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Preface
Endgames with just kings and pawns look simple but they are 

actually among the most complicated endgames to learn. Th is book 
contains 26 endgame positions in a unique format that gives you  not 
only the starting position, but also a critical position you should use 
as a target. Your workout consists of looking at the starting position 
and seeing if you can fi gure out how you can reach the indicated target 
position. Although this hint makes solving the problems easier, there 
is still plenty of work for you to do. Th e positions have been chosen for 
their instructional value, and oft en combined many diff erent themes. 
You’ll fi nd examples of the horse race, the opposition, zugzwang, 
stalemate and the importance of escorting the pawn with the king 
marching in front, among others.

When you start out in chess, king and pawn endings are not very 
important because usually there is a great material imbalance at the 
end of the game so one side is winning easily. However, as you advance 
through chess you’ll fi nd that these endgame positions play a great role 
in determining the outcome of the game. It is critically important that 
you understand when a single pawn advantage or positional advantage 
will lead to a win and when it will merely wind up drawn with best play. 
By carefully examining the material in this book you’ll fi nd signifi cant 
improvement in your ability to play King and pawn endgames, and that 
will lead to greater success at the chessboard.

I hope you fi nd these examples entertaining as well as instructive, 
and that your increased skill in the king and pawn endgames will help 
you gain rating points and prizes. At the very least, you should have 
fewer reasons to complain about the one that got away.
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Of Kings and Pawns

Introduction
Before moving on to the puzzles, let’s review some of the 

basic concepts of king and pawn endgames. More advanced 
players can skip this section and dive right into the problem-
solving, but it doesn’t hurt to review the material even if it is 
familiar to you.

The Race
cuuuuuuuuC
(wdwdwdwi}
cuuuuuuuuC
(wdwdwdwi}
cuuuuuuuuC

7dwdwdwdp}
(wdwdwdwi}
7dwdwdwdp}
(wdwdwdwi}

6wDwDwdwD}
7dwdwdwdp}
6wDwDwdwD}
7dwdwdwdp}

5DwDwDwDw}
6wDwDwdwD}
5DwDwDwDw}
6wDwDwdwD}

&wDwDwDwD}
5DwDwDwDw}
&wDwDwDwD}
5DwDwDwDw}

3DwdwDwDw}
&wDwDwDwD}
3DwdwDwDw}
&wDwDwDwD}

2Pdwdwdwd}
3DwdwDwDw}
2Pdwdwdwd}
3DwdwDwDw}

%Iwdwdwdw}
2Pdwdwdwd}
%Iwdwdwdw}
2Pdwdwdwd}

v,./9EFJMV
%Iwdwdwdw}
v,./9EFJMV
%Iwdwdwdw}

Th e major goal of any king and pawn endgame is to get a 
new queen by advancing a pawn to the 8th rank. Sometimes this 
just comes down to a footrace. Since all pawns travel at the same 
speed, the one that starts out furthest up the board wins. Oft en 
it comes down to a matter of whose turn it is. In the diagram 
above, the White pawn wins the race aft er 1.a4, promoting to a 
queen with check just before the Black pawn reaches h1.

Opposition
King and pawn endgames oft en come down to one 

simple concept—the opposition. Th is refers to the geometric 
relationship between the two kings. Th e kings act like sumo 
wrestlers, trying to get the enemy to move aside. Th e key 
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position, ignoring the possibility of other pieces, is the following:

