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Pref ace by Yasser Seirawan

It is a great de light to write a pref ace for Dan iel Naroditsky’s work Mas ter ing Com -
plex End ings. In early Au gust 2012 Dan iel, some what shyly, asked if I’d con sider
writ ing a pref ace for a new book that was near ing com ple tion. I jumped at the op -
por tu nity and ea gerly started to de vour his text. Im me di ately, some thing stood out:
Dan iel had worked ex tremely hard on a sub ject that is dif fi cult to study and, even
more so, to rel ish. Quite clearly, Dan iel had thrown him self into a very dif fi cult
sub ject. To say the least. Let me step back for a mo ment to of fer an in sight into my
own evo lu tion as a chess player.

When I first be gan to play chess, as a com plete be gin ner, I lost game af ter game
af ter game. It must have been out of deep sym pa thy for my plight that a class player, 
Jeffrey Par sons, of fered me a pearl of wis dom: ‘Yasser, if you ever want to get good
at chess, you are go ing to have to learn the end game.’ No wiser chess words had
ever been spo ken to me. Jeffrey would then sit me down for nu mer ous ses sions and 
show me a large num ber of end game stud ies, some of which he had com posed him -
self, in fect ing me with his own pas sion ate in ter est in them. In no time, my game
was im prov ing by leaps and bounds. (Of course, the cynic might add that my game 
had no di rec tion to go ex cept up wards.)

End game knowl edge is sim ply es sen tial for be com ing a suc cess ful chess player.
What good does it do if you play a fine game, steer ing your way into a su pe rior
rook end ing two pawns to the good, if you are un able to win? End game tech nique
is an ab so lute re quire ment for the skilled player. How ever, know ing this truth and
ac tu ally do ing some thing about it are two en tirely dif fer ent things. Study ing
endgames is cer tainly dif fi cult even at the best of times. Here the ex pres sion, ‘no
pain, no gain’ co mes to mind. When we do come across a work that makes the hard 
task of ac quir ing end game knowl edge more agree able we should jump at the op -
por tu nity to ap ply our selves and study hard.

While read ing Mas ter ing Com plex End ings I was thrown back to mem o ries of my
own youth. I have an ab so lute con vic tion that to be come good we must an a lyze our 
own games as deeply as we dare and write our thoughts down. It was my own will ing -
ness to do pre cisely that which made me the player I am to day. But in my ca reer I
had some thing else go ing for me: I was lucky. At the time when I started tour na -
ment play, ad journ ments ex isted. I liked ad journ ments. Many of my ad journ ments
are quite mem o ra ble and had a marked pos i tive in flu ence on my ca reer. Ac ci den -
tally, a game might be stopped just at a mo ment of enor mous com plex ity. Forc ing
me to take an eve ning, a day or some times lon ger, to an a lyze a given po si tion at
great length to try to get to the truth of what was go ing on. I credit ad journ ments
with mak ing me an a lyze hard and ap pre ci ate the beau ti ful com plex ity of chess.
With out ques tion I was re warded for my ef forts.
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For ex am ple, I can still viv idly re call play ing in the 1979/80 Hastings tour na ment
and hav ing an ad journ ment of rook ver sus rook and bishop. My op po nent, Is rael
Zilber, held the su pe rior side. In truth, I had played a mis er a ble game and des per -
ately wanted to save the ad journ ment as re demp tion for my pre vi ous play. I spent
the en tire eve ning, and much of the early morn ing, learn ing this end ing thor -
oughly. Con fi dent that I was prop erly armed with the in tri cate knowl edge needed
for this tricky end game, I eas ily saved the ad journ ment. Fur ther more, through out
my ca reer, from that point on wards, I’d al ways achieve the max i mum re sult: win -
ning when the su pe rior side, draw ing with the in fe rior side. Ad journ ments could
be vex ing, an noy ing to the point of to tal an guish, yet re veal ing, en chant ing, en joy -
able, ex haust ing and, above all, re ward ing for my new-found knowl edge. Thanks to 
ad journ ments and hav ing to study com plex end ings, I be came a far better player.

