Tadej Sakelsek
Adrian Mikhalchishin

MASTERING
CHESS ENDGAME

CALCULATION
THEORY AND EXERCISES

LEVEL 2

of the TRILOGY
that will take YOUR GAME
to the NEXT LEVEL!

i

i

Chess
Evolution



Responsible editor
Csaba Balogh

Cover designer
Piotr Pielach

Typesetting
i-Press «www.i-press.ph

First edition 2024 by Chess Evolution

Mastering Chess Endgame Calculation: Theory and Exercises. Level 2
Copyright © 2024 Chess Evolution

All rights reserved. No part of this publication may be reproduced, stored in a retrieval system

or transmitted in any form or by any means, electronic, electrostatic, magnetic tape, photo-
copying, recording or otherwise, without prior permission of the publisher.

ISBN: 978-615-5793-36-3

All sales or enquiries should be directed to Chess Evolution
2040 Budaors, Nyar utca 16, Hungary
e-mail: info@chess-evolution.com

website: www.chess-evolution.com

Printed in Hungary



TABLE OF CONTENTS

KEY TO SYMBOLS
EDITORIAL PREFACE

THEORETICAL PART

1. ENDGAMES WITHOUT PAWNS
1.1. MATE WITH THE BISHOP AND KNIGHT
1.2. ROOK vs. KNIGHT
1.3. ROOK vs. BISHOP

2. FORTRESS

3. PAWN ENDGAMES
3.1. PAWN PROMOTION
3.2. BYPASS
3.3. TRIANGULATION
3.4. RETI IDEA
4. BISHOP ENDGAMES
4.1. SAME-COLORED BISHOP ENDGAMES
4.2. OPPOSITE-COLORED BISHOP ENDGAMES
5. ROOK ENDGAMES
5.1. THE STICKING METHOD
5.2. LONG ROOK & SHORT KING
5.3. AFRONTAL ATTACK
5.4. AN UMBRELLA
5.5. A ROOK AGAINST 2 CONNECTED PASSED PAWNS
5.6. A ROOK & 2 PAWNS vs. ROOK
6. QUEEN vs. ROOK
6.1 QUEEN vs ROOK & PAWN

7. ACTIVATION OF THE KING

EXERCISES

WIN THE GAME 3
SOLUTIONS

DEFENCE 3
SOLUTIONS

11

11
12
13
15

17

19
19
21
22
23

25
26
30

36
36
37
39
40
42
43

45
46

51

61
61
73

89
99



MAKE A CHOICE 3
SOLUTIONS

REALIZATION 3
SOLUTIONS

ANSWER THE QUESTION 3
SOLUTIONS

PLAY BETTER THAN CHAMPIONS 3
SOLUTIONS

WIN THE GAME 4
SOLUTIONS

DEFENCE 4
SOLUTIONS

MAKE A CHOICE 4
SOLUTIONS

REALIZATION 4
SOLUTIONS

ANSWER THE QUESTION 4
SOLUTIONS

PLAY BETTER THAN CHAMPIONS 4
SOLUTIONS

113
119

129
139
153
159
169
179
195
207
227
237
253
261
275
283
295
301

311
319



H 4+

+ ot o+

o> 1 - I 8 8

Z

I

£

[

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 interesting move
a dubious move
check

mate






EDITORIAL PREFACE

In recent years, tactical test books have become extremely popular in the chess
book market. This is a sound trend, as the best way to study any subject is
through intensive practice, much like in other sports. However, it is strange to
note the complete absence of endgame test books in this market. While there
have been some excellent endgame books published in the last decade, true
mastery of the subject demands as much practice as possible.

Endgames typically occur in only 2-3 games out of 10 in players’ practice.
While it is possible to miss them in a game, every player must be ready to
play endgames at any moment. Endgame technique is an extremely important
ability for top players. Consider Aleksander Alekhine, who conducted a com-
parative analysis of his opponent Jose Raul Capablanca’s style and discovered
that he himself was much weaker in endgames. To improve his chances in the
match, Alekhine dedicated half a year to studying endgames and proudly pro-
claimed that he was not weaker than the World Champion in this area. This ef-
fort greatly aided him in winning the long match later. Similarly, Garry Kasp-
arov had to undertake a significant amount of work to improve his endgame
knowledge before his match against Anatoly Karpov to close the gap in their
respective abilities. Therefore, the development of endgame test books would
be a valuable addition to the market, allowing players to practice and improve
their endgame technique and ultimately become stronger overall players.