cuuuuuuuuC
(wdwdwdwd}
cuuuuuuuuC
(wdwdwdwd}
cuuuuuuuuC

7dwdwdwdw}
(wdwdwdwd}
7dwdwdwdw}
(wdwdwdwd}

6wDwDkDwD}
7dwdwdwdw}
6wDwDkDwD}
7dwdwdwdw}

5DwDwDwDw}
6wDwDkDwD}
5DwDwDwDw}
6wDwDkDwD}

&wDwDKDwD}
5DwDwDwDw}
&wDwDKDwD}
5DwDwDwDw}

3DwDwDwDw}
&wDwDKDwD}
3DwDwDwDw}
&wDwDKDwD}

2wdwdwdwd}
3DwDwDwDw}
2wdwdwdwd}
3DwDwDwDw}

%dwdwdwdw}
2wdwdwdwd}
%dwdwdwdw}
2wdwdwdwd}

v,./9EFJMV
%dwdwdwdw}
v,./9EFJMV
%dwdwdwdw}

White’s goal is to make progress up the board. Th e mighty king 
will try to assist the promotion of the pawn by reaching the 7th or 8th

rank. Th e fi rst step is to cross the meridian to the fi ft h rank. Th is can 
be accomplished here because it is Black’s turn to move. White has the 
opposition, since any move by Black must give ground and allow the 
White king forward. If it were White to move, Black would have the 
opposition.

When the kings are close to each other, as in the diagram above, 
this is fairly obvious. Th e same rule holds when the kings are far apart, 
but only when there are an odd number of squares between them. It is 
important to keep in mind whether the number of squares separating 
the king is even or odd. If the Black king stood on e7 rather than e6, 
then Black would be able to control the opposition by playing 1...Ke6, 
forcing White to move.

Introduction
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cuuuuuuuuC
(wdwdwdwd}
cuuuuuuuuC
(wdwdwdwd}
cuuuuuuuuC

7dwdwiwdw}
(wdwdwdwd}
7dwdwiwdw}
(wdwdwdwd}

6wDwDwDwD}
7dwdwiwdw}
6wDwDwDwD}
7dwdwiwdw}

5DwDwDwDw}
6wDwDwDwD}
5DwDwDwDw}
6wDwDwDwD}

&wDwDwDwD}
5DwDwDwDw}
&wDwDwDwD}
5DwDwDwDw}

3DwDwIwDw}
&wDwDwDwD}
3DwDwIwDw}
&wDwDwDwD}

2wdwdwdwd}
3DwDwIwDw}
2wdwdwdwd}
3DwDwIwDw}

%dwdwdwdw}
2wdwdwdwd}
%dwdwdwdw}
2wdwdwdwd}

v,./9EFJMV
%dwdwdwdw}
v,./9EFJMV
%dwdwdwdw}

With White to move, Black has the opposition. If White plays 
1.Kd4, Black plays 1....Kd6. On 1.Ke4 there is 1...Ke5. !...Kf4 allows 1...
Kf6. In each case we get the simple opposition position, with White 
to move. White can move along the third rank, but the Black king 
will still make progress, for example 1.Kf3 Kd6 (but not 1...Kf6? 2.Kf4 
when White has the opposition!) 2.Ke4 Ke6!

Moving White’s king back another rank, the opposition magically 
returns to White! Th ere are now an even number of squares, four, 
between the two kings.

cuuuuuuuuC
(wdwdwdwd}
cuuuuuuuuC
(wdwdwdwd}
cuuuuuuuuC

7dwdwiwdw}
(wdwdwdwd}
7dwdwiwdw}
(wdwdwdwd}

6wDwDwDwD}
7dwdwiwdw}
6wDwDwDwD}
7dwdwiwdw}

5DwDwDwDw}
6wDwDwDwD}
5DwDwDwDw}
6wDwDwDwD}

&wDwDwDwD}
5DwDwDwDw}
&wDwDwDwD}
5DwDwDwDw}

3DwDwDwDw}
&wDwDwDwD}
3DwDwDwDw}
&wDwDwDwD}

2wdwdKdwd}
3DwDwDwDw}
2wdwdKdwd}
3DwDwDwDw}

%dwdwdwdw}
2wdwdKdwd}
%dwdwdwdw}
2wdwdKdwd}

v,./9EFJMV
%dwdwdwdw}
v,./9EFJMV
%dwdwdwdw}
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If it is White’s turn, then 1.Kd3 seizes the opposition. If Black plays 
1...Kd6, then 2.Kd4 reaches a simple opposition position. Th e same 
result follows 1...Ke6 2.Ke4.