An other ad journ ment mem ory that al ways brings a smile to my face is a game
that in volved a player from Co lum bia, Luis Hoyos Millan. It was at the Biel Chess Fes -
ti val in 1985. Luis was a mas ter player and had one of the most har row ing ly com plex 
ad journed po si tions that I can re mem ber. The grand masters Ljubomir Ljubojevic, Ulf 
Andersson and I were en chanted. Anal y sis car ried on and on for hours. Some how late 
at night we all ended up sit ting on a park bench in Biel un der neath a street lamp ar -
gu ing on a well-used pocket chess set which plan was best. (The light- and dark-
 square bor ders had be gun to fade, and it was n’t so easy keep ing sight of the cen tral
squares.) Luis was over whelmed by all the help ing hands. All our ef forts went for
naught, how ever, for the sim plest of rea sons: the next day, Luis over slept.

It would seem that Dan iel has taken a great deal of the above and gone much fur ther
in the jour ney of self-dis cov ery of com plex end ings than I ever did. In deed, while he
has stud ied and an no tated, for him self, his own games, he has also re al ized that much 
could be gained if he ap plied him self to study ing com plex end ings of other play ers as 
well. The re sult, this work, may be de scribed as a col lec tion of ad journed end game
po si tions fea tur ing some re cent games where ad journed play is no lon ger prac tised.

This book is there fore like a throw-back ex pe ri ence for me. Ad journed po si tions
can some times be com pared to a ‘photo’. When we see a fa mil iar old photo we can be
im me di ately trans ported back to an other time and space, when the photo was taken.
Ex pe ri enced play ers see a di a grammed po si tion and are sim i larly trans ported back to
when the game was played. Ad journ ments, like a photo, have a habit of evok ing mem -
o ries of a dis tant mo ment. Some times the mem ory is funny, with amus ing an ec dotes,
re call of the lines, and anal y sis which is joy ous at times but on oc ca sion pain ful. Al ways 
pro duc tive, al ways re ward ing for those who make the ef fort to study the ma te rial.

In this work I par tic u larly like the way Dan iel has done his best to guess at and ar tic -
u late the ‘thoughts’ of the play ers as they might be imag ined. This ver bal iza tion of how 
ideas and plans are con ceived by the play ers, to gether with the au thor’s hind sight and
fore sight, is ex tremely valu able, mak ing study of the sub ject-mat ter far more use ful and 
easy for the reader. For this we should be grate ful, and Dan iel can be proud.

Yasser Seirawan, Sep tem ber 2012

Mas ter  ing Com plex Endgames
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Chap ter 1

What Are Com plex End ings?
What ex actly is this book about? Are com plex end ings queenless po si tions where there 
are many pieces on the board, or are they endgames with many tac ti cal pos si bil i ties? 

In truth, com plex end ings are po si tions in which nei ther side can de pend en -
tirely on end game the ory and com mon themes in or der to find ideas.

 
Con sider the fol low ing ex am ple: 

._._.t._
_J_._._M
._._J_._
_._J_.r.
._._._._
i._S_J_.
.i._.i._
r._._K_.

._._.t._
_J_._._M
._._J_._
_._J_.r.
._._._._
i._S_J_.
.i._.i._
r._._K_.

�

1. Sandipan-Hertneck
Ger man Bundesliga 2002/03

The po si ti o n on the board looks rather mun -
dane – White will sim ply con sol i date his
pieces, and his ma te rial ad van tage cou pled
with the awk ward place ment of Black’s king
should tell. 
Yet a sea soned reader will no tice that there is
much more here than meets the eye – in fact,
it is even hard to pro vide a de fin i tive as sess -
ment of the po si ti o n. White is al ready faced
with a nag ging di lemma: whether to opt for
the ma te ri al is tic b2-b4, keep ing his ma te rial
ad van tage in tact, or to choose a more ac tive
move such as Õd1, giv ing up the b2-pawn
but ac ti vat ing the rook in re turn. Note the
two fun da men tally op po site ap proaches here:
whether to at tack, or to de fend. This vi tal

