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KEY TO SYMBOLS

Equality or equal chances
White has a slight advantage
Black has a slight advantage
White is better

Black is better

White has a decisive advantage
Black has a decisive advantage
unclear

with compensation

with counterplay

with initiative

with an attack

with the idea

only move

novelty

a good move

an excellent move
a weak move

a blunder

an interesing move
a dubious move
check

mate






INTRODUCTION

The first book of the series “The modern endgame manual” is a combination
of king & pawn endgames and queen & pawn endgames. The pawn endgames
consist of 5 main chapters with a graduation to 35 different topics. The queen
endgames consist of 3 main chapters with a graduation to 15 different topics.

King and pawn endgames, compared with others, are relatively direct and can
often be calculated to the end, and that’s why the value of each move is much
higher than in other endgames with multiple pieces on the board.

Every single move can change the evaluation of the position and “perfect” play
is quite possible in most of them. In the majority of pawn endgames knowledge
plays the most important role and, of course, the ability to accurately calcu-
late long lines where both sides are aiming to promote their respective pawns.
Throughout the book you will find many theoretical positions, many practical
ones and also how the games developed in practical play.

Queen endgames are different because they revolve around a much smaller
number of theoretical positions and typical manoeuvres. Therefore the real
knowledge here is the ability to use — and evaluate correctly — the roles of
the most important elements, such as passed pawns, centralized queens and
king marches into the opponent’s camp.

The material inside this book is very useful for players at every level, from the
complete beginner up to GM standard! After a deep study of this book you
will be able to call yourself quite an expert, something you will hopefully prove
in your future games!






EDITORIAL PREFACE

In this series of fourteen endgame books, FIDE Senior Trainer Adrian Mikhal-
chishin, FIDE Senior Trainer Efstratios Grivas and IGM Csaba Balogh com-
bine their experience as trainers and as practical players to create something
very special.

The authors aim for very understandable explanaitions of every endgame po-
sitions in the book.

The specification:

¢ 1" book — Queen and pawn endgames.

+ 2" book — Minor piece endgames (Bishop and knight endgames).

¢ 3-5 — These books are going to focus on the most common endgames,
which are of course the rook endgames.

¢ 6-7 — These books will be a fight between different material constella-
tions.

+ 8" — This book will focus on the exchanges and simplifications.

+ And the last six books will be a collection of practical examples for self-
learning, with a lot of exercises covering all the different endgame topics.

The main concept of each book is to provide theoretical knowledge which can
be used in practical games. It means the focus of the books will be on positions
which are the most likely to occur and the practical playing of them.

That’s why you will see first the theoretical part, and then the practical exam-
ples of how games actually continued in a particular endgame.

Yes, you're right, you will be not able to find too many very complicated stud-
ies, stunning manouevres or rarely-appearing positions — and there is a sim-
ple reason why!

How often do we see positions, for example two knights vs pawn where one
knight is blocking the pawn and the other one tries to get the king to the cor-
ner before releasing the second knight for the mate — or constellations with
crazy material on the board? This might happen once in a lifetime. You could



spend hundreds of hours working on something that might bring you “only”
a single point more out of 100 games!

Our approach is quite different: let’s make more points in the other 99 games!
And who knows, we might also be lucky in the remaining one, but actually,
statistically, it would almost not matter.

In our modern chess world, with faster time-controls, we often have to play
complex endgames surviving on 30 second increments after each move, there-
fore the importance of theoretical knowledge is now greater than ever.

“The modern endgame manual” series makes an expert out of you in most of
the endgames which are going to appear in your long career as a chess player!



PAWN ENDGAMES

Pawn endgames are the closing part
of the game. Despite the fact that
there are no other pieces on the board
beside the kings and pawns, they can
be extremely complex and hard to
play. Usually pawn endgames arise
after several hours of play when we
are already exhausted and lacking
some energy to be in complete fo-
cus. Additionally, at this stage of the
game, most often we are already short
of time and of course all these things
together make our task even harder
to play this part of the game perfectly.

