
K-R2! 5 P-BS=Q Q-K2+ 6 KXxQ
stalemate.

Ist trap: 1 ... K-NI1? 2 R-B6! K-R2
3 R(B6)-B4, and White wins.

2nd trap: 1 ... K-N3?2 R-B6! Q-QB4
(or2 ...0-K43 P-B7+ OX R4 R-Q6+)
3 P-B7+ K-N2 4 R-QN4+ etc.

_

510. Henkin. White can push buck the
black king using the same method as
with the knight's pawn (example 3507),
but since Black can also manceuvre on
the QR-file he is able to draw.

I ... Q-KNI+ 2 R-Ké6+ K-Q2 3
K-B5 Q-QBl+ 4 K-Q4 Q-KRI+ 5
R(2)-K5Q-R5+ 6 R-K4Q-B7+ 7R-K3
Q-Q7+ 8 K-B5 Q-KB7 9 P-B4 Q-N§
10 R-K7+ K-Bl 11 K-B6 Q-N7+



12 R(3)-K4 K-NI! 13 P-BS Q-B6 14
R-K8+4 K-R2 15 K-B7Q-QR6! 16 P-B6
Q-R4+ 17 K-BS Q-KB4+ 18 R(4)-K6
Q-Q4 19 R(8)-K7+ K-R120P-B7 K-R2
21 R-K3 Q-Nl+ 22 K-Q7 Q-Ni+
23 K-Q8 Q-Q3+ 24 R-Q7 Q-KR5+
25 R(5)-K7 Q-RIl+, with a draw by
perpetyal check, even though the pawn
has reached the seventh rank.

The queen’s mobility asserts itself
against a centre pawn, and the checks
given from either side cannot be avoided.
A win is possible only if the pawn has
reached at least the sixth rank.

511. Henkin. 1 R-K4! Q-KN4 (/ ...
K-N3 2 R-N6 K-B3 is ineffective here,
since after 3 R-QB4 OXR 4 P-Q7+
and the promotion of the pawn Black
cannot play for stalemate) 2 R-QN4+
K-R2 3 P-Q7! Q-QB4+4 4K-B7 Q-Q4+
or 4 ... Q-KR4+ 5 K-K6 O-K7+
5 K-06 Q-Q7 + 7 K-B7 Q-B6+ 8 R-B6,
and wins) 5 R-Ké6! Q-KR4+ 6 K-K7
Q-QB4+ (6 O-KN4+ 7 K-Q6
O-N6+ 8 R-K5 Q-Q6+ 9 K-B6 Q-QB6+
0 R-BS5, and the king hides from the
diagonal checks at QB8) 7 K-K8 Q-KR4+
5 K-Q8 Q-R4+ 9 R(4)-N6 Q-KN4+
i) K-B8! Q-QB4+ 1} R(K6)-QB6, and
White wins.

Variation! 1 Q-KR4 2 P-Q7
Q-R24 (or 2 ... O-OB4+ 3 K-K8
O)-KR4+ 4 R-B7 Q-R1+ 5 K-K7, and
there are no more checks) 3 K-Q6 Q-R7+
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4R-K5Q-Q7+ 5 K-K7Q-N5+ 6 K-K8,
and White wins,

512. Petrosian—Geller (2Ist USSR
Championship). In endings with a material
advantage, a queen is particularly strong
if its pawns are connected. Such positions
often occur in practice, and the only chance
for the defending side is to activate his
rooks. In this example the black king is
also badly placed, and so his rooks cannot
leave the second and third ranks. The
advance of the white pawns decides the
issue.

1 P-N4! R-KB3 (this only temporarily
delays the creation of a passed pawn)
2 P-R5! (this fixes the weak QNP, and
at the same time forces Black to show his
hand) 2 ... R(3)-K3 (2 ... R(2)-KB2 is
met by 3 0-K5) 3 Q-N24 K-N14 Q-N3
K-R2 5 Q-Q3+ K-N1 6 P-N5 PxP
7 PXP R-K4 8 K-B4 R(4)-K3 (the rooks
cannot go behind the pawns, as Black
would be mated) 9 P-N6 P-N3 10 P-QR6!,
and Black resigned.

513. Tolesh-Botvinaik (11th USSR
Championship). In comirast to the pre-
vious example, here White’s king is some-
what better placed. If he had time to
connect his rooks behind Black’s passed
pawns, he would have chances of a draw.
But he first has to escape from the annoy-
ing pin, and the swift advance of the pawns
settles the issue.
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... P-QR4 2 R(1)-Qt Q-BS5 (making
room for the QNP, and ensuring that the
pawns advance together, not separately)
3 K-B3 P-QN4 4 R-Q7 P-NS5 (time is
more important than anything else : Black’s
KP is of no consequence, and 5 ... P-N6
would win if it were taken) 5§ R—-R7 P-R5!
6 R-Q8+ (not, of course, 6 RXRP
0-B3+) 6 ... K-N2 7 R(8)-R8 P-R6
8§ P-N3 Q-N4!, and White resigned
because the QNP cannot be stopped.

VI. QUEEN V. ROOK AND MINOR

PIECE

As a result of the white
king's endangered position, a position of
mutual zugzwang is reached. The win for
White demands great care, since Black

514. Réti.

threatens mate after ... B-K4 and ...
R-R1. White has no chance of winning
after 1 Q-Bl B-K42 QX NP+ K-K2 3
Q-N7+, when he has to give perpetual
check. The king therefore has to move
towards KRS and out of the danger zone.

1 K-R6! (I P-N6? B-K4 2 PxP+
RX P+ would be catastrophic for White)
1 ... B-K4 2 K-N7! B-R7 (after 2 ...
BXxQ0+? 3 PXB Black .would lose his
rook and the game because of zugzwang)
3 P-B4! PXP (or 3 ... P-N5 4 P-BS!,
and wins) 4 P-K5! BXP 5 PXP R-RI
(5 ... B-R7 6 P-B5!) 6 KXR K-Q2 7
K-N8! BXQ 8 PxXB K-K3 9 K-N7,
and White wins.

515. Fine-Stahlberg (Match game, 1937).
A classic example of the queen’s superior-
ity when the pawn position is balanced.
Black’s defence appears sound in every
respect, yet he still loses because he
cannot control the dark squares, and
White’s king penetrates his position.

1 P-NS5! (depriving the rook of the
defended ... QB3 square) 1 ... PXP
2 PXP R-B5 3 P-R4! R-B7 4 P-R5
R-B5 5 K-N3! R-B6-6 Q-Q6 R-B7 7
Q-KN6+ K-R1. 8 Q-K8+ K-R2 9
K-B4! R-B§ 10 Q-N6+ K-RI 11 K-K5
B-Q2 12 Q-N6! B-BI 13 K-Q6 K-NI
14 Q-K3!, and Black resigned, because
his rook is forced off the vitally im-
portant QB-file.

516. Halberstadt. Were White to move
his rook, he would lose one of his pieces,
and his bishop similarly cannot protect
his rook. But there is one possible bishop
move that gives him an escape route:
if the rook is taken, White can force stale-
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mate, while if the bishop is captured he
can give perpetual check.

1 B-KI! Q-K6 (I ... QxR 2 B-B2
OXB stalemate) 2 B-N3 K-N3 (2 ...
OXB 3 R-OR5+, with perpetual check
on the QR-file) 3 R-B21 QX B 4 R-QN2+,
with perpetual check on the second rank,
since Black’s king cannot reach ... KR6
without losing his queen.

7 7

517. Troitsky. White can only make up
for his considerable material disadvantage
by an attack against the black king, but he
must hurry before the queen escapes from
the corner. Black has to ward off mating
threats, and finally has no choice but to
give stalemate.

1K-R3 K-N8 2 B-N6! P-N4 (2 ...
P-N3? loses to 3 R-B4/) 2 R-B6! QxR
4 BXP+ QXB stalemate.

518. Rinck. The successful co-ordination
of rook and minor piece can occasionally
prove stronger than a queen. Here, Black's
queen has only two squares, but even there

she can only find temporary refuge, be-
causetheconcerted manceuvring of White's
pieces forces her into a geometrical rela-
tion with her king.

1 R-R8! Q-R7 (the queen is safe only
on the ... KNI-QR7 diagonal) 2 R P!
(now the “safe” position disappears like a
mirage) 2 ... Q-N1 3 R-R8 Q-R2 (up
till here the rook has been playing a
supporting role to the bishop, but now
they change roles) 4 B-N6! QXB §
R-R6+, and wins.

A
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519. Schwers. Rook, minor piece and
pawn are generally considered equivalent
to a queen. But here, the poor position of
Black’s king allows White the chance 1o
simplify.

1 B-K2! (threatening 2 B-Q3 mate)

e QXP (or 1 ... 0-Q2 2 B-B3+1,
and wins) 2 B-NS5! (now Black & in
zugzwang) 2 ... QXR 3 B-Q3+ K-BF
4 BXQ KXB 5 K-Q3, and winning .is
a straightforward technical task for
White.
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520. Schwers. White’s pieces achieve
decisive simplification by a splendid
example of team-work. The preparation
of the zugzwang which leads to the
exchange of pieces is particularly fine,
and pushing home the pawn advantage
becomes an easy task.

I N-Q6+ K-B3 2 R-N5! K-K3
3R-K5+ K-B3(3... K-Q02 4 R-K7+,
and wins)-4 K-K2! (Black is in zugzwang)
4... Q B55 R-B5+ QXR 6 NXQ
KXN 7¢cK-K3 K-N4 8 P-Q4 KXP
9 P-QS5 eti.

Ist varration: 2 ... KXR 3 N-B7+
KxP 4 NXQ KXN 5 P-Q4 K-N3
6 P-Q5 K-B3 7 P-Q6, and wins.

2nd variation: 1 ... K-K3 2 R-K1+
K-B3(Q4) 3 R-K5!, and again Black is in
zugIwang.

521. Kubbel. Rook, minor piece and
two pawns are normally stronger than a

B EE

queen. Of course, much depends on the
pawn structure and on the position of the
kings. White can hardly exploit his ma-
terial superiority here by technique alone,
but he can take advantage of the black
king’s poor position, -the latter . having
strayed from his own camp. The solution
demonstrates the well-known knight chase,
but first a difficult preparatory move has
to be found to ensure the efficient opera-
tion of White’s rook.