Most endgame battles do not take place on a single fi le. Long 
distance and short distance belly bumping can take place anywhere. 
Th ere are many complex mathematical explanations, but here is a 
practical approach I adapt from Jeremy Silman, author of many fi ne 
instructional chess books.

Wherever the two kings are, draw an imaginary rectangle using the 
kings as the corners. Imagine a line drawn from c3 to c7 to g7 to g3. 
Th at would form a square. 

cuuuuuuuuC
(wdwdwdwd}
cuuuuuuuuC
(wdwdwdwd}
cuuuuuuuuC

7dwdwdwiw}
(wdwdwdwd}
7dwdwdwiw}
(wdwdwdwd}

6wDwDwDwD}
7dwdwdwiw}
6wDwDwDwD}
7dwdwdwiw}

5DwDwDwDw}
6wDwDwDwD}
5DwDwDwDw}
6wDwDwDwD}

&wDwDwDwD}
5DwDwDwDw}
&wDwDwDwD}
5DwDwDwDw}

3DwIwDwDw}
&wDwDwDwD}
3DwIwDwDw}
&wDwDwDwD}

2wdwdwdwd}
3DwIwDwDw}
2wdwdwdwd}
3DwIwDwDw}

%dwdwdwdw}
2wdwdwdwd}
%dwdwdwdw}
2wdwdwdwd}

v,./9EFJMV
%dwdwdwdw}
v,./9EFJMV
%dwdwdwdw}

When the shape is a square, whoever is not on the move has the 
opposition. If White is to move in the diagram above, then Black has 
the opposition, and vice versa.

Th ere is even a more general rule: if the four corners of the rectangle 
are of the same color, then the side that is not on the move has the 
opposition. Since c3, c7, g7 and g3 are all dark squares, the rule holds. 
Th e same would be true for a position with kings at c2 (or e2), and c6, 
e2 (or e6). Try to picture that without a chess board. Are all the corner 
squares of the same color? If so, then whichever corners you put the 
kings on, if it is White to move, Black has the opposition.

Introduction

7dwdwdwiw}
6wDwDwDwD}
7dwdwdwiw}
6wDwDwDwD}
7dwdwdwiw}

5DwDwDwDw}
6wDwDwDwD}
5DwDwDwDw}
6wDwDwDwD}

&wDwDwDwD}
5DwDwDwDw}
&wDwDwDwD}
5DwDwDwDw}

3DwIwDwDw}
&wDwDwDwD}
3DwIwDwDw}
&wDwDwDwD}

2wdwdwdwd}
3DwIwDwDw}
2wdwdwdwd}
3DwIwDwDw}

7dwdwdwiw}
6wDwDwDwD}
7dwdwdwiw}
6wDwDwDwD}
7dwdwdwiw}

5DwDwDwDw}
6wDwDwDwD}
5DwDwDwDw}
6wDwDwDwD}

&wDwDwDwD}
5DwDwDwDw}
&wDwDwDwD}
5DwDwDwDw}

3DwIwDwDw}
&wDwDwDwD}
3DwIwDwDw}
&wDwDwDwD}

7dwdwdwiw}
6wDwDwDwD}
7dwdwdwiw}
6wDwDwDwD}
7dwdwdwiw}

5DwDwDwDw}
6wDwDwDwD}
5DwDwDwDw}
6wDwDwDwD}

&wDwDwDwD}
5DwDwDwDw}
&wDwDwDwD}
5DwDwDwDw}

3DwIwDwDw}
&wDwDwDwD}
3DwIwDwDw}
&wDwDwDwD}

7dwdwdwiw}
6wDwDwDwD}
7dwdwdwiw}
6wDwDwDwD}
7dwdwdwiw}

5DwDwDwDw}
6wDwDwDwD}
5DwDwDwDw}
6wDwDwDwD}

&wDwDwDwD}
5DwDwDwDw}
&wDwDwDwD}
5DwDwDwDw}

3DwIwDwDw}
&wDwDwDwD}
3DwIwDwDw}
&wDwDwDwD}
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Of Kings and Pawns
Th is rule is very important, especially when we get to king and 