What can we do to improve our
skills? In general, pawn endgames
are about two things: Calculation and
knowing theoretical positions.

The importance of knowing as
many theoretical positions as possible
is irreplaceable. First of all, we save
a huge amount of time and energy,
because we don’t need to calculate
the outcome of some concrete posi-
tions if we know from memory that

it is winning or a draw. We can much
easier put the right evaluation at the
end of a long line that we have calcu-
lated if we know many positions. So,
throughout the book we will learn the
most important theoretical positions.
We would like to draw your attention
to the two most important elements
of pawn endgames, which are “passed
pawns” and “king activity”.

About the calculation part: We of-
ten recommend for students who
want to improve their calculation
and visualisation to practice on cal-
culating pawn endgames. There can
be many different problems. For ex-
ample, long and forced lines or short
lines but with many variations. Just
as in the middlegame, but here the
options are more limited. However
one mistake in calculation, missing
a tempo or a hidden idea, can be de-
cisive and might turn the game 360
degrees. Therefore calculation should
be as precise as possible.






CHAPTER 1

THEORETICAL POSITIONS
WITH 1VS 0 PAWN

1.1. OPPOSITION

Opposition is one of the most impor-
tant elements of the pawn endgames,
therefore it is very important to study
them in details and to learn and un-
derstand some basic theoretical po-
sitions.

There are several types of opposi-
tion:

+ Direct opposition, e.g.: Kings
on e4 and e6

+ Distant opposition, e.g.: Kings
on e2 and e6

¢ Diagonal opposition, e.g.
Kings on e4 and g6

+ Side (Horizontal) opposition,
e.g.: Kings on e4 and g4

As you can see, there is always an
odd number of squares between the
two kings.

Taking the opposition basically
means that we put our opponent into
zugzwang. His king will have to leave
its ideal position, which allows us to
gain some direct benefits. Opposition
and zugzwang are two highly impor-
tant topics in pawn endgames and we

will discuss them in detail through-
out the entire book.

-t

THEORETICAL POSITION
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N

It is very important to remember that
if the king of the side with the extra
pawn has reached the 6th rank then
all positions are winning regardless
of who takes the opposition. The only
exception is when the stronger side
has the h-pawn.
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1.2e6!

The standard winning method is to
squeeze the black king out from in
front of the pawn by using the meth-
od of opposition. An early advance
of the pawn would drop the win, as
Black could take the opposition. 1.e6?
LA8 2.e7+ Le8 3.Le6 with stalemate!

1...2d8
1...2Af8 2.82d7!+- is the same.

2.&f7! £d7 3.6+ 2d6 4.e7+-

2
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If the White king has reached the 6™
rank, taking the opposition does not
save the defending side because after

1...22f8

White cannot squeeze the king out
like we saw in the previous example,
but now

2.e6! e8 3.e7

Black is on move and there is no stale-
mate motif

3...%2d7 4.Lf7+-

o
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The win with the g-pawn is slightly
trickier, but if we know on the win-
ning plan, then it is also elementary.

1.%2he6!

White wins only if he goes with his
king to the h-file, otherwise Black can
continue resisting by using a stale-
mate idea. The natural 1.82f6 is less
accurate. A very funny/ strange story
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happened to me once in a blitz game.
I played against a 2650+ grandmas-
ter whose name I don’t want to men-
tion. We reached this position, which
I normally would resign as Black, but
I thought I'd wait some moves un-
til my opponent executed the win-
ning plan. We were both down to
10 seconds, however the increment
of 2 seconds per move should avoid
any difficulties of converting the ad-
vantage. 1..&hy (1...22f8 Taking the
opposition does not help when the
white king is on the 6™ rank, White
simply wins after 2.g6 g8 3.g7 Lhy
4.99f7+-) Shockingly my opponent
now played 2.g6+?? after which the
game is drawn... (White still wins af-
ter reproducing the winning position

by playing 2.€2f7! ©h8 3.82¢6! g8

4.2h6!+-) 2...52h8!
T,
/ @

o
| ¢//
//

2]

~

o)}

Ul

N

w

g h
And the game is drawn as Black
gets stalemated in each case. 3.g7+

(3.2f7=) 3...Lg8 4.82g6=

1...52h8

The same defensive idea that we saw
in the 1.6 &hy line is completely
useless now as after 1..f7 2.g6+ 18
3.%h7+- there is no stalemate.