1 P-N6! (this opens up the fifth rank
for the rook) 1 ... PXP 2 R-R1! Q-N7!
(the queen is trapped even more quickly
after 2 ... OXQOP 3 R-R4+ K-K4 4
R-R5!/)3R-KNI1! QX QP 4R-N4+ K-B4
(now the point of White’s first move
becomes clear; the rook can also attack
on the K-side on the fifth rank) 5 R-N5!
QXR 6 N-K4+, and White wins.



Miscellaneous Endings

(Rooks and Minor Pieces)

I.THE ADVANTAGE OF THE
EXCHANGE

522. (Theoretical ending.) The capture
of the comnered knight was demonstrated
in some of the earlier examples (Nos. 294
and 304), but the bishop is able to achieve
a draw even in a cornered position, pro-
vided that it is a corner of the correct
colour. If the king has been driven into
the corner, the bishop must take up posi-
tion alongside it.

1 K-N6B-R2+ 2 K-R6 B-N13R-QR2
(3 R-N8 stalemate) 3 ... B-R2 4 K-NS§
K-N2 5 R-R2 K-R}, the game ends
with a draw,

523 | ' o
N .

523. (Theoretical ending.) Black’s king
has fled into the wrong corner, so that his
bishop is separated from him by one
square.

1 K-N6 K-N\1 2 R-R8 K-R1 3 RXB
mate.

524. Kling and Horwitz. (Theoretical
ending.) Black’s king cannot reach ...
KR1, because the KN-file is under attack.
Black loses because the mating threats
prevent his bishop from finding safety
anywhere. White must act quickly to
force the bishop off the K-file, as well as
the adjoining files.

1 R-N3 B-K35 2 R-K3 B-N7 3 R-K2!
B-B6 4 R-KB2! B-K3(N\5)35 K-K3(N5)+,
and wins.

Ist variation: |... B-R42R-KR3B-B2
3 R-R8+ B-N1 4 K-N6 etc.

2nd variation: 1 ... B-B3 2 R-QB3
B-Q2 3 R-QN3! K-N1 4 R-N§8+ K-R2
5 R-N7, and White wins.

525. Euwe. (Theorciical ending.) It
follows from the preceding three examples
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that the weaker side can hope for a draw
even against a rook and rook’s pawn, if the
colour of the queening square is diftferent
from that of the bishop. The king controls
... QN2, while the pawn zuards ... QR2,
so that the pawn cannot reach the seventh
rank.

I R-N7 B-Q3 2 R-N4 B-K6 3 R-K4
B-B7 4 R-K8~ K- B2 (not 4 ... K-Q2”
5 R-KB8 B-B+4 6 R-B5 B-N8 7 R-N\7,
and wins) 3 R-K2 B-Q5 6 R-QB2-
K-NI1, with a draw.

Variation: 2 R-N6 B-B7! (taking the
rook would lose the game)3 K-N5B R,
Nuw this leads to a draw.

2

526

2

526. Euwe. (Theoretical ending.) In
order to win, White must advance his
pawn to R7. Although Black’s king is in
the favourable comer, he stjll loses,
because his bishop is immobilized by the
threat of mate.

1 R-N7 B-R7 2 R-N8+ B-NI] 3 K-N5
K-N2 4 R-N7+ K-R1 5 K-N6! (the
pawn advance would be premature: 5

P-R6? B-R2, draw) 5 ... B-K4 6 R-
QR7+! K-N1 7 R-Q7! (threatening
mate, and preventing the check by the
bishop)7 ... K-R1 8 P-R6 B-R7 9 P-R7,
and White wins.

Variation: 7 ... K-Bl 8 K-B6 B-BS
9P-R6 K-N110P-R7+ K-RI 11 K-N6
etc.

If the black king stands initially at ...
QNI, and hasto choose which way to get
out of check, only 1 ... K-Bl! leads to
a draw, as demonstrated in the previous
cxample, whereas the immediate occupa-
tion of the corner square is fatal.

-
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527. Guretzky-Comitz. (Theoretical
ending.) The reason why Black succeeded
in drawing in example 525 was that Whitc
had incautiously advanced his pawn too
soon. By keeping the square QR35 for his
king until the black king is forced out of
the corner, White wins.

1 R-N7+! K-B! (on 1 ... K-RI?,
as we know, White wins by 2 P-R5)
2 R-N3!K-B2 (after 2 ... B-Q5 3 K-N5!
Black’s king cannot move onto the QN-
file in view of the loss of his bishop, and
4 K-B6 wins, If the bishop leaves the ...
QR2-KN8 diagonal, White’'s king
reaches QR8 with aneasy win, while 2 ...
B-N8 3 R-NJ leads to the main variation)
3 R-QB3+! (this line, found by grand-
master Barcza, is_simpler and clearer
than the original 3 K-R5) 3 ... K-NI
4 R-B3 B-N8 (the only square for the




bishop, because after 4 B-Q5 5
R-ON3+ K-B2 6 K-N5 White wins, while
4 ... B-R5 is met bv 5 R-B8+ K-B2 ¢
K-R7) 5 R-QN3+ K-B2 6 R-N7+
K-Bl (or6 ... K~-B3 7 R-NI followed by
check on the QB-file, driving the king
away) 7 R-N5! B-K6 8 K-R5 B-Q7+
9 K-N6 K-NI (otherwise /10 K-B6 or
10 K-R7) 10 R-K5! K-Bl1 11 P-RS5, and
White wins.

-

528. Szabo-Botvinnik (Theoretical end-
ing, Budapest, 1952). More than 200 vears
ago del Rio demwonstrated that a bishop
can achieve a draw against a bishop's
pawn which has advanced too quickly to
the sixth rank, if the bishop moves on
squares of a different colour to that of
the queening square. White cannot move
his king alongside his pawn, since the
bishop would chase it away instantly.
And the ... QR7-KNI1 diagonal is toe
long for the bishop to be forced off it,
with the result that White cannot realize
his pawn.

1 R-QB7 B-R7 (when attacked by the
rook, the bishop takes up a position from
which it can give check in reply to K-N6)
2 R-Bl B-Q4 3 K-B5 K-B2 4 K-KS5
B-N6 5 R-B7+ K-Bl 6 R-QN7 B-B5
7 R-N4 B-R7 8 K-B5 B-Q4! (Black’s
defence must be accurate. Here & ...
K-B2?, which would temporarily avert the
threat of K-N6, would lose to 9 R-N7+)
9 K-N6 B-B2+ 10 K-N5 B-Q4 11
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R-KR4 B-N6 12 R-R8+ K-B2 i3
R-R7+ K-BIl 14 P-B7 K-K2! 15 K-N6
B-B5! 16 R-N7 B-N6 17 P-B8=Q-
KXQ 18 K-B6 K-K1 19 R-K7+ K-QI,
with a draw.

A trap: 1 ... B-N4? 2 P-B7! K-N2
3 K-B5B-R54R-N7B-Q8 (4 ... B-B3
loses to 5 K-K6 BXR 6 K-K7) 5 K-K6
B-R46 R-B7B-N37P-B8=Q=-'!'KxXQ
8 K-B6 B-R4 9 R-B8+~ B-K1 10 R-R{.
winning the bishop.

529. Benkd. Compared with the previous
example, White has a much more difficult
task here, vet a stalemating combination
still saves the game.

1 B-B7! (the only move. Black was
threatening to move his rook to the KB-
file by attacking the bishop. Thus if
1 B-K5? or 1 B-Q6?2,then correspondingly
I...R-R4!orl ... R-R3)1 ... R-N~
(or I ... R-R2 2 B-N6!) 2 B-Q6! R-B~
(2... R-N33B-B5)3B-K5R-Q74B-B4
R-K7! (the rook cannot be taken, of
course, and the bishop must move, but
where to?) § B-N8! (the only correct
square. After 5 B-B7? R-R7!, or 5 B-Q6”
R-N7! 6 B-K5 R-N4 7 B-Q4 K-N6!
8 BXP+ K-B6, White loses his bishop)
5 ... RKI1 6 B-N3! (6 B-R7? K-N6
7 BX P+ K-B6 and wins, s before) 6 ...
K-N5 (or 7 ... KX B stalemate) 7 KXxP,
with a draw.
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(Theoretical
ending.) The basic difference here is that
one of the diagonals adjacent to the pawn
is shorter, and so the bishep can be drisen
off. White queens his pawn or gains a
decisive positional advantage.

1 R-N4 B-R3 2 R-N8+ K-Q2 3

530. Guretzky-Cornitz.

R-N7+ K-Q! 4 K-Q3 B-N4 5§ K-B5
B-Q6 6 P-Q7 K-B2 7 R-K7! B-B4
S P-Q8=Q+'KxQ9 K-Q6 K-Bl 10
R-QB7+ K-N1(the king has been chased
into the bad corner) 11 K-B6 B-K5—-
12 K-N\6 B-N8! 13 R-B1 B-R7 14 R-B2
B-N\A 15R-QN2! B-Q4(or I5...B-RS
(BS5) 16 K~R5(B5)=-) 16 R-Q2 B-K3 17
R-Q3—+, and mate in twe moves.
Variation: 1 ... B-B2 2 R-N4 B-R7 3
R-N8+ K-Q2 4 R-N7+ K-Ql 5 P-Q7
K-K2 6 R-N2! B-B5 7 R-Q2, and wins.

531. Holzhausen. White cannot wait
while Black's king advances and defends
his pawn, and therefore he must separate
the black rook from the pawn. But this is

no simple matter, since the hasty 1 B-B6?
failsto ... R-Q3and 2 ... R-R3, when
Black’s pawn is securely defended and
the approach of his king is decisive.

1 B-B7!KXP (I ... R-Q2? 2 B-B4+,
and the black pawnislost)2 B-K6! R-Q3
3 B-R3!(preventing the rook from moving

o0...KR3)3 ... R-Q7 4 B-N2 with a
draw, since Black’s king is too far away,
and the white king has plenty of time to
move out of the dangerous corner.

532. Korchnoi-Tal (32nd USSR Cham-
pionship). White’s problem is that his king
is hemmed in. Korchnoi succeeded in
extricating it with a beautiful manceuvre.