theme will be cov ered in great de tail later on,
but for now, let’s try to re con struct
Sandipan’s train of thought: 
‘Clearly, I can’t dil ly dally. Black has count -
less an noy ing moves at his dis posal, in -
clud ing ...Õc8 and ...®h6. I would love to
play b2-b4 and keep my ma te rial ad van -
tage, but what would I do af ter, say, ...®h6
fol lowed by ...e6-e5-e4 ? My pawn ma jor ity 
on the queen side will not go any where
with out the sup port of an other rook. Let’s
take a look at the other op tion – Õd1. If
...Àxb2, I’ll re ply Õd4, and there’s just no
way Black can con sol i date his pieces in
time to de fend his king. On the other hand,
I’ll be threat en ing Õh4# and on ...®h6, I
can at least play Õe5 or Õg3, when Black
will clearly be in se ri ous trou ble. Some -
thing like ...Õc8 af ter Õd1 is also harm less, 
as I can sim ply re ply Õg3, and Black’s
pieces are tan gled up. So, Õd1 it is!’
Note the logic here: just be cause an
end game is com plex does not mean
deep cal cu la tion is re quired. A player
who has a vast and eas ily ac ces si ble ar -
se nal of ideas will thrive in even the
thorn i est po si tions, while an in ex pe ri -
enced player will at tempt to solve ev -
ery thing by means of brute-force cal cu -
la tion – a method which of ten leads to
ca lam i tous con se quences. 
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One im por tant rule of thumb is never to cal cu late what you don’t need to. In the
heat of the bat tle, it is of ten quite tempt ing to look at catchy lines that are un likely
to oc cur in the game or arise from a line that you have al ready dis carded. When
faced with an im por tant de ci sion, you have to eval u ate the na ture of the po si tion
and de cide whether cal cu la tion is at all nec es sary. If yes, start cal cu lat ing im me di -
ately. Cre ate a list of can di date moves and ex am ine them sys tem at i cally. 

It is vi tal to re al ize that strong moves can not be made with out hard work – it
might seem that grand masters play ef fort lessly, but in fact they work like lions dur -
ing the game! At the end of the game, Hertneck prob a bly re laxed – once again,
con sid er ing his fa tigue and the fact that he had played the whole game on a very
high level, this is com pletely for giv able. And yet, the most im por tant and ba sic rule
for play ing all endgames that we take out of this game is never to re lax and work
hard at ev ery crit i cal junc ture.

All mis takes – whether it’s over-ag gres sive ness or blun ders, usu ally stem not
from a player’s in abil ity to un der stand or com pre hend ideas, but be cause of an in -
nate re luc tance to work hard at the board.

But if endgames are only about work ing hard and not about know ing ideas, what’s the
point of this book? 

This is an ex cel lent ques tion. I men tioned at the be gin ning of the chap ter that a
player with a vast ar se nal of ideas will be much more suc cess ful in the end game
than a player whose ar se nal is prac ti cally empty. It is quite true that an in ex pe ri -
enced player can pro duce a mas ter piece, but it is very im por tant to note that the
knowl edge of ideas will de crease the ne ces sity to cal cu late and start back from
the be gin ning at ev ery crit i cal mo ment. 

If you know, for ex am ple, that a cer tain po si tion is win ning, you will be able to
end your cal cu la tions in that po si tion, in stead of cal cu lat ing un til the end ev ery
time. This will not only save you time and en ergy, but also de crease the chance for a 
mis take! The lon ger one cal cu lates, the higher the chances for an er ror!

All of this may sound a bit vague – and
un der stand ably so. 
Hope fully, the fol low ing game will
clear things up. An at ten tive reader will 
pay at ten tion not only to the vari a -
tions, but also to the way in which the
white player bal ances the use of end -
game ideas with sharp, ac cu rate cal cu -
la tion.

T_.t._._
_M_.lL_.
J_J_J_J_
_JiJi._J
.i._Ji.i
r.i.b.i.
.iK_B_._
r._._._.

T_.t._._
_M_.lL_.
J_J_J_J_
_JiJi._J
.i._Ji.i
r.i.b.i.
.iK_B_._
r._._._.

�

2. Suetin-Gufeld
Tbilisi 1969

Mas ter  ing Com plex Endgames
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I first dis cov ered this gem in IM Mikhail 
Shereshevsky’s won der ful book End -
game Strat egy. How ever, in or der to re -
tain as much orig i nal ity as pos si ble, I’ve 
an a lyzed this game with out look ing at
his book! The temp ta tion when read ing 
ex cel lent end game man u als is to quote
all of the anal y sis and not ex am ine the
game your self.
The po si tion on the board looks
drawish. White is clearly the one who is
hold ing all the cards, but it is n’t even re -
motely clear how White will break
through. Of course, there is ab so lutely
no need to agree to a draw be fore all the
re sources have been ex hausted. At the
very least, White can try to break with
b3-c4 and see if Black pan ics. For now,
White im proves the po si tion of his king. 

1.Ãd4 Õh8 2.®d2 Õhd8 3.®e3
Õh8 4.Ãf1 Õhe8

T_._T_._
_M_.lL_.
J_J_J_J_
_JiJi._J
.i.bJi.i
r.i.k.i.
.i._._._
r._._B_.

