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Lesson 27: The Endgame, Part I

. . . . Kinq and Pawn Endqames

. . . ](I)nP ‘Er:lle lI\cl:lg‘r ‘r\:‘/o Iess:lons wedlear'lned c:‘bou‘r the

ING, where players develop their piec-

@e‘@. . es. Next comes the MIDDLEGAME: each side

. " attempts to gain an advantage, using tactics

to win material, or launching an attack against

%7. . their opponent’s king. When many pieces have
. . . . " been exchanged, we reach the ENDGAME.

. . - . Endgames look simple: there are fewer choic-

. - - . es of move. However, every move can make
: : f . the difference between winning and losing.

The Square of the Pawn

Each side's strategy is clear. White will win if
they can safely promote their pawn. Black will
draw if they can prevent promotion.

There's a lot o learn, even about endgames with a single pawn on the board.
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When the White king is unable to help the pawn,
it's a race. There's an easy rule to help you calcu- = . . . 3

late who wins. Imagine a square with the pawn at
one corner. The length of the sides is the num- . :
ber of squares the pawn must move to promote. b . . .

Black will stop the pawn if they can move their king inside the SQUARE OF
THE PAWN. If not, White wins. In the diagram above it's a draw: 1..Kcb 2.
fé6 Kd6 3. f7 Ke7 4. f8=Q+ Kxf8. Using the same method, can you work out
whether Black (to move) can stop the White pawn in the diagrams below?
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 It's Black's move. They've managed to block the
. pawn and are very close to achieving the draw.
. There are now two options:

. 1. Move straight back to e8.
2. Move diagonally back to d8 or f8.

. One choice draws, the other loses. Which one
. will you choose? We'll learn more about this po-

sition next week.
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