1 R-N5 B-N35 2 R-KS K-B7 3 R-KS8
B-K7 4 R-KB8+ B-B6 5 R-B7 K-K6
6 K-NI1 (one step) 6 ... B-K5 7 R-B8
B-Q6 8 R-QR8 B-B4 9 R-R5 B-N5
10 K-N2 B-B6+ 11 K-Bl B-K7+ 12
K-K1 (another step) 12 ... B-N5 13
R-R3+ (he now starts to force Black
back) 13 ... K-K5 14 K-B2 B-Q8
15 R-R5 B-N5 16 R-R8 K-B4 17 R-QN8
K-K5 18 R-KB81B-R619 K-K2 B-N5+
20 K-Q2 B-B421 R-B7 B-N522 R-B4+
K-K4 23 K-K3 B-K3 24 R-B8 B-R6
25 R-QR8 K-B4 26 R-R5+ K-N3
(26 ... K-N5 is answered by 27 K-B2/)
27 K-B4 P-RS5 (it does not matter now,
the pawn cannot survive for long in any
case) 28 R-R6+ K-N2 (if 28 ... K-R4,
then 29 P-N4+, winning the bishop)
29 PXP B-B8 30 R-QN6 B-K7 31 K-N5



B-Q8 32 R-N7+ K-NI 33 K-Ré6!
B-B6 34 R-N3 B-K5 35 R-N3+ K-B2
36 K-NS5 B-B7 37 K-B4 B-N3 38 R-N5
K-B3 39 P-R5 B-K5 40 P-R6 B-N3
41 R-N3 B-N842 R-N7B-N343 R-QR?7,
and Black resigned

//

533. Maizelis. (Theoretical ending.) The
only way that Black would win would be
by giving up the exchange for the white
pawn, in such a way as to prevent the
white king from getting back in time.

1 K-B4 K-K5 2 K-B3! R-Q6+ 3
K-B2! R-Q2 4 K-B3 K-Ké6 5 K-B2
K-K76 K-B3 R-Q6+ 7 K-B4! (7 K-B2?
failsto7 ... R-KN6!8 K-N2 K-O8 9 B-B4
R-N5 ]0 B-N5 R-0OBS; cf. the trap)
7 ... R-KN6 8 K-Q4 R-N5+ 9 K-B3!
R-KS5 10 B-B6 R-K3 11 B-N5, with a
draw,

A trap: 3 K-B4? R-KN6! 4 B-B6
R-N3 5 B-N5 R-QB3+ 6 K-N3 K-B6
7 K-N2 K-N6 § K-N3 R-BI 9 B-B6
R-B8 10 B-N5 R-KRS§ 11 K-B2 R«P
12 BXR+ KXxB, and Black wins, be-
cause he is able to occupy ... KN7 with
his king.

Thus Black would have won if he could
have cut off the white king bevond the
QB-file, but as we saw, White found u
satisfactory defence in diagonal oppo-
sition.

534. Salwe-Rubinstein (Prague, 1909).
The preceding example would suggest

The Advantage of the Exchange

that this position is definitely drawn,
since Black’s pressure on the white king is
in vain. Neither would anvthing come of
forcing the white king away, but in fact
the king is in a worse position near to his
pawn than far away from it!

1 ... R-KB6! (cutting off the white
king’s access to the centre) 2 B-R6
R-B2 3 B-N3 K-Q6 4 K-N3 K-K7
5 K-N2 R-B7+ 6 K-N3 R-B6+ 7 K-N2
R-QR6! (the rook is aiming for ... KN3)
8 B-K7(8B-B+ R-R59 B-N3 R-KN5—
10 K-R3 K-B6 11 K-R> R-N7+- 12 K-R3
R-N6-+ 13 K-R2 K-N3 14 B-B6 R-AB6
15 B-N5 R-B7-:- 16 K-NI K-N6, and
Black wins} ¥ ... R-R39B-QSR-KN3 -
10 K-R3 K-B6 11 B-B7 R-N\§ 12 B-R2
R-KBS§ 13 B-B7 R-KRS-~ 14 B-R2, and
as Maizelis has demonsirated. it no longer
matters that White's bishop can return to
N3 after 14 ... K-K3! 15 K-N2 R-QS!.
since after 16 B-N1 (/4 B-B7 R-Q.
17 B-N8 K-B4 1N K-Bs R-(Q6 - ]9 K-N2
KN-N3,0r 16 B-N2 K-B+4 17 K-B3 R-06-
IS K-N2 R-N5 19 B-K!7 R-QN6 20 B-B~
R-N7 2] K-Bl K-B6, :nd wins) 16 ...
K-B5 17 B-B3 K-N5 18 B-K7 R-K&¥!
19 B-N5 R-K7+ 20 K-N\1 K-No6 2]
K-BI R-KI! White loses his pawn and
also the game.

A trap for both plasers: In the actual
game Black allowed the king to escape
by playing 1 ... K-B4?. und after2 K-B2!
K-N5 3 K-K2 R-KB6 4 B-R6 K-N6
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5 B-N3 R-Bl 6 K-K3 R-Kl1+ 7 K-Q3
K-B6 § K-Q4 R-K3 9 K-Q3! R-Q3+
K-B3, White could have drawn by
the method demonstrated in the preceding
example. But White too was unacquainted
with all the subtleties of this ending, and
after 9 K-Q35? (instead of 9 KA-0Q3))
9 ... R-K3! 10 B-B6 K-B5 11 B-Q&
K-B4 12 B-N3 R-KN5 13 B-K7 R-N2
14 B-BS R-Q2~ 15 K-B6 R-Q5 16 B-K7
K-K3 17 K-B5 R-Q44- 18 K-B4 R-KB4

19 B-Qf K-Q2! 200 B-N6 (or 20 B-N5
R..B, and wins) 20 ... R-B3+ Black
won.

535. Barcza. (From an anal,ms of the
Donner-Barcza game, Havana, 1967.)
White cannot in the loag run save his
pawn, but he has to lose it in such a way
that the black pawn is forced to advance.

I K-KI! R-R8+ 2 K-K2 R-QBS8
3 K-Q2! R-KRS 4 K-K2 R-R7 5 K-Bl
P-B6 6 K-NI1! (White loses his bishop
after 6 PXP+7?)6 ... RxP+ 7 K-BI,
with a draw.

Variation: 2 ... R-R8 3 B-KI! R-R7
4 K-Bl P-B6 5 PxP+ KxP 6 K-NI
R-KN7+ 7 K-R1, with a draw.

A trap: 1 B-K1? R-RR 2 K-B2 R- B‘U
3B-N4 (or 3 K-BI P-B6 4 P-N3 Rx B~
and wins) 3 ... R-B7+ 4 K-Nt R- K7!
5 K-Bl R—N7 6 B-R5 K-N6 7 B-K1+
K-R7 8 B-B3 RXP 9 B-K5 K-N6!
10 BXP+ K-B6 11 B-K5 R-N4 12
B-B6 R-KB4 13 B-K7 R-B2 14 B-NS5
K-N5+, and Black wins.

536
[+

536. Moiseev-Botvimnik (20th USSR
Championship). White would have man-
aged a draw if he had been able to set up
the KN3-KR4 defensive position, keeping
his bishop on the long diagonal. But asit is,
Black plays the highly powerful move

. P-N4, fixing the white pawn at N2.

I ... K-B3 2 B-Q7 P-N4 3 PXP+
KxP 4 B-B8 P-R5+! 5 K-B3 R-QB8

B-Q7 R-B7 7 B-K6 R-B2! (Black's
tempo play is aimed at reaching ... KN6.
The immediate 7 ... R-B6+ would not
bring him any nearer to this goal, because
of 8§ K~-K4) 8 P-N4 (White is in zugzwang.
If the bishop leaves the QB8-KR3 di-
R-B6+,

agonal, Black wins by 8 ...
followed by 9 ... K~-N5 or 9 ... K-BS,
while if 8 B-R3,then8 ... R-B6+ 9 K-K4

R-KN6! 10 K-K5 R-K6+ followed by
Il ... K-BS) 8 ... R-B6+ 9 K-N2
P-R6+ 10K-R2 K-R5 11 P-N5 R-B7+,
and White resigned.

537. Korchnoi-Karpov (Final - Candi-
dates’ Match, Moscow, 1974). In spite of



the penetration of Black’s K-side by the
white king, his strong passed pawn and
centralized knight assure him of a draw.

] ... N-K4! 2 R-R3 K-B4 3 R-QB3
K-K5 4 R-Bl K-Q5 5 P-B4 N-Q6 6
R-Bl K-K5 7 P-B5! N-K4 (7 ... PXP
would, of course, be a serious error, in
view of 8 P-R5) 8 K-B6 N-N5+ 9 K-N5
(or 9 KX P PX P with an easy draw, since
the knight can stop the rook’s pawn)
9 ... N-K6 10 PxP PxP 11 R-BI
K-Q6 12 KXP N-N7!, and the players
agreed a draw, since Black can sacrifice
his knight for the white pawn, and easily
draw with his remaining pawn.

Variation: 2 R-QB3 K-B4 3 R-BI
K-K3 4 P-B4 N-B6 5§ RXP NXP 6
R-B6+ K-B4 7 R-B6+ K-N5 8 KXP
P-N4, with a draw (Botvinnik)

538

538. Havasi. The separated

knight,
from its king, can gallop to either side of
the board, but its stride is net long enough
10 save it.

1 R-N2 P-B4- 2

K-Q3! N-Kg+
(or2 ... N-R6 3 R-N3, and wins) 3 K-K3
P-B5+ 4 K-K4 P-B6 (4 ... KXP loses
to § R-K2!/) 5 R-QR2! N-N7 6 KxXP
N-R5+ 7 K-K4 N-N3 8 R-KN2 N-B1
(8 ... N-R5 9 R-N4) 9 R-N7+ KxP
10 K-B5 K-N3 11 R-KB7, and White
wins.

539. Boros. Even though the knight
is engaged all over the board, it still arrives
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in time to thwart the promotion of the
black pawn.

1 P-N7 R-B] 2 N-Q3 K-K3 (compara-
tively best) 3 N> P P-R6! (after 3 ...
R-KN! 4 NxP Rx P the knight would
comfortably trot back to its king) 4 NXR
K-B2 5 N-K7! (if 5 N-Q6+,then 5 ...
K-NJ, and wins) 5 ... KxP 6 N-B5+
K-B3 7N-K3 P-R78 N-B2, with a draw.