T_._T_._
_M_.lL_.
J_J_J_J_
_JiJi._J
.i.bJi.i
r.i.k.i.
.i._._._
r._._B_.

So far, so good. But what now? White
has im proved his po si tion to the max i -
mum, but it still is not clear how to
make even the slight est prog ress. 
In my view, there is no such thing as a
drawn end game! Even if the po si ti o n is
ob jec tively drawn, you might have ex cel -
lent prac ti cal chances to win the game.
Re al iz ing this, Suetin de cides on a very
tricky and po ten tially re ward ing move. 

5.c4!

While this move should not have pre -
sented Black with many prob lems, its
prac ti cal value is very high. In fact,
White could have played 5.b3 first, but
this was al most cer tainly what Black
was ex pect ing. Black can sim ply re ply
5...Ãd8 and af ter 6.c4 Ãe7 White can -
not make any prog ress.

5...Ãf8?!

Im pre cise. Even in the most in noc u -
ous-look ing po si tions, one mi nus cule
in ac cu racy can be the dif fer ence be -
tween a draw and a loss. Gufeld was
prob a bly un der the im pres sion that ev -
ery thing draws here, but as Suetin dem -
on strates, this is far from the case.
In fact, both 5...dxc4 and 5...bxc4
seem to do the job. Af ter 5...bxc4 6.b3
cxb3 7.Ãxa6+ ®c7 8.Õxb3 Õeb8 I
can’t see a way for White to im prove
his po si tion. Note that 9.Ãc3, with the 
idea of 10.®d4, even loses af ter
9...Ãxc5+.
The other move, 5...dxc4, looks a bit
more du bi ous but once again I can not
find a way for White to make in roads
af ter 6.Ãg2 Õed8 7.Ãxe4 Ãe8. White
might try for g3-g4 at some point, but
Black should be able to de fend, since
White can not aban don the a-file com -
pletely on ac count of ...a6-a5.
So what should White do now? As we
have done in the pre vi ous game, let’s try 
to re con struct Suetin’s train of thought
here:
‘If I some how don’t open the a-file to my
 advantage, I might as well agree to a draw.
 After 6.cxb5 axb5, I ob vi ously can not trade
rooks be cause the en su ing end game will be
dead drawn. But how about 7.Ãxb5 ? 

Chap ter  1 – What  Are Com plex  End ings?
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._.r._._
_._._Mj.
._._.j._
_._._._R
.t._.iKi
_._._.i.
.t._._._
_._._._.

._.r._._
_._._Mj.
._._.j._
_._._._R
.t._.iKi
_._._.i.
.t._._._
_._._._.

�

11. Petrosian-Larsen
Biel Interzonal 1976

The fact that White is play ing for a win
is crys tal clear; how ever, since ma te rial
on the board is very lim ited, it’s ex -
tremely hard to ob tain win ning chances 
– Black’s king is very close to his pawns. 
The only win ning strat egy is to im me -
di ately switch to an at tack of the king,
since Black’s rooks can not do any thing
to help the mon arch find shel ter.

1.Õhh8! Õb7

Black de fends the im por tant 7th rank,
as White had un pleas ant ideas of f4-f5
and Õd7#.

2.Õhf8+ ®e7

._.r.r._
_T_.m.j.
._._.j._
_._._._.
._._.iKi
_._._.i.
.t._._._
_._._._.

._.r.r._
_T_.m.j.
._._.j._
_._._._.
._._.iKi
_._._.i.
.t._._._
_._._._.

The crit i cal po si tion has arisen. White
has ac ti vated his rooks and trapped
Black’s king, but it’s un clear how to

con tinue the on slaught. Since Black’s
king is now cut off from the pawns,
White has to grab the chance if he
wants to play for a win. Un for tu nately,
pen e trat ing with the king also has a
draw back – the king is the only piece
which is de fend ing White’s own
pawns, and mov ing it leaves the pawns
to tally un de fended. In such cases, it’s
hard to cal cu late ev ery sin gle vari a tion,
as Black has a lot of ways to at tack the
pawns.
There fore, White has to use his in tu -
ition – when play ers are in ex pe ri enced,
they rely less on in tu ition, as their ar se -
nal of ideas is much less de vel oped than 
those of ex pe ri enced play ers. Petrosian
ob vi ously had played and an a lyzed so
many games in his life that his in tu ition 
was prac ti cally per fect.
How ever, a com mon mis con cep tion
amongst chess play ers is that in tu ition
is syn on y mous with la zi ness. This is
not true – in tu ition is sim ply the feel
for ideas with out con crete cal cu la tion.
Petrosian sensed that Black’s king
would be in trou ble once White
reached g6 – of course he had cal cu -
lated vari a tions, but pic ture- per fect in -
tu ition had led him to search for mat -
ing ideas in the first place. Since Black’s
king is ex tremely weak, he was sure
that mov ing the king for ward is com -
pletely safe; Black can not con cen trate
on White’s pawns be cause of his ail ing
king.