In the endgame, we encounter two types of positions: theoretical, or basic po-
sitions and practical position. Theoretical positions are detailed in endgame
manuals with precise explanations on how to win or draw them. At the Grand-
master level, there are around 100 such positions, which are well-organized
in the book “100 Endgames You Must Know” by De La Villa. However, the
number of basic positions required for different levels of players varies. For
players at the first level, up to 1500 rating, it is important to know around 30
of the most important theoretical positions, along with some key methods for
handling endgames.

We have decided to develop three levels of endgame books that cater to play-
ers with varying strengths. The first level will target players up to 1700 rating,
the second level for players between 1500-2100 rating, and the third level for



players over 2000 rating. Each book will contain an introduction outlining the
basic positions that are essential for players at that level to know. However, we
acknowledge that the most effective way to improve endgame skills is through
practice. Therefore, we will include exercises in each book that allow players to
apply the concepts and techniques learned from both theoretical and practical
positions covered in the book.

The second type of endgame positions are practical positions. These positions
typically require special endgame methods and techniques such as central-
izing the king, using passed pawns, and making exchanges to transition into
basic positions. It is important to understand these techniques for both real-
izing advantages and defending against them. Additionally, there are special
endgame tactical methods, such as stalemate, which can be used to achieve
different goals. To gain expertise in these practical endgame positions, it is
recommended to study specialized endgame books and analyze games played
by the greatest endgame specialists, such as Capablanca, Rubinstein, Smyslov,
and Fischer.

Throughout history, it has been widely accepted that a real game of chess must
contain all three phases of the game: the opening, middlegame, and endgame.
If a game does not reach the endgame, it is likely that one or both players have
made significant mistakes. Some of the greatest authorities in chess, such as
Capablanca and Smyslov, have even recommended starting the study of chess
from the endgame, as there are fewer pieces on the board and beginners can
more easily learn how to create piece cooperation. However, to date, there are
no established systems for teaching and studying chess in this way. Neverthe-
less, a few players, such as Karpov and Kramnik, have used this approach in
their early years and have achieved extremely high levels of technical profi-
ciency as a result.

One issue that arises is that young players often find endgame studying boring.
However, trainers can take steps to make it more engaging. Endgames can be
truly beautiful when analyzing games played by top players. Trainers should
provide pupils with a good selection of instructive and aesthetically pleasing
studies. Including exercises in the endgame books can also make it more inter-
esting for players. Moreover, there are many examples of great players mishan-
dling endgames terribly due to improper study of basic positions or methods,
or lack of practical experience. There are even cases of grandmasters resigning
in drawn positions or offering draws in winning positions! Through exercises,



we can learn from the mistakes of the greats and understand the reasons be-
hind each decision, improving our endgame logic and decision-making.

HOW TO USE THE BOOK?

The book is divided into two parts. In the first part, we cover essential theo-
retical positions, well-known techniques, and how to give the King a key role
in the endgame. We recommend studying the examples provided carefully
before proceeding to the second part of the book.

The second part of the book is all about putting theory into practice, offering
a whopping 400 puzzles categorized into two difficulty levels. Puzzles with
three stars are suitable for players around an 1800 rating, while the four-star
ones are designed for more advanced players. These exercises are neatly organ-
ized into six chapters: building on the initial four from the first book—win-
ning the game, defense, decision-making, and realizing advantages—we’ve
introduced two intriguing additions in the second book: answering the ques-
tion and playing better than champions. In the “play better than champions”
section, you'll be challenged to make moves or sequences better than those
of world champions or grandmasters. Each chapter provides solutions to the
exercises at the end.

We strongly recommend solving the puzzles without physically moving the
pieces, as it will help you enhance your visualization and analytical skills.