540

540. Troitsky. A pawn often compen-
sates for the lack of the exchange. and in
some cases may even outweigh it. Here
White's passed pawn is very far advanced
and, due to the black king’s bad position.
he can prevent the rook from holding up
the pawn. White is faced with a twofold
task: he has to keep the rook oft the Q-file.
and he must also cut off its appreach to
... QI along the buck rank.

1 B-N61 R-R6 (! ... R-R4? > B-B7--
\-N5 3 P-Q7 and wins, therefore the rook
aims to attack the queening square from
the back rank) 2 P-Q7 R-R1 3 B-KS!
(@ decisive blocking of the rank) 3 ...
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R-R8—- 4 K-K2 R-R7 -~ 3 K-K3! (the
rook must be denied the Q-file) &
R-R6+~ 6 K-K4 R-R5+ 7 K-K35, and
White wins, because the rook can do
nothir.g to prevent the pawn from queen-
inz.

A trap: 1 K-Q2? R-K5!(the rook now
has a free passage) 2 K-Q3 R-QNS5!
3 P-Q7 R-N14K-Q4R-Ql, withasimple
draw.

541. Kubbel. A violent fight precedes
the decisive closing of the rank, the hero
in this case being the bishop.

1 P-R7R-B4=~2K-K2R-K4+ (Z...
R-B1 3 B-B6~ K-B4 4 B-K7+, and wins)
3 K-Q2 R-K1 4 B-B2+ K-K45B-N3+
K-K3 6 B-N§, and White wins.

We know that two
connected pawns, if they have reached the
sixth rank, win against a rook. White must
therefore immediately free his blockaded
NP.

1 B-RS5 K-N6 (I ...
R-B1 3 P-N6, and wins) 2 P-R7 R-BI

542. Neustadtl.

PXB? 2 P-R7

3 BxXP K-BS5 4 B-K8! (opening the way
for the NP, and blocking the rook’s
accessto ... KR1) 4 ... RXB 5 P-N6,
and White wins.

A trap: 4 B-B7? KXP 5 B-N8 R-B6+
6 K-N4 R-KR6, with a draw.

543. Vancsura. The struggle starts with
a tactical surprise, which leaves no time
for the black king to take up an advan-
tageous position. The rest of the battle,
in which the bishop distinguishes itself,isa
beautiful and instructive example of inter-
ference.

1 P-K8=Q! RXQ 2 B-B8 R-K7+
3 K-R3 (3 K-NI? R-K3, with a draw)
3 ... R-K6+ 4 K-R4 R-K5+ 5 K-R5
R-K4+ 6 K-R6 R-K8! 7 B-BS5! (con-
trolling the square KNI1) 7 ... R-Kl
8 KX P (threatening 9 B-B8)8 ... R-QI!
9 B-K7! R-QBI1 10 B-B8 R-B2 11 B-Q6,
and White wins.

Variation: 5 ... R-K8 6 B-KT7!
R-KR8+ 7 B-R4 R-KN8 8 B-N5
R-KR8+ 9 K-N4 R-KN8+ 10 K-B5
R-KB8+ 11 B—B4+ etc.




544, Prokes. 1 KxP? does not win,
since after 1 ... RXP 2 B-Q7 R-NI
Black secures a draw. White must there-
fore drive the rook off the back rank.

1 K-K6! (in order to prevent the rook
from taking the pawn with check, and to
give room to the bishop) 1 ... RXP
(or! ... RXB 2 K-Q7, and wins) 2 B-Q7
(blocking the rank, and clearing the way
for the pawn) 2 ... R-N13 K-B7 R-KR1
4 K-N7 R-R1 5 BXP+,and White wins.

ss B 7, 7,
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545. Selemiev. The point underlying
White’s first move, which at the first glance
looks like a mistake, is revealed by his
second and third moves. Black must
reconcile himself to a draw by stalemate,
since a forceful attempt to win can come
to grief.

1 P-N7! R-R2 2 B-B7! RXB 3 K-R8!
P-R7 (not 3 ... K-K2? 4 P-N8=Q
R-Bl 5 P-B6+ K-KI 6 P-B7+ K-K2
7 K-N7!, and wins) 4 P~-N8=Q P-R8=Q
5 Q-N7+ ! R X Q stalemate.

546. Steinitz. Supported by a bishop,
two connected pawns win against a rook
if they reach the sixth rank. If the rook is
badly positioned, they may even win if
only on the fifth rank. But the situation is
different with RP and NP, where a win
is possible only if the attacking king
succeeds in taking up an advantageous
position. Here White achieves his aim
by attacking the black king.
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1 P-R7 4 (after I B-N5? the rook could
put up a successful defence on the KR-file)
1 ... K-N2 2 P-R8=Q+! (preparing a
decisive threat) 2 ... KXQ 3 K-B7!
(threatening mate, or, after 3 ... RXB,
the promotion of the pawn)3 ... R-KB8+
(the only move, but it does not help)
4 B-B6+ RXB+ 5 KXR K-N1 6 P-N7,
and White wins.

547. V. Platov and M. Platov, One of
the pawns is lost, but in return White
gains two tempi, quite sufficient to reach
a theoretically won position after a decoy
sacrifice.

1 K-N4 R-B4 2 P-B6 RXP 3 P-B7
R-R5+ 4K-N5R-R4+ SK-N6R-R3+
6 B-Q6!RxXB+ 7 K-N5R-Q4+ 8 K-N4
R-Q5+ 9 K-B3 R-Q8 10 K-B2 RQ5
11 P-B8=R! (/1 P-B8=0Q? R-QB5+
12 OXR stalemate) 11 ... R-QR3 12
K-~N3, and White wins.

548. Dehler. The pawns have reached
the sixth rank, but even a hopeless looking



178

Six Hundred Endings

5’5’
///%/7
.

L
“w w w s
e E
e

77

position may conceal a saving combina-
tion: 1 R-B2+ K-N6(N8) 2 R-B2 PXR
stalemate.

Variation: 1 ... K-R6 2 K-Q1 K-N6
3 R-B2B-N64 K-B1 B(P)xXR stalemate.

4//73/
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549. Korteling. Though White's king
seems hopelessly far away from the black
pawns, it can still reach the refuge at KN1.
The journey is made possible by an interest-
ing and instructive tempo-gaining ma-
NACUNTC,

1 R-Q8- (in order to enable the rook
to occupy the KN-file with check) I ...
K-N2 2 R-Q3 B-B3+ 3 K-N4 P-N7
4 R-KN3-- K-B3 5 K-B5! (gaining an-
other tempo, so that the RP still cannot
advance) 5 ... B-N2 6 K-Q4 P-R4
7 K-K3 P-R5 8 K-B2 PXR+ 9 K-NI,
with a draw, because releasing the stale-
mate involves the loss of both the pawns.

550. Réti. Two connected pawns and a
knight cannot win against a rook if the
defending king is in front of the pawns

and his rook behind them. But a passive
rook position can often lead to disaster.
Here the rook can easily capture one of the
pawns, but it cannot get at the other one
because the K:file and the K-side of the
cighth rank are shut off by the knight,
while the black king shuts off the Q-side.
The lack of room results in a zugzwang.

1P-Q4R XQP2P-K7R-Q3+ 3 K-N7!
R-Ql 4 K-B7, and wins.

Ist variation: 2 ... R-K5 3 N-K6
K-Q2 4 N-B5+, and wins.

2nd variation: 1 ... K-Ql 2 K-B7
K-Bl 3 P-K7 R-QI 4 P-Q5, and wins.

3rd variation: 1 ... K-B22P-Q5RxP
3 P-K7 R-Ql 4 N-Ké6+ etc.

551. Lazard., The previous position
showed an example of a knight closing a
rank. Even in the least expected situations,
line-closures can ensure the advance of
a pawn. In this position White’s king is
remote, yet his knight can still execute a
winning line-closure by sacrificing one of
the pawns.



I N-B4+ K-R3(the king makes for the
second rank) 2 N-K6! R-K1 (otherwise
3 N-Q8 wins) 3 P-N§=Q! RxQ 4 N-BS
R-N4! (a clever trick, since after 5
P-K8=0? R-K4+ 6 QX R Black would
be stalemated) 5 N-N6!, and White
wins.

§52. Tacu. White cannot allow the rook
to capture his QP, since then his other
pawn would also be lost. He therefore
sacrifices his knight, in order to draw the
rook away from the Q-file, thus gaining a
decisive tempo.

1 N-K1 RXN (otherwise 2 N-B2 wins)
2 P-Q5 R-Q8 3 P-Q6! K-N6 (or 3 ...
RX P4 K-B7, and wins) 4 K-B7 R-QB8+
5 K-N6 R-QN8+ 6 K-B6 R-QBS8+
7 K-QS5! R-QN8 8 P-Q7 K-B5 9 K-B4!
R-QB8+ 10 K-N3, and White wins.

553

ik

553. Bernhardt. The rook can give per-
petual check from the seventh rank,
therefore if White wants to promote his
pawn it has to be lured onto the fifth
rank.

I P-R7 R-QN7+ 2 K-B7 (2 K-R6?
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R-N4 draw) 2 ... R-QB7+ 3 K-Q7
(the rook must not be allowed onto the
backrank)3 ... R-Q7+ 4 K-K7 R-K7+
5 K-B7 R-KB7+ 6 K-N7 R-KN7+
7 N-N4! (this sacrifice is decisive, because
the fifth rank is bad for Black) 7 ...
RxN+ 8 K-B7 R-KBS5+ 9 K-K7
R-K5+ 10 K-Q7 R-Q5+ Il K-B7
R-QB5+4 12 K-N7, and White wins.

.

=
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554. Prokes. Three pawns for the
exchange is a considerable advantage, but
White’s king is very remote here, and
therefore swiftaction is called for. 1 B-B4?
would be wrong because after 1 ... KxP
2 B-K6 (threatening 3 P-Q8=Q and then
the interference 4 B-BS) 2 ... R-QI!
White’s plans are spoiled and the game
ends in a draw. White therefore has to
find a solution to the problem of where to
put his bishop.

1 P-Q8=Q! (opening the way for his
bishop and drawing the rook into a bad
position) 1 ... RXQ2B-Q7!(threatening
to close the rank with 3 B-BS) 2 .
R-QN1!3P-N8=Q+ RXQ4B-B8, and
White wins.