3.®f5! Õ2b3

Rel a tively best. All of Black’s other op -
tions lead to quick fail ure: 
 A) 3...Õg2? lost im me di ately af ter
4.Õde8+ ®d7 5.Õe3 ®d6 6.®g6ê
and Black has no de fense against Õf7. 

Mas ter  ing Com plex Endgames
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 B) 3...Õd2? meets 4.®g6! Õxd8
5.Õf7+, when all Black can do is re sign.

4.g4 Õg3

Black al ready threat ens ...Õb5+ fol -
lowed by ...Õxg4, so White has to be
very care ful. Of course, Petrosian finds
the fast est way to vic tory. 

5.Õde8+

No tice that be fore mak ing ob vi ous
moves, Petrosian im proves his po si tion 
to the max i mum. Of course, as I said
be fore, this should n’t be done if your
op po nent has strong counterplay, but
here, White im proves his po si tion and
wors ens his op po nent’s si mul ta -
neously. 

5...®d6 6.g5 fxg5 7.hxg5 

._._Rr._
_T_._.j.
._.m._._
_._._Ki.
._._.i._
_._._.t.
._._._._
_._._._.

._._Rr._
_T_._.j.
._.m._._
_._._Ki.
._._.i._
_._._.t.
._._._._
_._._._.

7...Õb5+?!

This loses im me di ately, but Black had
no chances to save the game any way. Af -
ter the rel a tively best 7...Õa3, White
wins eas ily by means of 8.®g6, i.e.
8...Õf3 9.Õd8+ ®c5 10.Õf7 Õxf7
11.®xf7 Õxf4+ 12.®xg7 with a the o -
ret i cally won po si ti o n. 

8.®g6 1-0

Al though in tu ition was cer tainly re quired, White was never in any real dan ger to
lose; if things went wrong, he would al ways have a draw. It’s much harder to de cide 
on a risky con tin u a tion in a better po si tion when you burn all the bridges.

In or der to limit mis takes, I of fer the reader the fol low ing ques tions that he or
she should ask when de cid ing whether or not to go for a risky con tin u a tion:

 A) Is there any thing safer that I can choose that gives me real win ning chances?
 B) Does my op po nent have a wealth of at trac tive and dan ger ous-look ing op tions
af ter the con tin u a tion in ques tion? If the an swer is yes, then chances are he will
have an un pleas ant coun ter to your idea.
 C) If things go com pletely wrong, will I have any sav ing chances in the re sult ing
type of po si tion?

Of course, these ques tions aren’t en graved in stone, and even if you’re lean ing to -
wards ‘yes’ in ques tion B and ‘no’ in C, you should n’t to tally rule out the op tion. If
you do not have enough time to cal cu late to the end, it’s ob vi ously best to judge the 
op tions in tu itively and cal cu late at least some lines.

Ques tion A is prob a bly most im por tant; if the an swer is ‘yes’, then you prob a bly 
should choose the safe op tion un less you’re prac ti cally pos i tive that your risky op -
tion works.

Take a look at the fol low ing po si tion (next page): 
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._._T_.m
jR_._.j.
._._._.j
_._._T_.
._._J_._
i._._.i.
.i._._.i
_.r._.k.

._._T_.m
jR_._.j.
._._._.j
_._._T_.
._._J_._
i._._.i.
.i._._.i
_.r._.k.

�

12. I.Polgar-Minev
Asztalos Me mo rial, Baja 1971

At first sight it might seem that Black
has a men ac ing po si tion, since his
passed e-pawn looks very in tim i dat ing.
How ever, White is in fact in no dan ger
at all, and can ob tain a better end game
by means of 1.Õf1 Õxf1+ 2.®xf1 a5
3.®e2. Polgar (who’s not re lated to the
more fa mous Polgar sis ters, by the
way), be ing a strong player, ob vi ously
saw the tempt ing and safe con tin u a tion. 
How ever, he asked him self just how
dan ger ous the e-pawn re ally is. If it
moves to e2, White will sim ply block it
by means of Õe1. Oth er wise, it just is n’t 
that threat en ing.