2.g6 g8 3.g7 Lf7 4. 2hy+-

4
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The h-pawn is an exception in many
different endgames. The point is al-
ways the same, that the pawn end-
game is drawn, regardless of who
takes the opposition or of how far the
pawn is advanced. If the black king
has managed to enter into the cor-
ner, White cannot promote the pawn
as there is always stalemate when the
pawn reaches the 7 rank.

1.h6 &h8 2.h7y

Even if it was White’s move the game
is drawn.
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White can have as many h-pawn as
he wants — it does not affect the fi-
nal outcome if Black has reached the
corner with his king. It always ends
with the same stalemate which we
have seen before.

1.h6 &h8 2.hs5 Lg8 3.hy+ Lhs=

Conclusion: If the white king reach-
es the 6™ rank, all pawn endgames
are winning regardless of who takes
the opposition. The only exception is
when White has an h-pawn. With the
g-pawn, we must know that the king
has to the h-file, otherwise the stale-
mate idea might save Black.

THEORETICAL POSITION
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Another very important idea to re-
member, which is frequently seen in
many practical games and only ex-
isting in case of an h-pawn, is that
despite the black king not having
reached the corner, he still holds the
draw by squeezing the white one on
the h-file.

1.2h6 &f6 2.h7 &7 3.hs

Finally Black gets into zugzwang and
he must allow his opponent to leave
the h-file, but it still does not help.

3...5518

3...Bf6 is actually also draw as 4.22g8
(4.h6 Lf7= squeezes again to the h-
file.) 4...&g5= wins the pawn.

4.hé6
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4.%2g6 White could leave the h-file,
but it allows Black to occupy the cor-
ner 4...2g8=

4...2f7 5.2h8 A8 6.hy &f7
Another stalemate with the h-pawn,

this time with the white king squeezed
into the corner.

7
THEORETICAL POSITION
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The following theoretical positions
demonstrate the basic ideas that one
must know about opposition. It is re-
ally relevant to understand them be-
fore going to more complex examples.
In the current position, Black has just
played &e6, taking the opposition
and he holds the draw by keeping it
in the entire course of the game.

1.%2f4 &f6! Opposition!

2.e4

The only way to make progress, but
now the pawn occupies the king’s
place, which prevents White from
taking over the opposition after

2...2e6 3.5 Le7 4.Lf5 f7 5.6+
Fe7 6. @es

2]

~

)]

[S]

S

w

6...%e8!

Black must be ready to take the op-
position depending on which side
the white king tries to make progress
from. Of course not 6...282? allow-
ing White to oppose with 7.&f6! &e8
8.e7+- wins.

7.%f6

In case of 7.2d6 d8! 8.e7+ Les
9.Le6=

7...2218 8.e7+ Le8 9.Le6=

Stalemate!
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This is the logical follow-up to the
previous position. Black has just
played ...&e6, and occupied the op-
position. However, White is win-
ning now. The huge difference lies in
the placement of the e-pawn, which
stands now on e2, giving the op-
portunity to waste a crucial tempo,
which means that the opposition will
be taken by White!

1.e3!

Here we are! Black to move and he is
forced to move with his king.

1...22f6 2.2d5! ey 3.Les5!

Taking the opposition again! But
not the premature 3.e4? which al-
lows Black to oppose his king with
3...%&2d7= and we reach the theoretical
drawn position that we already know.