pawn endgames. Let’s look at one fi nal example:

cuuuuuuuuC 
{wDwdwDwi} 
cuuuuuuuuC 
{wDwdwDwi} 
cuuuuuuuuC 

{DwDwDwdw} 
{wDwdwDwi} 
{DwDwDwdw} 
{wDwdwDwi} 

{wDwDwDwD} 
{DwDwDwdw} 
{wDwDwDwD} 
{DwDwDwdw} 

{DwdwdwDw} 
{wDwDwDwD} 
{DwdwdwDw} 
{wDwDwDwD} 

{wDwDwDwD} 
{DwdwdwDw} 
{wDwDwDwD} 
{DwdwdwDw} 

{DwDwIwDw} 
{wDwDwDwD} 
{DwDwIwDw} 
{wDwDwDwD} 

{wdwDwDwd} 
{DwDwIwDw} 
{wdwDwDwd} 
{DwDwIwDw} 

{DwDwDwDw} 
{wdwDwDwd} 
{DwDwDwDw} 
{wdwDwDwd} 

v,./9EFJMV
{DwDwDwDw} 
v,./9EFJMV
{DwDwDwDw} 

White grabs the opposition with 1.Kf4! If you are not convinced, 
set up the position on a chessboard and try it out. You can’t give it 
to your chess computer, because technically the position is a draw 
according to the rules (because there is nothing on the board except 
the two kings), and most chessplaying programs won’t touch it!

Zugzwang
Th e German term zugzwang, is generally taken to refer to a 

position where a player loses because of the obligation to move. If 
a “pass” were possible, the game would not be lost. Here it is in its 
simplest form.



11

cuuuuuuuuC
(wdwiwdwd}
cuuuuuuuuC
(wdwiwdwd}
cuuuuuuuuC

7dwdPdwdw}
(wdwiwdwd}
7dwdPdwdw}
(wdwiwdwd}

6wDwDKDwD}
7dwdPdwdw}
6wDwDKDwD}
7dwdPdwdw}

5DwDwDwDw}
6wDwDKDwD}
5DwDwDwDw}
6wDwDKDwD}

&wDwDwDwD}
5DwDwDwDw}
&wDwDwDwD}
5DwDwDwDw}

3DwDwDwDw}
&wDwDwDwD}
3DwDwDwDw}
&wDwDwDwD}

2wdwdwdwd}
3DwDwDwDw}
2wdwdwdwd}
3DwDwDwDw}

%dwdwdwdw}
2wdwdwdwd}
%dwdwdwdw}
2wdwdwdwd}

v,./9EFJMV
%dwdwdwdw}
v,./9EFJMV
%dwdwdwdw}

If it is Black to move, the only legal move is 1…Kc7, but then White 
plays 2.Ke7 and wins by promoting the pawn. On the other hand, 
with White to move, only 1.Kd6 saves the pawn, but that position is 
stalemate. Each player gets a worse result if on the move. Black loses 
instead of drawing. White draws instead of winning.