555. Fine-Keres (AVRO Tourmament,
1938). Black has to fight for victory on
the K-side, since his Q-side pawns :are
effectively blocked by the white king.
But these pawns still play an impertant
role, because they tie down the king, ani
the rook on its own is powerless. Black
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sacrifices in order to gain amother passed
pawn.

1 ... P-N5f 2 PXP P-B5 3 P-N5
(otherwise 3 ... K-N4 and 4 ... P-B6
wins easily) 3 ... B-Q5 4 R-Ql B-Ké!
5 KXP B-B8 6 R-Q6+ KXP 7 R-QN6
(the advance of the KBP wins after
7K-B2)7 ... P-B6 8 K-Q3 K-B59 R-N8
K-N6, and White resigned. A possible
continuation might have been: 10 R-N8+-
K-B7 11 K-B2 K-K7 12 R-K8+ K-B8
13 R-KB8 P-B7 14 R-B7 K-K7 15
R-K7+ K-B6 16 R-KB7+ B-BS5, and

wins. , i}

T
- An mew

556. Kubbel. It would be a grave error
to play for the capture of the KNP,
because after 1 R-N4? B-R7+ 2 K-Q5
P-N8=Q 3 RXQ BXR 4 KXP K-K3,
Black would have an easy win. The way
to avoid impending disaster lies in a stale-
mating combination.

1 R-B4+ K-KI! 2 RXP+ K-Ql 3
R-R4! BXP! (3 ... K-KI leads to a
repetition of moves, and the threat of
mate has to be parried) 4 R-N4! P-N8=Q

(5 RXB secures a draw if the pawn is

promoted to a rook) 5 R-N8+! QxR
stalemate.

557 ,

+ 7

557. Selezniev. Black’s rook can ncver
capture the passed KNP, since his king is
posted at the intersection of the worst
possible diagonals.

1 P-N7R-N8+ (after I ... R-NI(N6).
2 BX P+ wins) 2 K-K2 R-N8 3 K-B2
R-N3 4 P-R3 R-N4 5 B-Q2! RXNP
6 B-B3+, and White wins.

Ist variation: 2 ... R-N7+ 3 K-B3
R-N6+ 4 K-N4 R-N8 5 BXP+ K-B3
6 P-N8=Q R-N8+ 7 B-N3 etc.

2nd variation: 1 ... R-Q6+ 2 K-K2
R-Q1 3BXP— etc.

558. Kubbel. White develops his attack
in such a way that his knight is able to
control not only Q7, but also Q8. The
execution of this demanding task displays
an excellent example of cavalry virtuosity.

1 N-R6!K-Q6! (] ... R-QI? is met by
2 N-B7 RX P 3 N-K5+,butnow White has
to meet the threat of mate) 2 P-B3 K-K6
3 N-B5+ K-Q6 4 N-K7! K-K6! 5



N-Q5+ K-Q6 (if 5 ... K-Q5 then
6 N-B7! followed by 7 N-K6+ wins)
6 N-B7! R-Q1 7 N-K6!, and White wins.
A trap: 1 N-K7? K-B4! (after I .
R-QI? 2 N-B6! wins) 2 N-B3! R-R8+
3 K-K2 R-R7+, with a draw. Black gives
perpetual check or attacks the pawn from
the rear.

559

559. Selezniev. There is insufficient
space on the fifth rank for Black’s rook,
and the QN-file is too short, since the
vacant squares on them can be controlled
by the knight.

1 P-N6 K-K3 (there is no other de-
fence) 2 N-B6! R-KB5 3 N-Q8+ K-B3
4P-N7 KXP 5 N-K6+, and White wins.

Variation: 2 R-KR5 3 P-N7
K-B2 4 N-K7! KXP 5 N-B5+ K-B3
6 NXR K-N4 7 K-N2 KxXN 8 K-B2
K-N4 9 K-Q2 K-B5 10 K-K2, and wins.

560. Herbstman. With no pawns on the
board, a rook and minor piece can win
against two minor pieces only if the latter
are badly placed, and attacking them
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results in material gain. White attacks and
wins a piece here, because Black’s bishop
has no good retreat squares.

1 R-K8+ (forcing the black king onto
an unfavourable square) 1 K-N2

2 R-K3 B-N5 3 R-N3 N-B3 (after 3 .
N-K4, 4 N-B4! would attack the defending
piece) 4 N-K4! NXN 5RXB+,and wins.

3y
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561. Havel. The winning line leading to
the capture of a bishop consists of a fine
sequence of carefully worked-out moves.
The ease of the technical solution, and the
way the rook chases the black bishops into
the worst possible positions lends con-
siderable theoretical value to this ending.

1 B-B2! B-K3 (... KNI has to be
defended) 2 R-N6 B-Q4 3 R-N5 B-B5
4 R-N4 B-N6 5 R-N3 B-R7 (this bishop
has escaped further pursuit, but as a
consequence it cannot move. Now the
other bishop comes under fire) 6 R-KB3
B-K2 (... QR6 has to be defended)
7 R-K3 B-Q3 8 R-Q3 B-N5 (8§ ...
B-K2 9 R—Q7, and wins) 9 R-Q4! B-B4
(Black is lost whatever he plays) 10
R-Q8+, and White wins.

Ist variation: 4 ... B-K3 5§ R-X4
B-Q2 6 R—Q4, and wins.

2nd variation (alternative win): 4 ...
B-N6 5 R-N3 B-BS 6 R-QB3! B-QR3
(6 ... B-K3 is answered by 7 R-K3, asiin
the 1st variation) 7 R-B6 B-N2 8 R-K#&!
and, in view of the threat of R-K84-,
White again captures one of the bladk
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bishops. (This variation was published by
grandmaster Adorjdn in the June 1974
issue of Magyar Sakkélet.)

562. Fritz. White captures the black
bishop after a short preliminary skirmish,
but does not enjoy a material advantage
for long, because Black’s counter-play
soon restores the material balance. But
White renews his attack and forces the
black knight to occupy a fatal square.

1 K-Bl! N-B62 R-QB2N-N43RXB
N-QS! 4 R-B4! NxXB+ 5 K-B2 N-R4
6 R-B5 N-N2 7 R-B8 mate. A pretty
finish, but the true value of this ending
lies in the neat first move,

563. Liburkin. The material on the
board appears to be insufficient for a win,
since White cannot prevent the exchange
of the last remaining pawns. But the
beauty of this ending lies in the fact that
White forces the issue by dint of this
scemingly unfavourable exchange. Black
puts up an artistic defence, but the simpli-
fication resulting after the close skirmish-

ing still gives White a won position.
1 R-B7+ K-NI1 (1 ... K-RI? 2 K-Q4,
and the advance of White’s king is deci-
sive) 2 R-N7+ K-Rl 3 B-K8 NXxP!
4 RXP N-NS5! (or 4 ... K-R2? 5 R-NI
K-R3 6 R-QRI, and wins; but now the
capture of either black piece leads to a
draw) 5 B-B7! B-K1 (the previous posi-
tion, but in a different form) 6 KXN
BXxB 7 R-KR6! (threatening 8§ R-R8+,
and then the capture of the bishop)
7 ... B-Q4 (there is no other square
available) 8 K-B5 (this now threatens
mate, because the black king is in the
wrong corner) 8 ... B-N2 9 K-N6, and

White wins.
564

X
&7
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564. Prokes. A pair of bishops frequently
compensates for the Jack of the exchange.
Bishops supporting passed pawns are
particularly strong. In view of the threat
of ... B-K3, White has to fight for a
draw, and only by virtue of his pawn can
he manage it.

1 P-B7 B-K3 2 R-Q6+ (this sacrifice
not only diverts the bishop from a good
position, but puts it into a positively bad
one) 2 ... BXR 3 P-B8=Q+ BXQ
4 NXP+ K-R3 5 NxB, with a draw.

A trap: 1 N-N7? P-B6 2 NXB P-B7
3 N-Q3 B-B5> 4 KxP BN, and Black
wins.

565. Filip-Gligoric (Moscow, 1967). It is
generally easier to cope when the exchange
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down, if there is only one rook on the
board. Here Black’s rooks are very active,
and he wins for the very reason that he
avoids exchanging a pair of rooks.

1 ... P-B5! 2 K-B3 PXP 3 PxP
R-Q3 (we already know that, after the
exchange of rooks, Black is unable to win
because the bishop, moving on the long
diagonal, controls the invasion squares)
4 B-K4 R-KB3+ 5 K-K3 R-QN7
6 R-R7+ K~R3 7R-Q7 R-N6+ 8 R-Q3
R-N8! 9 R-Q2 R(8)-KB8 10 R-QB2
R-K3 11 R-B4 P-N4! (this break-through
would also fail without the second rook)
12 K-K2 R-B1 13PXP+ KXP 14K-Q3
R-Ql1+ 15 K-B2 R-KB3 16 R-B7
R-B7+ 17 K-B3 R-K7 18 R-KN7+
K-B3 19 R-N6+ K-B2 20 B-N1 R-K6+
21 K-B4 R-K8 22 B-B5 R-QB8+, and
White resigned, because he can escape
from the mating net only by giving up
material.

II. ROOK AND MINOR PIECE V.

ROOK
s66 |\ X 7
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566. Centurini. (Theoretical ending.)
A rook and knight can force a win against
a rook only in favourable corner positions.
Of course, attempts to win can also be
made in other positions, since the correct
defence is not always easy to find. White’s
pieces are well placed here, and the black
king is stuck in the corner, so that a win-
ning continuation can be found.

1 R-QB7 K-N] 2 K-N6 R-K1 3 R-B6
R-R1 4 N-N5 K-R1 (4 ... K-BI?
5 R-K6!/, and wins) 5 N-R7! R-KN1+
6 K-R6 R-R1 (6 ... R-N8? 7 N-N5!,
and wins) 7 N-B6 R-KBt 8 K-N6 R-R1
9 R-B7, and White wins.

With Black to move: 1 R-R3
2 R-K7! (a tempo-gaining move) 2 ...
R-R1 3 K-N6 R-QB1 4 R-Q7 R-KNI1+
5 K-R6 R-N5 (if 5 ... R-RI, 6 N-B4
wins) 6 N-N5, and wins.