How ever, be fore we take a look at
Polgar’s de ci sion, let us ask our selves the 
three im por tant ques tions I men tioned
above:

 A) Do I have a safer op tion that gives
me win ning chances? Yes – Õf1, and al -
though Black should hold with very
good play, White’s win ning chances are
quite real.
 B) Does my op po nent have a lot of
dan ger ous and at trac tive look ing
moves af ter the move in ques tion? The
an swer is harder to de ter mine – one

needs to look at the con crete vari a -
tions. Of course, the straight for ward
...e4-e3 is not haz ard ous. There fore,
Black has only one or two op tions –
...Õd5, con trol ling the d-file, and
...Õfe5, over pro tect ing the passed
pawn. Thus, the an swer to the ques tion 
is ‘no’. 
 C) If ev ery thing goes wrong, will I
have sav ing chances in the re sult ing
type of po si ti o n? Here, the an swer is
clearly ‘no’, as the re sult ing type of po -
si ti o n might mean Black pro mot ing his
pawn or White get ting un der a deadly
at tack.

Thus, we are an a lyz ing only the an swers
to two ques tions. The fact that White has 
a great al ter na tive makes it tempt ing to
go for the safe op tion, but the an swer to
ques tion B means that Õxa7 is much
eas ier to cal cu late.
Since we have n’t got ten a def i nite
con clu sion from the ques tions, it’s
im por tant to im me di ately switch to
cal cu la tion. White was prob a bly in
time trou ble here (33rd move), and
that would mean pick ing the safe
 option would have been prac ti cally
better. White, how ever, was prob a bly
afraid that the po si tion re sult ing af ter
Õf1 would have been too drawish,
and chose:

1.Õxa7!?

First of all, I would like to say that this
move is no worse than the safe con tin u -
a tion, and if two com put ers were play -
ing, I would have given it an ex cla ma -
tion mark. Be fore we move on, how -
ever, let’s take a look at the po si ti o n
aris ing af ter 1.Õf1 Õxf1+ 2.®xf1 a5
3.®e2
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Chap ter 5 

Queen + Mi nor Piece(s) vs Queen + Mi nor Piece(s)

We are again faced with a chal leng ing task. Just as in rook and mi nor piece
endgames, queen and mi nor piece endgames con tain many se crets, prin ci ples, and
ideas. I re ally feel that end game books do not de vote enough at ten tion to these
types of end ings. The main rea son is that they are sim ply very com plex! In an end -
game man ual, cov er ing these types of endgames will take up the en tire book. My
goal is not to cover ev ery thing, but to sim ply help the reader im prove his or her
play in such endgames.

Queen + Bishop vs. Queen + Bishop

Op po site-Col ored Bish ops 
In or der to suc cess fully un der stand these types of end ings, it is im por tant to note that 
Queen + OCB end ings (from now on re ferred to as QOCB end ings) have very lit tle
in com mon with Rook + OCB end ings (from now on re ferred to as ROCB end ings).
First of all, the queen and bishop tan dem can be used to pro duce in cred i ble at tacks in 
a mat ter of moves, so ac ti vat ing the king is a very dif fi cult task. The passed pawn can
still be dan ger ous, but the queen + bishop tan dem can fight the passer much more
suc cess fully than a rook and a bishop. I could have in cluded the fol low ing game in
the end of this sec tion, but in my opin ion, an a lyz ing it in the be gin ning will make it
much eas ier to com pre hend the ideas and prin ci ples that fol low. 

._._.d.m
_._Jl.jJ
._J_._._
i._.j._.
._Q_I_._
_.i._.i.
._._B_Ki
_._._._.

._._.d.m
_._Jl.jJ
._J_._._
i._.j._.
._Q_I_._
_.i._.i.
._._B_Ki
_._._._.

�

78. Smejkal-Karpov
Le nin grad Interzonal 1973

The po si ti o n is very dou ble-edged.
White has a far-ad vanced passed pawn

on a5, but it will not be able to move
fur ther than a6.
White’s main draw back is his weak king 
on g2. If Black can man age to place a
queen on f2, White will have to switch
his at ten tion to the de fense of his king.
If it were White’s move, how ever, he
would play 1.©d3 and on 1...Ãc5 re -
ply 2.©f3. There fore, Black has no time 
to waste: 

1...Ãc5!