Th e squeeze is a related concept, oft en confused with zugzwang. A 
player who is in a squeeze has to move, and suff ers the consequences, 
but even a “pass” would not help, because the opponent has waiting 
moves available. Th e following position shows the squeeze in action.

cuuuuuuuuC
(wdwdwdwd}
cuuuuuuuuC
(wdwdwdwd}
cuuuuuuuuC

7dpdkdwdw}
(wdwdwdwd}
7dpdkdwdw}
(wdwdwdwd}

6w)wDwDwD}
7dpdkdwdw}
6w)wDwDwD}
7dpdkdwdw}

5Dw)KDwDw}
6w)wDwDwD}
5Dw)KDwDw}
6w)wDwDwD}

&wDwDwDwD}
5Dw)KDwDw}
&wDwDwDwD}
5Dw)KDwDw}

3DwDwDwDw}
&wDwDwDwD}
3DwDwDwDw}
&wDwDwDwD}

2wdwdwdwd}
3DwDwDwDw}
2wdwdwdwd}
3DwDwDwDw}

%dwdwdwdw}
2wdwdwdwd}
%dwdwdwdw}
2wdwdwdwd}

v,./9EFJMV
%dwdwdwdw}
v,./9EFJMV
%dwdwdwdw}

Introduction
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1.Ke5! White must not fall for 1.c6+ Kc8! 2.Kd6 Kb8 3.c7+ Kc8 is 

a draw. 1...Kc6. 1...Ke7 2.c6! bxc6 3.b7 gains a new queen. 2.Kd4 Kd7 
3.Kd5. We have the starting position of the diagram, and it is Black 
to move. Black has been squeezed into zugzwang. 3...Kc8 4.Ke6 Kd8.
Necessary, as the corner is not safe. 4...Kb8 5.Kd7 transposes. 5.Kd6 
Kc8 6.Ke7 Kb8 7.Kd7 Ka8 8.c6 bxc6 9.Kc7! c5 10.b7+ Ka7 11.b8Q+ 
Ka6 12.Qb6#

Triangulation
Triangulation is  endgame situation in which the king takes two 

moves to get to a square he could have gone to in one move, thus 
giving the appearance of tracing a triangle. Triangulation is used to 
bring about a zugzwang situation.

cuuuuuuuuC
(wdkdwdwd}
cuuuuuuuuC
(wdkdwdwd}
cuuuuuuuuC

7dwdwdwdw}
(wdkdwdwd}
7dwdwdwdw}
(wdkdwdwd}

6pDPDwDwD}
7dwdwdwdw}
6pDPDwDwD}
7dwdwdwdw}

5)wDKDwDw}
6pDPDwDwD}
5)wDKDwDw}
6pDPDwDwD}

&wDwDwDwD}
5)wDKDwDw}
&wDwDwDwD}
5)wDKDwDw}

3DwDwDwDw}
&wDwDwDwD}
3DwDwDwDw}
&wDwDwDwD}

2wdwdwdwd}
3DwDwDwDw}
2wdwdwdwd}
3DwDwDwDw}

%dwdwdwdw}
2wdwdwdwd}
%dwdwdwdw}
2wdwdwdwd}

v,./9EFJMV
%dwdwdwdw}
v,./9EFJMV
%dwdwdwdw}

If White infi ltrates to d6 immediately, Black can make a draw: 
1.Kd6? Kd8 2.c7 Kc8 and White must give up the pawn, since 3.Kc6 is 
stalemate!  So, White uses triangulation. 1.Kc4! Kd8 If the king goes 
to c7, then White moves the king to c5, with the opposition. Th e king 
will get to b6 and win the Black a-pawn: 1…Kc7 2.Kc5 Kc8 3.Kb6 Kb8 
4.Kxa6 Kc7 5.Kb5 and White wins easily. 2.Kd4! Th e retreat is only 
temporary. 



13

cuuuuuuuuC
(wdwiwdwd}
cuuuuuuuuC
(wdwiwdwd}
cuuuuuuuuC

7dwdwdwdw}
(wdwiwdwd}
7dwdwdwdw}
(wdwiwdwd}

6pDPDwDwD}
7dwdwdwdw}
6pDPDwDwD}
7dwdwdwdw}

5)wDwDwDw}
6pDPDwDwD}
5)wDwDwDw}
6pDPDwDwD}

&wDwIwDwD}
5)wDwDwDw}
&wDwIwDwD}
5)wDwDwDw}

3DwDwDwDw}
&wDwIwDwD}
3DwDwDwDw}
&wDwIwDwD}

2wdwdwdwd}
3DwDwDwDw}
2wdwdwdwd}
3DwDwDwDw}

%dwdwdwdw}
2wdwdwdwd}
%dwdwdwdw}
2wdwdwdwd}

v,./9EFJMV
%dwdwdwdw}
v,./9EFJMV
%dwdwdwdw}

2…Kc8. If 2…Kc7, then 3.Kc5 wins as above. 3.Kd5!