_

"

567. Salvioli. (Theoretical ending.)
Black’s rook is badly placed, because it
cannot harass the white king, and is also
unable to pin the knight effectively.

1 N-K6 R-N12R-Q!!{a waiting move,
which forces the black rook onto a bad
square) 2 ... R-Bl 3 N-N7+ K-Bl
4 R-KNI! R-B3+ 5 N-K6+ KXKi
6 R-N8+ K-Q2 7 R-QQ8 mate.

Variation: 4 ... K-N15N-K6+ K-R2
6 K-B7 K-R3 7 R-KR1 mate.

568. Salvioli. (Theoretical ending.) The
position is the same as the previous one,



184 Six Hundred Endings

cxcept that the pieces have been shifted
one file to the left. Here there is no chance
of victory, because the black king cannot
be driven into the corner. At the critical
moment, when the kings face each other
on the same file, the rook pins the enemy
knight.

1 N-Q6 R-R1 2 R-B1 R-N1 3 N-B7+
K-KI1 4 R-B1 K-Bl! 5 N-Q6+ K-N2,
with a draw, because the black king has
enough room to escape.

Ist variation: 2 R-B6 R-N1 3 N-B7+
K-K1 4 R-R6 K-Bl 5 K-B6 K-KI!
6 N-K5 R-QI! (other moves lose) 7
R-K6+ K-R1 8 N-N6+ K-NI 9
N-K7+ K-R2 10 K-B7 R-Q8 11 R-K5
R-KBS+ 12 N-B5 R-B7(the first effective
pin) 13 K-B6 R-B8 14 R-R5 K-Nl!
15 R-R8+ K-R2 16 R-R3 K-N1 17
R-KN3+ K-Bl, with a draw. The pin is
again effective, because the kings and the
black rook are all on the same file.

2nd variation: 2 R-B6 R-N1 3 N-B7+
K-K1 4 R-B7 R-N3+ 5 N-Q6+
K-Bl 6 R-Q7 K-N1 7 K-B6 R-R3
8 K-N6 K-Bl 9 R-KB7+ K-NI 10
R-B6 R-R8 11 N-K4 R-KN8+ 12 N-N5
R-N7 (the third effective pin) 13 R-BI
R-N5 14 K-B6 R-N7 15 N-K6 R-N6
16 R-B2 R-N8! 17 N-B4 R-QRS8 18
R-QN2 R-R3+ 19 N-K6, with a draw,
because, with correct defence, Black is
always saved by a pin.

569. Szén. (Theoretical ending.) The
defending side has a much more difficult
task against a rook supported by a bishop.
Such positions provide scores of practical
winning opportunities, even though, ac-
cording to the present state of endgame
theory, the defending side should be able to
draw. When the defending side’s king is
caught on the first rank, sometimes the
result is a win, sometimes a draw. The
placing of the kings is very important:
the essence of the drawn position is that
the kings are in knight's opposition, with
the black king standing on a square of the
same colour as White’s bishop, and with
the rooks on the wider side of the board,
as seen from the kings’ position.

1 R-N8+ R-Bl 2 R-N7 R-B7 3
R-KR7 K-Bl, and Black defends suc-
cessfully. It should be borne in mind that,
in the event of knight’s opposition of the
kings the rook can then effectively pin the
bishop only if it can move to at least
three squares. The defence is more difficult
if the kings oppose each other vertically,
although even then a draw is possible.

7.

7
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570. Cochrane. (Theoretical ending.)
The kings stand in opposition, but are
separated by two squares, and the bishop
is pinned. The only winning attempt,
1 K-K5 R-B8 2 B-N5 R-K8+ 3 K-B6
R-KB8+ 4 K-N6 R-KS8, leads to the
previous example, with the difference that
the pieces have moved two files to the
right. Black can put up an effective
defence.

571 |
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571. Philidor. (Theoretical endmg.) This
is the so-called Philidor winning position.
It is important to remember that it is a
win on all files, except when the kings are
on one of the knight’s files, or, if the kings
oppose cach other along a rank, on all
ranks cxcept the second and seventh.
The winning line is not easy to find; it is a
question of knowing the technique. The
heavy pressure on Black would be re-
lieved after the seemingly strong 1 B-B6?,
by 1 ... R-K2+ . White therefore has to
force Black’s rook off the second rank.

1 R-B8+ R-Ql 2 R-B7 R-Q7! 3
R-QN7 R-Q8 4 R-N7 R-KB8 5 B-N3
R-B6! (relatively best, but, as will be seen,
Black’s rook cannot deal with the mating
threats from the sixth rank) 6 B-Q6
R-K6+ 7 B-K5 R-KB6 8 R-K7+!
K-Bl (8 ... K-QI loses to 9 R-ON7,
because Black’s rook canmot move to

. QB6) 9 R-QB7 K-N1 10 R-KN7+
K-B1 11 R-N4 K-K1 (/I ... R-K6 is
answered by /2 R-KR4!, when Black’s
rook cannot move to ... KN6) 12 B-B4!
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K-Bl 13 B-Q6+ K-KI
R-B1 15 RXR mate.

Varjation: 4 ... K-Bl 5 R-KR7
R-KN8 6 R-QB7 K-N1 7 R-B§+ K-R2
8 R-KR8+, and White wins.

14 R-N8+

7
"y

572. Philidor. (Theoretical ending.) This
example illustrates how to force back the
king. But the mere fact that the king is
forced back does not guarantee a win,
since the weaker side can reacha theoret-
ically drawn position, even on the edge of
the board.

1 B-B4 R-K2 2 R-R6+ K-B2+ 3
K-B5 R-Q2 4 B-K5 R-N2 5 R-R6
R-N4! (if the rook has more than three
squares available, the pin is also effective
along the rank) 6 R-R7— K-Bl! (the
weaker side’s king opposes the enemy
king with two squares separating them)
7 R-Q7 K-K1! 8 R-QR7 K-B1 9 K-K6
R-N3+ 10 B-Q6+ K-NI (the kings are
now on the same diagonal) 11 R-Q7!,
R-N8! 12 K-B6 R-KBS+. and Black has
a satisfactory defence. The battle of rook
plus bishop against rook produces situa-
tions where even forcing back the defend-
ing side fails to bring results.

573. Flohr-Reshevsky (Semmering-
Baden, 1937). The correct defence against
being forced back was demonstrated in
practice by the American grandmaster.

1 ... K-QI! (the drawn position of
example 570; the kings are opposing
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cach other, but are separated by two
:quares) 2 R-R7 R-Q7 3 K-K5 K-Bl!!
(the defending king always moves in the
opposite direction to his opponent) 4 B-BX
R-Q2 5 B-K7 K-N2 6 K-K6 K-B3
~ R-R1 R-Q7 § R-QBl1+ K-N4 9 B-Q&
R-K7+ 10 K-Q7 R-K5 11 R-B5-—
X-R35 12 K-B6 K-N6 13 K-Q5 R-K1
:4 R-N5+ K-B7 15 B-B5 K-Q6 16
R-N3+ K-K717B-Q4R-Ql+ 18 K-K+
R-KI1+ 19 B-K5 K-K8!20 R-N2 R-K2.
znd a theoretically drawn position was
zgaii- reached.

574. Kubbel. White’s bishop advantage
is not decisive, since his king is remote from
the action. Yet the bishop is good enough
to produce zugzwang by taking advantage
o the limited mobility of Black’s king and
reok. .

1 B-B5! R-B1 (/ ... R-NI?is met by
2 R-R8+ K-B2 3 B-Q6+ and wins, while
I ... K-Bl 2 B-R7! P-R4 3 K-QI leads
to a zugzwang similar to that in the main
variation) 2 B-N64 K-K1 3 B-B7!

P-R4 (the rook is lost after any other
move) 4 K-Q1 P-R5 5 K-Bl P-R6 6
K-N1 P-R7+ 7 K-R1!, and Black is in
zugzwang. Of course, 7 KXP? would not
do, because after 7 ... R-R1+ the black
rook would leave the first rank.

=
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575. (Theoretical ending.) We know
that the bishop ending cannot be won if the
colour of the rook pawn’s promotion
square is different from that of the bishop.
But this is not the case if both sides also
have a rook. The weaker side cannot
force the exchange of rooks, and he
gradually becomes enmeshed in a mating
net.

1 B-K3 R-QNI1+ 2 R-QN7 R-KBI
(otherwise 3 R~R7+ followed by 4 B-B4+
wins) 3 R-QB7 R-QN1+ (3 ... R-B3+
4 K-N5 R-Bl 5 B-B5 leads to the main
variation) 4 K-B6 R-KB1 5 B-B5 R-KN1
6 B-Q6 R-Ql (or 6 ... R-RI 7 K-N6
R-QONI+ 8 R-ON7, and wins) 7 R-KR7
R-QBI+ 8 B-B7! (but not 8 K-N67?
R-B3+7) 8 ... R-KNI 9 R-Q7! (the
point of White’s manceuvres up to now
was to take possession of the Q-file)
9...K-R2(9... R-K110B-Q6 R-QBl1+
11 K-N5! R-KNI 12 K-N6, or 11 ...
R-QB8 12 R-Q8+, and wins) 10 K-N5
K-R1 (or 10 ... R-N4+ 11 B-K5+
K-RI 12 K-N6, and wins) 11 K-N6
R-QBI1 12 R-R7! R-KN1 13 B-Q6, and
White wins.

Ist variation: 8 ... K-R2 9 K-N5



R-KNI1 (9 ... K-RI 10 K-N6 R-K1 11
B-06 etc.) 10 B-Q6+ K-R1 11 K-N6,
and wins.

2nd variation: 5 ... R-B3+ 6 B-Q6
R-R3 7 R-B8+ K-R2 .8 R-Q8 R-N3
9 K-NS5, and White wins.

3rd vanation: 4 ... R-N8 5 B-N6
R-QB8-+ 6 B-B5 R-QN8 7 R-QN7!
R-QB8 (7 ... RQR8 8 K-B7,0r 7 .
R-KR8 8 R-QR7+ K-N1 9 R-Q7, and
wins) 8 R-R7+ K-N1 9 R-R7, and
White wins.

576.  Tapaszt6-Tipary (Hungarian
Championship, 1954). The material and
conditions for a win are the same as in the
preceding example, but the decision is
reached sooner because of White’s weaker
resistance.