3...22d7 4.f6!
White has reached the 6" rank with
his king. We already know, that with
the e-pawn it is winning in any case.
4...5e8 5.Le6 f8 6.e4 e8 7.e5
&2f8 8.2d7 f7 9.e6++-

9
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We already know how direct oppo-
sition works in practice when there
is only one square between the two
kings. Now, let’s see some examples
for the distant opposition, when there
are 3 squares between the two kings.
The method and the point is exactly
the same as before. Both the defensive
and the attacking side should aim for
the opposition with the king. We al-
ready know the right move

1...2f8!
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Black must be able to take direct op-
position in case of any progressive at-
tempts by White. Obviously not 1...
&f7? as it allows White to take the
direct opposition with 2.&fs! ey

3.%es! Lf7 4.2d6+-

2.%es

On 2.%fs5 &f7! holds.

2...Le7! 3.52ds5 d7!

Holding the opposition and the draw.

4.5 ey 5.6 e8 6.2d6 Ld8 7.e7+
e 8.e6=

10
THEORETICAL POSITION
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The same example, just in a slightly
different version to the previous one
is the following. Black holds by taking
the distant opposition with his king.

\x

N w N (€, [e)) ~ o]
¥
\\

\

-

1...82d7!

But not 1...2d6? which is met by
2.82d4! 26 3.F2cq Lb6 4.89byg! Lc6
5.%a5+-

2.%c3
On 2.82d4 &d6!=

2...2c7 3.8bg &b6=with an easy draw.

1
THEORETICAL POSITION
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A very small difference compared to the
previous example is that we move the
b3 pawn back to b2. Does it make any
difference? Of course, it does. White
can waste the crucial tempo to win the
fight for the opposition. The distant op-
position does not save Black here

N w N Ul [e)) ~ [e]

-

1...2d7 2.%2c4 Ec6 3.2bg b6 4.b3!

and White wins the fight.
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4...2¢6 5.La5+-

12
THEORETICAL POSITION
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An unusual example, when White
has to fight against Black’s attempt
to have the opposition. He can only
do it by going around his pawn with

1.8ca!

After some natural move like 1.¢2d2
ey 2.82c3 Lds! White should play
&b4 now, but it is not possible, while
after any other moves the black king
gets in front of the pawn 3.%d3
(3.%b3 is already too late 3..%c6
4.Ra4 Lb6=) 3...8¢6 4.89c4 Lbe=

1...%%eq 2.Lb3 Hd5 3.Lag Lc6
4.%as! &by 5.5bs!4+-

and White has won the fight for the
opposition!

1.2. SQUARE
OF THE PAWNS

Another very important topic in
pawn endgames is the square of
a passed pawn.

In pawn endgames, each passed pawn
must be counted as a potential queen,
therefore it is very important to know
at which moment the king can catch
it and at which it is already promot-
ing. An easy rule to draw the square
of a passed pawn correctly is to count
the number of squares until promo-
tion and draw this number in the
lines, or files, to the side. For exam-
ple: an a5 pawn has 3 squares until the
promotion, therefore the king can be
3 files to the side to still catch it. The
square is between as-a8-d8-ds.

1
THEORETICAL POSITION
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In this case the square between the a2
pawn and the g2 king can be drawn
between the squares a2-a8-g8-ga.
Black’s king stands inside the square,
but of course in this particular exam-
ple he cannot catch the pawn, as it
can move directly to

1.a4!

Ifin the initial position the pawn was
on a3 and the king on f3. The square
would be on a3-a8-f8-f3, and there-
fore Black catches the pawn.

1...22f3 2.a5 Pe4 3.6 Lds 4.a7 Lc6
5.a8 Wt +4-

2
THEORETICAL POSITION
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The black king is now in the square
of the pawn, so it cannot be promot-
ed by simply pushing it. However the
white king can use his ‘shoulder’ to

avoid the Black king closing in on the
pawn. This is another very important
motif to keep in mind and we discuss
it in detail in the upcoming chapters.

1.%2d3!

But not 1.a4? after which Black is in
time with 1...&e4=

1...%0f4

Black wants to go @es, therefore
White block its way again with

2.82d 4!
and so on until the end of the board...

2...&f5 3.0ds5! f6 4.52d6! &fy
5.%2dy &f6

And now it is already too late to turn
back...

6.24 Les 7.a5 Lds 8.6+-

The king again uses his shoulder to
avoid c6.
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