cuuuuuuuuC
(wdkdwdwd}
cuuuuuuuuC
(wdkdwdwd}
cuuuuuuuuC

7dwdwdwdw}
(wdkdwdwd}
7dwdwdwdw}
(wdkdwdwd}

6pDPDwDwD}
7dwdwdwdw}
6pDPDwDwD}
7dwdwdwdw}

5)wDKDwDw}
6pDPDwDwD}
5)wDKDwDw}
6pDPDwDwD}

&wDwDwDwD}
5)wDKDwDw}
&wDwDwDwD}
5)wDKDwDw}

3DwDwDwDw}
&wDwDwDwD}
3DwDwDwDw}
&wDwDwDwD}

2wdwdwdwd}
3DwDwDwDw}
2wdwdwdwd}
3DwDwDwDw}

%dwdwdwdw}
2wdwdwdwd}
%dwdwdwdw}
2wdwdwdwd}

v,./9EFJMV
%dwdwdwdw}
v,./9EFJMV
%dwdwdwdw}

We now have the starting position with Black to move, so White has 
the opposition and will win, for example 3…Kd8 4.Kd6 Kc8 5.c7 and 
the Black king must give way, allowing White to move the king to the 
seventh rank and escort the pawn to the promotion square.

Th e basic themes you have seen in this introduction will surface 
time and time again during your tour of the exercises in this book. You 
will need to recognize these themes at the appropriate times, but if you 
keep them in mind it will be much easier to undertand the solutions 

Introduction
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to the tasks. Try to calculate the opposition whenever possible, and 
keep a sharp eye out for stalemating positions. Th e examples in this 
book were for the most part designed for their beauty and hidden 
puzzles, so you’ll need to keep your wits about you at all times. Still, it 
always comes down to the fundamentals, and all of the puzzles are just 
variations on the same themes.
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A
Study by Reti

The Geometry of the Chessboard

cuuuuuuuuC
(wdwdwdwI}
cuuuuuuuuC
(wdwdwdwI}
cuuuuuuuuC

7dwdwdwdw}
(wdwdwdwI}
7dwdwdwdw}
(wdwdwdwI}

6kdPdwdwd}
7dwdwdwdw}
6kdPdwdwd}
7dwdwdwdw}

5dwdwdwdp}
6kdPdwdwd}
5dwdwdwdp}
6kdPdwdwd}

&wdwdwdwd}
5dwdwdwdp}
&wdwdwdwd}
5dwdwdwdp}

3dwdwdwdw}
&wdwdwdwd}
3dwdwdwdw}
&wdwdwdwd}

2wdwdwdwd}
3dwdwdwdw}
2wdwdwdwd}
3dwdwdwdw}

%dwdwdwdw}
2wdwdwdwd}
%dwdwdwdw}
2wdwdwdwd}
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Of Kings and Pawns
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As Jonathan  Speelman, one of the greatest living endgame 
theoreticians, once noted. this endgame is almost impossible to solve 
if you haven’t seen it before. Trying to work it out by mere calculations 
is very diffi  cult, but it is simple if you understand the geometry of 
the chessboard. White cannot catch the advanced h-pawn. Th erefore 
the only possible defense must involve the c-pawn. Black threatens 
to gobble it up aft er ...Kb6, and the king is too far away to help. So all 
seems lost.  Th e solution involves bringing the king to the d-fi le to 
protect the pawn. Th at takes four moves, which seems impossible. But 
on the chessboard, the shortest distance between two points in not 
necessarily a straight line!