1... R-KN22 K-R4 R-N7 3 R-KRI1
K-B4 4 K-R5 R-KB7 5 R-R3 R-B8
6 R-R4 B-N6! 7 R-R3 R-QRS8! (White
1s in zugzwang) 8 K X P K-NS!, and Black
wins.

111. TWO MINOR PIECES V. ROOK

If the opposing pawns are well balanced,
two minor pieces are generally stronger
than a rook. Sometimes the minor pieces
are superior to a rook even if the latter is
assisted by a pawn superiority. It does not
often happen that the rook is superior,
only when the minor pieces are badly
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positioned, or when they arc up against
really dangerous pawns. The first few
examples in this chapter deal with rook
superiority.

T

U

577. Havel. The minor pieces need
each other’s protection, and White exploits
this nicely here by constantly attacking the
defending piece. The team-work of the
pieces which is in evidence right up to the
decisive simplification lends particular
interest to this ending.

I R-N6 N-B2+ 2 K-K7 B-B5 3
R-QB6 N-K4 4 R-B5 N-N3- 5 K-B$§
B-Q6 6 R-Q5 N-B5 7 R-Q4 N-R4--
8§ K-N3B-K79 R-R4+ K-N7I10R N
B:<R 11 KB, and White wins.

Ist variation: 6 ... B-K3 7 R-Q4 B-B7
8 R-Q2 B-K5 9 R-K2 B-Q¢ 10 R-K3
B-B7 11 R-K1+-, and wins.

2nd variation: 3 ... B-N6 4 R-B2
B-Q4 5 R-B5 B-N6 6 R-BS K-N\7 7
R XN etc.

578. Em. Lasker-Capablanca (Lightning
game, 1913). Black’s material strength
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would be sufficient for a draw, were his

king not situated on the edge of the

board. As it is, he founders because of

cugowang. White sacrifices the exchange

and recoups it with interest.
I R RO

N+P N K-N2 2

R-R7-~) 2 K-BS (it would be good for
Black if White had to move now) 2 ...
N-B2 3 KM N K-RI1 4 K::P K-NI 3
K-B6 K-Bl 6 P-N6 K-N1 7 P-N7, and

g

White wins.

579

<+
7

=79. Zakhodyakm. A rook and two
passed pawns have the edge over two mi-
nor pic.es. Although here White cannot
save his rook’s pawn, he is able to activate
his king. Black’s knight has 1o flee after
th2 capture of the pawn, but it has only
one available square, and if it moves there
it causes a fatal blockage. ’

1 P-R6! N-N5+ 2 K-B4 NXP 3
K-N3! N-N1 (3 ... K-N2 4 R-07+)
4 R-KR2+ K-N2 5 R-R7+ K-Bl 6
R-KB7 mate.

%

580. Capablanca-Llhentlul (Moscow,
1936). A typical example of the superiority

of a rook and two connected passed pawns
over two minor pieces. Black’s only chance
is to block the pawns, but this fails on
account of the poor position of his bishop.

1l P-B6 N-N3 2 P-B7 B-B4 (thc only
move, otherwise Black has to give up
one of his pieces for the pawn) 3 R~-Q8
P-K4 4 R-QN8! N-Bl 5 P-N5 K-Q3
6 P-N6 N-K2 (the knight is forced to open
the eighth rank, in view of the threat of
7 P-N7) 7 R-KB8! B-B1 (forced, in view
of the threat of 8 P-N7) 8 RXP N-Q4
(by this move Black wins the passed pawns,
but also loses his own. 8 ... P-N3 would
have held outlonger, but the outcome of the
game would not have been in doubt after

9 R-B6+ and the entry of White’s king

into the battle) 9 RXP N X NP 10 R-R7
N-Q4 11 RXP+ KXP 12 P-K4 N-K2
13 P-B3 K-Q2 14 P-R4 K-K1 15 R-KB6!
(cutting off Black’s king and threatening
the advance of the king to QBS) 15 ...
N-N1 16 R-B6!, and Black resigned,
since after 17 R-BS5 he loses his last pawn. -

[y
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581. Liburkin. A stalemating combina-
tion saves the game for White: 1 K-B8
BXP 2 RXB P-Q7 3 RXP B-R3+
4 K-B7 P-Q8=Q 5 R-N8+ K-R2
6 R-N7+, with stalemate or perpetual
check.

Variation: 1 ... B-N5+ 2 RXxB
BXP 3 R-QR4+ B-R2 4 R-QN4 P-Q7
S RXP P-Q8=Q 6 R-N8+ BXR stale-
mate.



582. Kling and Horwitz. Against a rook,
a pair of bishops is stronger than two
knights or a bishop and knight. Even so,
it is not casy for Black to press home his
advantage here, because the advance of the
pawn requires careful preparation, in the
course of which Black has not only to
prevent the exchange of the rook for his
white-squared bishop, but also has to
force the rook off the second rank.

1... K-N62R-N2+ K-B6 3 R-QB2
K-K5 4 R-K2+ K-Q6 5 R-QN2 K-B6
6 R-K2 K-N6!, Black wins, because
White is in zugzwang.

Variation: 3 R-K2 B-K6+ 4 K-BI
B-QB5 5 K-K1 B-N§ 6 R-K7 P-R7
7 R-KR7 B-B7+ 8§ K-Q2 K-N7 9 K-B3
B-BS 10 R-KN7-- B-N6. and Black
wins,

75

2,

583. Prokes. One of White’s bishops is
bound to ke lost, but the other assists the
promotion of the pawn by means of inter-
ference.

1 B-B7 R:¥»B 2 B-Q8+ (White first
closes the back rank to the rook) 2 ...
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K-B2 3 P-N7 R-K& 4 K-R6! R-QRS§ =
5B-R5 R-QN86 B-N6 R-QR84- 7K-N3
R-QN8+~ 8 K-Bf R-OQBS: 9 K-Q4
R-Q8+ 10 K-B3 R-QBR+ 11 K-\2,
and White wins.

L,

§84. Prokes. Supported by bishop and
knight, or:lv a BP, QP or KP offer a ~.re
win against a rook. The danger of <talz-
mate is considerable in the case of RP
and NP. In this position ¢aly promotic:
of the pawn can ensure victory, but first
Black’s rook must be forced off the back
rank.

1 N-K3!' KB (/ ... R-NI loses 1o
2 B-B5 =ccause the rook and king are
badly placed) 2 P-N7 R-QI 3 N-Q7+
K-KI (it 3 ... K-NI 4 K-R7 wins) 4
K-K6 (Biack 1sin zugowangy 4 ... RN
IP-N8=Q+ et

Variatian: 2 R-KI 3 N-N¢-
K-N14XN K7 K-BI 5§ \-BS8 cte.

Gk
. 2

7. 7.
U U

585. Schwers. The moest dangerous
threat from Blick’s rook is directed not s
s against il

much agzinst @ hnight
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pawn. The manceuvre which thwarts this
cffort is both interesting and instructive,
1 N-B6! R-B3! 2 N-B3! (this second
sacrifice cannot be refused) 2 ... RN
3 P-N7 R-KXN6 4 N-K4+, and White
wins. Two knights and 4 pawn can win
against a rook only if the exchange of the
rook for the p'*wn can be preventcd

would

£86. Zakhodyakin. The rook
like to take White’s pawn, and thus salvage
a draw. White’s problem is how to save
and make use of his pawn.

1 P-K7 R-Bl 2 N-B4+ (a diverting
sacrifice)2 ... RXN+ 3 N-Q4!(a second
diverting sacnhce) 3... RXN+ 4 K-B3!

R-Q6+ 5 K-K2, and thte wins.

Ist variation: 3 ... R-Bl 4 N-B6+
K-N3 (Black cannot accept this sacrifice,
but now line-closure follows) 5 N-Q8 etc.

2nd variation: 2 ... K-R3 3 N-N4+
K-R2 4 N-B6+ K—R3 \I—QS RXN
(BS)+ 6 K-B3 R-B6+ 7 K R-B7+

8 K-Ql etc.

587. Troitsky. Black plans to capture
the NP, occupy ... KR8 with his king,
and then give up his rook for the knight.
White needs to be very much on the alert
if he is going to win.

1 N-B6+ K-K6! 2 P-R4! R><P 3
N-K7! (the rook has a choice of 14
squares, but not one of them is safe)
3 ... R-N6 4 N-B5+ K-B5 5 NXR
K XN 6 P-R5, and White wins.

Variation: 1 K-Q4 2 N-K7+
K-K4 3 P-R4 R-N6 4 K-R2 R-QB6
5 P-N7 etc.

A trap: 2 N-K7? K-B7! 3 P-R4
R-N8--, with a draw by perpetual check.

588 /’/@3//
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588. Richter. It is easy for White to
acquire a passed pawn, but the danger of
stalemate prevents him from promoting
to a queen.-With the minimum of mate-
rial, the solution demonstrates two types
of under-promotion.

1 N-Q6! R-B3 2 NxP+ K-R3 3
N-R5! KXN 4 P-N7+ R-N3+! 5
BxR+ K-R3! 6 P~-N8=N+!, and wins.
If White promotes to a queen or rook,
Black is stalemated, but promoting to a
bishop would not have won either, since
the colour of the RP’s promotion square
is wrong.

Variation: 2 ... KXRP 3 B-B7 K-N4
4 N-Q6+ RXN 5 P-N7 R-QlI! 6 BXR
K-R3 7 P-N8=R!, and White wins.



Rook and Bishop (or Knight) against Rook and Bishop (or Knight)
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589. Rinck. A knight fork brings victory,
but what makes it possible is the decoy
role played by the passed pawn.

1 N-Q5R-B5!2P-N7K-B23P-N8=
Q+! KXQ 4 P-N3!, and White wins,
since the rook is lost wherever it moves to.

Ist variation: 1 ... R-B4 2 P-N7
R-KN4 3 P-N8=Q+ RXQ 4 N-B6+
etc., and White wins.

2nd variation: 1 ... R-QR5 2 B-B5
P-B7 3 N-B6+ K-Ql 4 BXP K-K2
5 P-N7 etc.