Of course, Black will not be able to
achieve a win ning at tack af ter
2...©f2+, but at least White’s king will
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be pre car i ously placed and the passed
a-pawn will be re strained. 

2.Ãg4 ©f2+ 3.®h3 d6

The po si ti o n has be come even sharper.
Black has aban doned his own king, but
it is not clear how to make use of this
fac tor. Smejkal played the tempt ing:

4.Ãd7?!

This move does not dras ti cally change
the eval u a tion of the po si tion, but White 
had a very strong al ter na tive: 4.©e6!.

._._._.m
_._._.jJ
._JjQ_._
i.l.j._.
._._I_B_
_.i._.iK
._._.d.i
_._._._.

._._._.m
_._._.jJ
._JjQ_._
i.l.j._.
._._I_B_
_.i._.iK
._._.d.i
_._._._.

Anal y sis di a gram 

At first sight, Black seems to be los ing.
In fact, some com men ta tors pro claimed 
that Kar pov could have re signed had
White played 4.©e6. Of course, this is
not true. The only test ing re sponse is
4...g6, af ter which White’s best bet is to 
play 5.©e7! (Karolyi & Aplin), when
Black is at a ma jor cross roads (I will
quote Karolyi & Aplin’s out stand ing
anal y sis as well as some of my own):
 A) 5...h6 is too weak en ing. Af ter 6.Ãe6 
d5 7.©e8+ and 8.©xg6 Black is lost. 
 B) 5...Ãe3!? is very in ter est ing, but
loses to a study-like ref u ta tion. Let’s take 
a look at White’s re sponses: 
 B1) 6.©xd6? leads to a draw af ter
6...©f1+ 7.®h4 g5+ 8.®h5 ©f7+
9.®h6 ©g7+.

 B2) 6.a6 is no better: 6...©f1+
7.®h4 and now 7...h6! draws. For ex -
am ple, 8.©e8+ ®g7 9.©d7+ ®h8
10.©c8+ ®g7 and in or der to avoid
mate, White is forced to give per pet ual.
 B3) 6.Ãe2! is the only win ning re -
sponse. Black can not throw more oil
into the fire. Af ter 6...h5 7.Ãc4 ©f3
8.Ãe6! White seems to have par ried the 
counterplay. Karolyi gives an ex ten sive
anal y sis prov ing that White does in deed 
win.
 C) 5...©f1+! is in fact the only way to 
draw. Af ter 6.®h4 Ãe3 7.©xd6 Black
draws with 7...g5+ 8.®h5 ©f7+.
How ever, since Kar pov did not find
...©f1+ even in his anal y sis, it is doubt -
ful that he would have found it dur ing
the game!

4...g6 5.Ãxc6 ®g7

In two moves, Kar pov has dras ti cally
im proved the po si tion of his king. Now, 
in case of an as sault by Black on White’s 
king, White will not have the ad di tional 
op por tu nity of cre at ing counterplay
against Black’s king.

6.Ãb5 ©b2 7.a6 Ãg1 8.©e2

._._._._
_._._.mJ
I_.j._J_
_B_.j._.
._._I_._
_.i._.iK
.d._Q_.i
_._._.l.

._._._._
_._._.mJ
I_.j._J_
_B_.j._.
._._I_._
_.i._.iK
.d._Q_.i
_._._.l.

8...©xc3!

Kar pov makes the cor rect de ci sion and
keeps the queens on the board. The
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Chap ter 6

Con clu sion 
Con grat u la tions! We have of fi cially fin ished our study of deal ing with com plex
endgames. How ever, I can still feel the ques tion on the tip of your tongue: What do I
make of all this? In other words, how is it pos si ble to re tain and ac cess such a vast
range of ideas dur ing a game? 

Al though this ques tion can hardly be an swered in a sin gle sen tence, hard work
cer tainly has a lot to do with true end game mas tery and a sys tem atic study of end -
game ideas will no doubt bring you much closer to a com pre hen sive and deep un -
der stand ing of the end game. To con clude the book, I felt that it was of par a mount
im por tance to re it er ate the main themes that we have ob served through out the
book. In the heat of the bat tle, noth ing is as im por tant as feel ing con fi dent in one’s
abil i ties, and I feel that a sum mary of im por tant points will not be amiss. 

I de cided to choose five end game themes, and have tried my best to pro vide a
de tailed yet con cise sum mary of the na ture of these themes and their im pli ca tions
in a prac ti cal game. Each dis cus sion will be sup ple mented by an ad di tional game
that will hope fully elu ci date any am bi gu ities in the text.