Yours, Tadej Sakelsek & Adrian Mihalcisin






THEORETICAL PART

Mastering the endgame requires
more than just brute calculation;
it also requires a deep understand-
ing of a set of basic positions. These
positions provide a framework for
navigating the complexities of the
endgame, making it easier to find
the best moves and avoid costly mis-
takes. While every type of endgame
has its own set of basic positions,
what is most important is knowing
how to handle them correctly.

It is important to note that play-
ers at different levels should aim
to know a certain number of basic
positions. Trying to remember too
many positions can be overwhelm-
ing and counterproductive. For ex-
ample, players below a rating of 1500
should aim to learn around 30 ba-
sic positions, while those below 2100
should aim to learn around 100. In
addition to basic positions, players
should also learn special endgame
techniques that differ from those
used in the middlegame. One of
the most important skills to master
is knowing how to exchange pieces
and pawns effectively.

Repetition and analysis are key to
improving endgame play. While

players often focus on studying
openings, revisiting the set of basic
positions for their level and analyz-
ing recent endgames of top players
can be just as beneficial.

Magnus Carlsen, the World Cham-
pion who has had the most pro-
found influence on people over the
past two decades, is widely consid-
ered to be the best endgame techni-
cian in the world. However, even he
had to work hard to overcome his
early struggles with the endgame.
His dedication paid off, as his mas-
tery of the endgame was evident in
his World Championship match
against Vishy Anand, where he won
with two impressive endings.

1.
ENDGAMES WITHOUT
PAWNS

The ideal start for this chapter
seems to be “Endgames without
pawns.” In our first book, we ex-
plored checkmating with one or
two pieces. Now, in this book, our
focus shifts to the nuances of check-
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mating with the Bishop and Knight.
Additionally, we’ll analyze positions
featuring the Rook vs. Bishop and
Rook vs. Knight. Although a well-
known Queen vs. Rook endgame
position exists, we’ll reserve its ex-
ploration for a later chapter.

1.1.
MATE WITH THE BISHOP
AND KNIGHT

As elucidated in the first book,
achieving checkmate with the Bish-
op and Knight is only possible in the
same-colored corner as the Bishop.
Hence, the task is relatively straight-
forward — drive the King to the op-
posite-colored corner. This can be
accomplished in two distinct ways.
The crucial first step is to establish
the basic position, transitioning
from there to another pivotal for-
mation known as the wall.

Let’s explore the process:

Example 1

/ %
5/%/; ,,,,, ////

L
'S " n )
L E m m m
E e e

1.2f7!

White will systematically restrict
squares, thereby compelling the
black King into a light-colored cor-
ner.

1...2f8 2. £ hy

This is known as the Basic Position.
From this point onward, every move
becomes predetermined, providing
an opportunity for each player to
study and strategize accordingly.

2...%e8 3.2)e5

A crucial maneuver executed by the
Knight.

3...2d8

3...2f8 If the King retreats to f8,
then 4.2d7+ &e8 5.22e6 and the po-
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sition will transition into the main
line.

4.%5e6!

It appears that the black King is
running out of options, with the
white Bishop and Knight effectively
controlling all escape routes.

4...&c7 5.0d7

Controlling the crucial b6 and cs5
squares becomes pivotal. When the
attacking side possesses a light-col-
ored Bishop, ensuring control over
dark squares through the Knight or
the King becomes essential.

5...82¢6 6. £d3! &c7 7. £bs

The Bishop is now positioned on the
correct square.

7...22d8 8.2)f6 &c7 9.9\ ds5+

e omE
{55 5
6 %% //% %@ .
5 2 2 2 2
v B B
2 @7 @7 @7 .
N % % .
a b ¢ d e f g h

Now we have THE WALL, signity-
ing that the defending King can no

longer escape, even without the as-
sistance of the attacking King.

9...22d8 10.2d6 &c8

The final stage lies ahead for White,
who must outflank the Black King
from the side.

11.e7 &by 12.&2d7 &bS8 13.£2a6
Fay 14. £c8 b8 15.5¢3

Another way to mate is 15.2)bgq ay
16.%c7 La8 17. £by+ a7 18.2c6#

15...%a7 16.&2c7 a8 17. £b7+ Lay
18.2\bs#

1.2.
ROOK VS. KNIGHT

This particular endgame holds sig-
nificant practical value, and, in
general, the game should result in
a draw if the side with the Knight
defends correctly. As we observed
in the first book, in the Theoretical
part (Example 21), the promotion of
the Knight in Rook vs. pawn end-
games is a prevalent and effective
defending technique.