1.Kg7 
White’s fi rst move must be to try to catch the Black pawn, while 

simultaneously heading to the defense of the pawn at c6.
1.c7?? is bad beacuse of 1...Kb7.
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1...h4
1...Kb6 2.Kf6 transposes to the main line.

2.Kf6 Kb6 
Th is position is easily predicted from the starting position. We now 

have to consider the rule of the square. If White can get to any of the 
squares on the fi rst four ranks of the e-h fi les, this position is drawn. 
So White must now try to get to e4,f4, or g4 before the Black pawn 
advances to h3. At the same time, it must head for the d-fi le to protect 
the c-pawn.

2...h3 3.Ke7 h2 (3...Kb6 4.Kd7 h2 5.c7 h1=Q 6.c8=Q is the same as 
the main line) 4.c7 Kb7 5.Kd7 h1=Q 6.c8=Q+

The Geometry of the Chessboard
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Of Kings and Pawns
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3.Ke5! 
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3...h3  
Otherwise the h-pawn falls.
3...Kxc6 4.Kf4 h3 5.Kg3 h2 6.Kxh2

4.Kd6! 
Now both pawn will promote, and the game will be drawn. 
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4...h2 5.c7 h1=Q 6.c8=Q 
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Barring a major blunder, this position will be drawn.

The Geometry of the Chessboard
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Of Kings and Pawns

B
Study by Adamson

The Jailor
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A deceptively simple position. In fact, it is a very complex position. 
If the Black king becomes active, a draw is likely. White cannot just go 
running aft er the h-pawn, but must carefully keep the enemy monarch 
under lock and key. 
1.Kc7!

1.Kd7? Kb7 (2…Kb6!) 2.Ke6 Kc6 3.Kf6 Kd6 (3…Kd5!) 4.Kg6 Ke5! 
and now White has to worry about ...Kf4-g3, but if 5.g4 then Kf4 draws. 
White can win with 3.g4!
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The Jailor
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Of Kings and Pawns
1...Ka6  

Th ere is very little point in going to a8, which just loses time.
1...Ka8 2.g4! Now the Black h-pawn cannot advance, and Black has 

only a single move. 2...Ka7 Here Black does not have the possibility 
in the note on 1.Kd7? and therefore White can win straightforwardly: 
3.Kd6 Kb6 4.Ke6 Kc7 5.Kf6 Kd8 6.Kg6 Ke8 7.Kxh6 Kf8 8.Kh7 and the 
g-pawn marches up the board.

1...h5?  is never a good idea in such positions, because it brings 
the pawn closer to the White g-pawn. Th is theme is echoed below in 
a diff erent form. Black’s hope of defense in the 1.Kd7 line relied on 
being able to bring the king close enough to the g-pawn so that when 
the White king approaches the pawn at h5 it can slip in and go aft er 
the remaining pawn. White now wins with the direct 2.Kd6 Kb6 3.Ke6 
Kc6 4.Kf5 Kd5 (4...Kd7 5.Kg5 Ke6 6.Kxh5 Kf6 7.g4  transposes.) 5.Kg5 
Ke6 6.Kxh5 Kf6 7.g4 Kg7 8.Kg5  and White has the opposition and 
wins as follows: 8...Kf7 9.Kh6 Kf8 10.Kh7 Kf7 11.g5 and the pawn 
cannot be stopped.
2.Kc6! 

Th is is a very important move. Black’s king is not allowed to slip 
on to the b-fi le. Th e king cannot return to a7, because then it is too far 
from the g-pawn, so it must move to a5. Advancing the h-pawn loses 
by the same method as 1...h5? 
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2...Ka5
2...Ka7 3.g4! and the White winds up with the opposition aft er. 3...