Theme 1: Weak nesses
I hear you. I’m tired of hear ing this word too. And yet the abil ity to take ad van tage
of weak squares in the op po nent’s camp goes hand in hand with the abil ity to
seamlessly con vert a ma te rial or po si tional ad van tage in the end game. Re call, for
ex am ple, the game Savchenko-Kamsky which we ex am ined in Chap ter 5.
 

._._.m._
_J_.dJ_J
._.sJ_J_
_.qJ_._.
I_.i._._
_._.i._I
._._.iI_
_._._Bk.

._._.m._
_J_.dJ_J
._.sJ_J_
_.qJ_._.
I_.i._._
_._.i._I
._._.iI_
_._._Bk.

�

127. Savchenko-Kamsky
Pres i dent’s Cup, Baku 2010

White has a small edge due to the
 excellent place ment of his pieces
and...Black’s weak ness on b7! Al though
the pawn is safely pro tected for the
mo ment, it forces Black’s knight to re -
main on d6 and Black’s queen, in
turn, can not leave the knight! Par a -
dox i cally, a pawn which is n’t even be -
ing at tacked is the bane of Black’s ex -
is tence. 
In the game, Kamsky mas ter fully ma -
neu vered his pieces un til he had an op -
por tu nity to push the pawn one square
for ward (to b6). The pawn seems to be
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as weak (if not weaker) on b6 as it is on
b7, but a pawn on b6 ‘forces’ White’s
queen to re main on c6 to stop the ac ti -
va tion of Black’s pieces. In turn, Black is
given the op por tu nity to slowly work
around White’s queen and even tu ally

push it back. If you look at the game
once more, you will no tice that the bat -
tle re volves solely around this weak ness
– when Black is given a chance to push
White’s queen away, he ac ti vates his
pieces and wins the game! 

Flip ping through dif fer ent chap ters will re veal many more bat tles re volv ing around 
weak nesses in one or both op po nents’ camps. In a nut shell, weak nesses of ten
force you to re main ut terly pas sive. Al though pas sive de fense is n’t al ways bad, the 
re al iza tion that you will never have a chance for counterplay again can be quite de -
feat ing and in the ma jor ity of cases can lead to a grave er ror. The fol low ing game is
a model il lus tra tion (unsurprisingly, I found this po si tion in Sherevsky’s gem End -
game Strat egy, to which I re ferred back in the first chap ter!).

T_._._.t
_J_M_._J
J_.j.lJ_
_._Rj._.
._._I_I_
_Ii._._.
.i._.i._
_.b.k._R

T_._._.t
_J_M_._J
J_.j.lJ_
_._Rj._.
._._I_I_
_Ii._._.
.i._.i._
_.b.k._R

�

128. Fischer-Reshevsky
US Cham pi on ship, New York 1962/63

Af ter a very in ter est ing ope ning and
middlegame strug gle, the above po si -
tion was reached. Clearly, White’s po si -
ti o n is su pe rior. He has a rook in grained 
on d5, and mainly, Black’s d6-pawn is
very weak. In ad di tion, Black’s rook is
tied down to the de fense of the h7-
 pawn, while White’s h1-rook can ei ther 
stay on h1 or move to d1, attacking d6.
All of this sounds good, but how is
White to make any clear prog ress in this 
po si ti o n? Black will place a bishop on
e7, and will move his king to e6, thus
safe guard ing the d6-pawn. The

h7-pawn also can not be eas ily at tacked
– in the worst case sce nario, Black will
add a sec ond rook to the de fense of the
pawn.
Fischer un der stood that in or der to
make any prog ress in such a po si tion,
he will have to in duce a con ces sion in
Black’s po si tion. Black has two weak -
nesses here, but they can not be eas ily
ex ploited. There fore, White will have to 
open up a sec ond front on the queen -
side, thus forc ing Black to over ex tend
and even tu ally make a se ri ous com pro -
mise. Fischer starts out by ce ment ing
the weak ness on h7.

1.g5! Ãe7 2.®e2

White is in no hurry, and there fore im -
proves the po si ti o n of his pieces to the
full est ex tent be fore mak ing any com -
mit ments. 

2...Õaf8 3.Ãe3 Õc8 4.b4

Shereshevsky writes: ‘White’s pres sure
grows with ev ery move. He threat ens
both b4-b5, and also the sim ple
strength en ing of his po si ti o n by 5.®d3
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