For the side with the Knight, it is
crucial to maintain the Knight’s
proximity to its King and steer clear
of corner squares.
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Example 2

6 % / / //

O

4 %7 /7 /7/7/ 7
"' " »
L e

A e

In this example, we’ll explore the
proper defensive strategy and il-
lustrate how quickly things can go
wrong with a single incorrect move.

L...20ga!

a) 1.5 c2 Still effective, but it ap-
pears the Knight has chosen an in-
correct direction. It’s crucial to re-
member that the Knight should stay
close to its King. 2. Ze8 &fi!=;

b) However, a completely incor-
rect move would be 1...2)d3? as after
2. 213! Her+ 3.Le2 g2 4.Zh8+-
and Black is lost.

2.%13

The position is trickier than it ap-
pears.

2...f1?

It may seem strange, but this move
leads to a loss.

The only correct move is 2..2h4+!
3.%&2e2 and now 3..&g2! (But cer-
tainly not 3...20g2? as this particular
move results in a theoretically los-
ing position. 4. Zh8+-) 4.Eg8+ ¢2h3
5.€2f2 Y fs= Certainly, White should
aim to play for a win, but Black
shouldn’t encounter too many dif-
ficulties in maintaining the balance.

3. 2f7!

A strategic waiting move, compel-

ling Black to compromise its own

position.

3..0e1+ 4.2e3+ g1 5.Le2 g2
/

0
/&%w/%
=

A position worth remembering, as
it is one where the Knight succumbs
to the Rook. Although the winning
technique remains complex.



EXERCISES
WIN THE GAME 3 — EXERCISES

Exercise 1

Exercise 3

BB

% /7 Y
. %;@/ %

7/
a b ¢ d e f g h

Black to play. Win the game!

x\\
\\\
N \\\

abcdefgh‘

White to play. Win the game!

Exercise 2 Exercise 4
7 7 7 7 7 7 7 7
/% /% /% /% /% /% /% /%

abcdefgh

White to play. Win the game!

N
N\
Q\h

\

N
N\

N\

N NN N\

N
N\

N

oo N
@8 A

N
Q
N
N

]
Z /%/% ////%@

Z ‘
a b ¢ d e f g h

N

A\
\
N

White to play. Win the game!



WIN THE GAME 3 — SOLUTIONS

Exercise 1

The optimal approach was to activate
the King by maneuvering it through
the center.

45...2f6!

Wrong was tempting 45...%hs
46.2xh2 ©hy 47.5g2 ©gq 48.2f2
Ph3 (48...d47?7 49.exdq Lxf4 50.d5
cxds 51.c6+-) 49.213 £h2 50.Lf2=

46.5xh2 ©e6 47.2g3 d4! 48.exd4
&ds 49.2hgq &xd4 s50.2hs Ee3
51. g5 eq—+

Stigar,P-Dastan,B Vienna 2013, 01

Exercise 2

61.d4!

Too slow was 61.8&2c4? &f2 62.%d5
xe2 63.Lxes Lxf3 64.d4 Le3 is just
a draw.

61...exd4

61...e4 62.fxeq Lf2 63.e5 xe2 64.66+—

62.%cy
64.eq+-

f2 63.%2xdg4 Dxez

Donchenko,A-Prusikin,M Austria
2023, 1-0

Exercise 3

A humorous twist lies ahead for
White, who must navigate its King
to the h8 square to secure victory in
the king’s duel:

1.&ve7 g6 2. L 18!

The most logical move 2.%e6? is met
by stunning 2...&hs! a stalemate idea
saves the game. 3. &xf5=

2...%f6

2..2hs 3.Lg7 g4 4.2xh6 Pxg3
5.80g5+—

3.80g8 g6 4.2h8! Ths 5.g7 g4
6.5xh6 Hxg3 7.0g5+-

Training position, 1-o0

Exercise 4

64.%2g3!

The goal is to stop the black King
from attacking the pawn. So, the plan
is straightforward: advance the pawn
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