V. ROOK AND BISHOP (OR KNIGHT)
AGAINST ROOK AND BISHOP (OR
KNIGHT)

.4

G

3

590. Troitsky. Black threatens
P-B7+, and 1 R-Ql would be unsatis-
factory as Black acquires an overwhelming
material advantage after 1 ... R-Ré6
2 K-B2 R-R8 3 R-KN1 (3 N-K3 NX P!
3 ... NXP. But White manages to restore
material equality by the following ma-
nceuvre.

191

1 R-N3+! (driving the black king onto
an unfavourable square) 1 ... K-Bl
2 RXP! (this sacrifice produces a radical
change in the position) 2 ... RXR
3 K XP R-B4 (the only free square for the
rook, and even this is no good) 4 N-K7+,
with a draw. White’s rook did the menial
work, while his knight did the real dam-
age.

Variation: 1 ... K-R2 2 RXN+
K-N2 3 R-R] R-R6 4 K-B2 R-R8 5
R-KNI K-B3 6 N-B4 K-B4 7 N-Q3+
K-B5 8 N-K1 K-B6 9 NxBP, with a
draw.

591

591. Kubbel. White threatens to win a
piece, creates zugzwang and then simplifies
into a winning position.

1 R-R4! (threatening 2 RXB+ and
32 B-KI) 1 ... R-QR6! 2 RXB+!
(2 RXR? BXR+ 3 KXB K-B6 draw)
2...KXR3B-KIl+ (3B-B5+?KXB4
KA R K-B5 draw) 3 ... K-R5 4 B-B3!
(Black isin zugzwang)4 ... RXB5KXR,
and White wins.
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592. Kling and Horwitz. By ingenious
sacrifices White forces the black king onto
the fatal back rank.

1 B-R3+ K-Q3 2 B-Q7! K«B 3
P-K8=Q+! K<Q 4 R}<B+, and White
wins.

Variation: 2 ... R-N7+ 3
K>B 4 P-K8§=Q+ KXQS5RXB

_

K-BI1!
+ ete
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593. Rinck. There is no chance of victory
if the pawns arc exchanged, and after
1 P-K7 the pawn is in danger.

However, this latter move is still the
solution, because the pawn can be pro-
moted bv the exploitation of tactical
possibilities.

1 P-K7! K-N5+! 2 K-N2 R-K3 3
R-K2! (decoying the black rook, in order
to set up an interference and later a pawn

fork) 3 ... RXR 4 B-K4! RxB 35
P-B3+, and wins.
A trap: 1 B-B5+7? K-R5 2 P-K7 (2

PxP K-N4+ 3 K-N2 R-Q3, with a
draw) 2 ... R-RI 3 B-N6 K-N4+ 4
K-N2 KXB 5 R-R6 K-B2, with a draw.

594

594. Lindner. When both sides have a
rook, the chances of realizing material
superiority increasc, even if the bishops
are of opposite colour. Promotion of the
passed pawn is secured by means of
attractive tactical manceuvres.

1 R-NI1 (forcing Black’s rook off the
QR-file, otherwise promotion is impos-
sible)l1...RXR (or I ... R-R7 2 P-R7
B-N7 3 RXB) 2 P-R7 R-N6+ 3 K-K2!
R-N7+ 4 K-Bl R-N8+ 5 B-Q1! R-N1
(5 ... RXB+? fails to 6 K-K2/) 6 P-B6!
(2 decisive line-opening) 6 ... PxP
7 B-N4+, and White wins.

Variation: 4 ... R-KB7+ 5 K-N1
R-KN7+ 6 K-R1 R-N8+4+ 7 K-R2
R-N7+ 8 KX P etc.

A trap: 3 K-B2? R-N7+ 4 K-B3?
R-NI 5 P-B6 B-N7+ 6 K-B2 R-R],
and Black wins.

sos /z/,

595. Geller-Stein (Interzonal, Stock-
holm, 1962). There is a world of difference
between the two bishops. White’s central-
ized bishop not only blocks the black
pawns, but also attacks the important
squares QN7 and KB7. White’s more
active rook and passed pawn also weigh
heavily in his favour.

1 P-N5! R-N1 (Black cannot capture
the QBP: I ... RXP 2 R-R8+ K-R2
3 P-N6 and 4 P-N7,or I ... BXP 2
P-N6 R-NI 3 P-N7 and 4 R-R8) 2 P-B4
B-N5 (Black cannot defend his second
rank, because of White’s control of QN7)
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3 R-R7 B-B4 (the loss of the pawn is
unavoidable) 4 RXP K-R2 5 B-K4+
K-NI 6 B-Q3 K-R2 7 K-K2! (Black
is powerless to prevent the centralization
of White’sking) 7 ... P-R48 K-Q3 K-R3
9 K-K4 P-N3 10 P-R4! R-KR1 11 P-B3
R-R2 12 RXR+ (the rook has done its
duty, and can be exchanged. The ending
is easily won with the pawn advantage,
despite the opposite<oloured bishops)
12 ... KXR 13 B-B7! (opening the way
for his king, and at the same time limiting
the mobility of the black king) 13 ...
K-N2 14 B-K8 B-B7 15 K-Q5 BXP
(I35 ... K-BI is also hopeless, because of
16 B/ P K-K2 17 BXP BXP 18 P-N6
K-Q1 19 K-B6 K-Bl 20 B-N4+ and
21 P-R5) 16 P-N6 B-B7 17 P-N7 B-R2
18 KXP B-NI+ 19 K-Q7 P-N4 20
B:<P P:<P 21 B-N4, and Black resigned,
since White can win either by advancing
his QBP or by capturing the bishop after
22 K-BS.

596
+-

596. Smyslov-Bouwmeester (Olympiad,
Leipzig, 1960). We have already seen that
a bishop with a passed pawn is substan-
tially more powerful than a knight. This
superiority is even more pronounced if
cach player also has a rook. Here, in spite
of the limited material, White succeeds
in giving mate.

1 R-R6! K-Bl 2 P-B6 N-K2 (mate in
two moves was threatened. Black would
gladly give up his knight for the passed

193

pawn, but acceptance of the sacrifice is not
forced) 3 R-R8+4! N-NI (after 3 ...
K-B2 4 R-R7+ K-K3 5 RX N+ —this
time it can bc accepted—5 ... RXR
6 PXR KXP 7 BXP K-Q3 8§ BxP
White wins, because the corner square is
of the right colour) 4 B-QS5, and Black
resigned.

597 g/

£97. Tarrasch-Réti (Vienna, 1922). Even
though White has no passed pawn, his
control of the seventh rank and the dark
squares gives him a positional advantage.
He can easily penetrate Black’s position,
and there is no effective defence against the
attack.

1 K-R2! (White avoids winning a pawn,
in fact he sacrifices one, but he does not
for one moment let up with his relentless
attack) 1 ... N-Q3 2 R-KN7+ K-RlI
3 R-Q7 N-N4 4 K-N3 NxBP 5 K-B4
N-N4 6 K-K5 R-K1 7 K-B6, and Black
resigned, since 7 ... K-N1 is met by
8 R-KN74 K-R1 9 R-QN7 N-Q3 10
R-Q7 N-N4 11 K-B7 R-KN1 12 R-Q8!
R XR 13 B-N7 mate.

598. Alekhine-Eawe {(London, 1922)
Here, on the other hand, the advantage
of a centralized knight over 2 bishop
blocked in behind its own pawns 5 ob-
vious. White’s more active rook and the
weakness of the black pawns are :ako
factors counting in White’s favour.

1 N-B3! (it is interesting that the strong
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koight searches for new hunting grounds,
while vacating its position for the king.
Black could now open a way for his bishop
at the cost of a pawn, bat it still would not
be able to move in view of the weakness
of his KNP. White’s victory is in any event
beyond doubt) 1 . R-K2 2 P-NS!
(completely immobilizing the black bish-
op) 2 ... PXP 3 PXP K-B3 4 K-Q3
R-Q2+ 5 K-K4 R-QB2 6 N-N5 R-K2
7 P-B3 K-Q2 8 R-N8 K-B3 9 R-QB8+
K-Q2 (after 9 ... K-N2 10 N-Q6+ K-R2
11 R-KN8! R—QZ 12 N-K8 the bishop is
lost) 10 R-B7+ K-Ql 11 R-B6! R-N2
I2 RXKP, and Black abandoned the
hopeless resistance.
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599. Petrosian-Botvinnik (World Cham-
pionship Match, 1963). Compared with
the previous position, Black’s rook is more
active here, but the white king has already
infiltrated Black’s lines. The concerted
play of White’s pieces, supported by their
king, decides the outcome. .

1 K-B7! R-R8 (I ... R-R4 is met by

2 P-N4 and '3 R-K6) 2 R-K6 B-QIl
(a poor square for.the bishop, but if
2 ... B:NS5, thei 3 N-B6+, while after
2. ... ‘B-B4, either.3 RXKP and 4
NX B+ or 3 N-B6+ is degisive) 3 R-Q6+
K-Bl 4 K-K8 B-B2 S R-QB6 RQ8
(5 ... RXP 6 N-B3, and wins)'6 N-N5!
R-Ql1+ 7 K-B7 R-Q2+ 8 K-N8!, and
Black resigned, since he not only loses:his
KRP, but also has no chance of effective
counter-play. After 8 ... K-N2 9 NXP
R-Q7 10 N-N5! the KBP cannot be taken
because of 11 N-K6 B-N1 12 N-Q8+
and 13 R-B8, and after any other move
White again plays 11 N-K4, and then
wins the KNP.

600

600. Fischer-Rubinetti (Buenos Aires,
1970). Both sides have pawn weaknesses,
but White eliminates his with a sacrifice.

1 P-B4! PXP (declining the sacrifice
is no better—I... R-R5 2 R-N8+ K-Q2
3PXPBXKP4P-04,and 4 ... RXP+
fails to 5 K-Q3) 2 P-Q4 (by his pawn
sacrifice White has acquired a protected
passed pawn, and has also put the bishop
in an uncomfortable position) 2 ... K-Ql
(the only defence against the threat of
3 P-K5) 3 N-R5! P-B4 4 P-K5 B-Bl
5 N-B6+ K-K1 (5 ... K-Bl1 6 R-B7
B-R3 7 P-K6, and wins) 6 RXBP, and
Black resigned, since after 6 ... PXP
7 P-K6 he has no satisfactory defence
against the threatened mate.
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