Kb8 4.Kd6 Kc8 5.Ke6 Kd8 6.Kf6 Ke8 7.Kg6 Kf8 8.Kxh6 Kg8 9.g5. Th e 
rest is forced. 9...Kh8 (9...Kf7 10.Kh7) 10.g6 Kg8 11.g7.
3.Kc5  

White escorts the Black king up the board. If Black retreats, the win 
is achieved by the same method as in the previous note. We must think 
in terms of strategy here, as the winning position still lies far in the 
future. Th e plan now is to bring the Black king to the second rank, aft er 
which an eventual g4 will put the pawn far enough forward so that the 
enemy king cannot catch it. 
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3...Ka4 4.Kc4 Ka3 5.Kc3 Ka2 6.Kc2 
Black is now on the horns of a dilemma. Retreating runs into a 

familiar scenario but going into the corner loses because the king is too 
far away. 

The Jailor



24

Of Kings and Pawns
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6...Ka3
6...Ka1 7.g4 Ka2 8.Kd3 Kb3 9.Ke4 Kc4 10.Kf5 Kd5 11.Kg6 Ke6 

12.Kxh6 Kf7 13.g5 Kg8 14.Kg6! (14.g6?? Kh8 15.g7+ Kg8 16.Kg6 is 
stalemate.) 14...Kh8 15.Kf7 Kh7 16.g6+  and wins.
7.g3! 

Precision is required!
7.g4?  allows the king to get back and maintain the opposition. 7...

Kb4 8.Kd3 Kc5 9.Ke4 Kd6 10.Kf5  # Th ings seem to be under control, 
but Black has a surprising resource! 10...h5! 11.gxh5 (11.g5 h4 12.g6 
(12.Kg4 Ke6 13.Kxh4 Kf7 14.Kh5 Kg7 15.g6 Kg8 16.Kh6 Kh8 17.g7+ 
Kg8 18.Kg6 is our stalemate again.) 12...h3 13.g7 h2 14.g8=Q h1=Q is 
a draw.) 11...Ke7 12.Kg6 Kf8 13.Kh7 (13.h6 Kg8 14.h7+ Kh8 15.Kh6 
with another stalemate.) 13...Kf7 14.Kh8 Kf8  and the White king 
cannot get out of the corner.
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7...Kb4
7...Ka2  lets White win by advancing the g-pawn. 8.g4! Ka1 (8...Ka3 

9.Kd3 Kb3 10.Ke4 Kc4 11.Kf5 Kd5 12.Kg6 Ke6 13.Kxh6 Kf7 14.g5 Kf8 
15.Kh7  should be familiar by now.) 9.Kd3 Kb2 10.Ke4 Kc3 11.Kf5 Kd4 
12.Kg6 Ke5 13.Kxh6 Kf6 14.g5+ Kf7 15.Kh7 with the usual inevitable 
result.
8.Kd3  

Both sides move closer to the kingside. 
8...Kc5 9.Ke4 Kd6 10.Kf5 Kd5  

White is winning, but must not be hasty. Going directly aft er the h-
pawn allows Black to slip away with a draw. 

The Jailor
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Of Kings and Pawns
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11.g4!
11.Kg6 Ke4! 12.g4 (12.Kxh6 Kf3) 12...Kf4 13.Kh5 Kg3 with a draw.

11...Kd6 12.Kg6 Ke6 13.Kxh6 Kf7 14.g5 
White has achieved the goal, and the pawn cannot be stopped. 
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14...Kg8 15.Kg6 Kh8 16.Kf7 Kh7 17.g6+ Kh8 18.g7+ Kh7 
19.g8=Q+ Kh6 20.Qg6# 

Th is study takes 20 moves to reach checkmate, with a lot of 
variations. Obviously trying to work this out by brute calculation at 
the board is very diffi  cult. If you know which kingside confi gurations 
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are a win and which draw, you can reduce the amount of eff ort 
considerable, since you only need to work out enough of the solution to 
reach one of the target positions you already know.

The Jailor


