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Endgame Strategies

Pawn Promotion

Nearly all endgames are affected/decided by the possibility/actual promotion of a Pawn to another piece of greater value (usually a Queen).

King’s Power

In the endgame, the King’s power as a piece is needed to defend and attack.  A more active King position can easily decide a relatively equal endgame position.

(51)











queening square.

(52)












queening square.

Opposition

When King’s stand directly opposite each other, which frequently happens in King and Pawn endings, the player without the move has the opposition (with all other things being equal).
(53)











If Black has to move, White has the opposition and can force his way forward.  If White has to move first, then Black can prevent the White King from advancing forward into his position.

(54)












Opposition in practice – if White to move, Black has the opposition and can draw despite bad King position.  If Black to move,  White has the opposition and can force his way forward to the base of the Black Pawn chain.

Zugswang

A situation where one player is forced to make a weak move because of the mere fact that the player MUST make a move.

(55)










It’s Black’s move, he is on the square that he wants to be on so that he can blockade the White Pawn and prevent it from promoting.  If Black had the option of passing, there would be no such thing as zugswang.

(56)












Whoever has the move is in zugswang and will lose the game, because both Kings are already on the one square that protects their Pawn.  If forced to move, the King will have to move away from their Pawn, resulting in a lost position.

(57)












Regardless of who has to move, Black is in zugswang.  He has no good moves and will be forced to advance the b-Pawn.

Doubled Pawns

When Pawns become doubled, they lose their natural ability to protect each other and become considerably weaker.

(58)











The Pawns on the queenside are doubled and easier to attack and more difficult to defend.

Isolated Pawns

A Pawn is isolated, if there is no Pawn on an adjacent file.  In diagram #58, both of the doubled queenside Pawns are also isolated.  Isolated Pawns are weak because they must be protected by a piece.
Backward Pawns

Similar to an isolated Pawn, even though there are Pawns on an adjacent file, they are more advanced (and therefore, cannot be used to protect the Backward Pawn).
(59)











White to move can expose the backward Pawn weakness.

Passed Pawns

When a Pawn has a free path ahead of it, unobstructed by other Pawns, the chances of promoting are much greater.

(60)











The Black King cannot maintain opposition because he must continually be within the queening square of the protected passed Pawn.

(61)












The Black King again is tied down, while the White King can corral the Black Pawns and eventually win.

Basic Principles of Endgames

· The King is a strong piece: Use it!

· Passed Pawns should be advanced as rapidly as possible (i.e. with the proper support). 

· When ahead material, trade pieces not Pawns.

· When behind material, trade Pawns not pieces.

· Try to create a passed Pawn.

(62)












Even though the material is even, White can force a passed Pawn, and thus, win the game.

· Bishops are generally stronger than Knights.

· Do not place your Pawns on the color of your Bishop.

(63)












White’s Pawns are all located on light squares and cannot be attacked by Black’s Bishop.  On the other hand, all of Black’s Pawns are targets for the White Bishop.

· Rooks belong behind passed Pawns.
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