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Introduction

The aim of this book is to give readers a better
understanding of rook endgames and to empha-
size the most important aspects of rook end-
game theory for the practical player. The quality
of the examples is high: all the games feature a
world champion, or one of the greatest players
of all time who did not quite achieve the highest
title. This should ensure that the book is enter-
taining to read, and that any errors by the play-
ers are instructive.

Rather than categorizing rook endgames by
themes or material, I have instead arranged the
material by player. We start with the 17 world
champions in order, then follow three short
chapters featuring examples by players who
were recognized as the strongest in the world
before the official title appeared. Next come
chapters on a number of outstanding players
who were not destined to become champion (ar-
ranged by year of their birth), and the final
chapter contains endings contested between our
‘champions’, in chronological order of the date
the games were played. Obviously, there is
some subjectivity involved in the choice of
players to include in addition to the official
champions, and being a long-term resident of
Odesa and Ukraine, I could not help but include
Geller and Ivanchuk among them. But I trust
that readers will agree they are there on merit!

While many of the examples demonstrate
outstanding and instructive endgame play, many
of them also feature erroneous decisions, gener-
ally made in complex positions and especially
when under pressure from the clock or in the
stress of a critical game. This emphasizes how
difficult it can be to play rook endgames. But in
some cases the errors came in standard theoreti-
cal endgames, which also shows that we can
gain many half-points and even full points by
studying and practising the basics.

A full range of modern tools have been used
to re-examine these endgames. These include a
large set of relevant seven-man tablebases and
powerful modern engines, most notably Stock-
fish, given that it is generally regarded as the

strongest general-purpose engine. But in all
cases the assessments have been explained in
human terms by your author: the engine’s nu-
merical assessment may convey the basic truth
of a position but is unlikely to explain what les-
son can be drawn from it, or which rule of
thumb might have led to the correct decision.
Similar considerations apply to the choice of
variations to present, out of a multitude that the
engine and tablebases can generate.

Many of the examples in this book have not
appeared before in many endgame textbooks
and should be new to most readers. But in some
cases they are standard examples that have been
examined over the decades by previous end-
game writers, often without firm or reliable
conclusions being reached. With the modern
tools described above, it is in most cases possi-
ble to verify the earlier assessments — or to cor-
rect them. This also provides a further source of
instructive points for the reader to absorb.

At the end of the book there are two in-
dexes: a standard index of players, as well as a
somewhat detailed index of themes. The latter
will make it easier for those who wish to study
specific aspects of rook endgames. Before the
indexes is a set of 68 exercises, which are all
positions taken from somewhere within this
book. They are generally rather challenging,
though if you tackle them seriously, you will
probably learn more from the book than you
would from simply playing through the exam-
ples. You may also view them as revision exer-
cises, to be attempted after reading the book.

If you wish, you may simply read the book
for entertainment. It is a stroll through chess his-
tory, and you may be surprised how many of the
critical turning points have occurred in rook end-
games, both in championship matches and in ri-
valries between some of the greatest players.

The book is intended to be useful for chess
enthusiasts of a wide range of playing strengths,
but is especially suitable for those of good club
standard or higher who already have a basic
knowledge of rook endgame theory.
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54...h6 55 hd! hxg5 56 hxg5! &f7

From this point on, the moves of the game
given in Mega Database make little sense. There
are either data errors, or blind panic with no time
on the clock: they feature crude blunders by both
sides, with Black even missing wins, before a
draw was finally reached. In any case, there is
little to be learned by studying these moves, so
let’s just note a logical winning line for White: 57
Bc7+ &f8 (57..2e6 58 Hg7) 58 Heo &f7 59
b6 Eb2 60 L¢3 Lg7 61 bS5 and Lf4-€5.

225) Wei Yi -
Baku 2015
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In positions where both sides’ structures
consist only of isolated pawns, mass-liquidations
are common.

57...Eed 58 Eg6+

This is no better or worse than other con-
tinuations; one pair of pawns leaves the board,
and another is next in line. White seeks to gain
some chances by placing the rook behind one of
the remaining passed pawns.

58...217 59 Exg3 Exb4 60 Zd3 Ecd 61 d6
Ec8?

Allowing the enemy king a way in is enough
to cost Black the game. It’s a simple draw after
61...2e8!.

62 g4 2f6 63 2f4! bd 64 Led! b8 65
&d5?

White hands back the half-point, though this
error is understandable since after he promotes
it looks like the queen should ‘somehow’ pick
up the rook. 65 Eb3! leads to an easy victory.

65...b3! 66 d7 b2! 67 Eb3 Exb3! 68 d8¥'+!
&xf5 (D)
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Of course, & vs E+4 is a technical ending
topic that lies outside the scope of the book, but
this position is a tablebase draw. However,
Black must manoeuvre his king accurately.

69 Wd7+ g5 70 WeT+ g4 71 Wed+ g3
72 Wo6+ Sh4?

This loses, because the rook will now have
no safe squares along the b-file. 72..&f4 (or
72..%f3) is correct.

73 Wh1! &gs 74 Sed!

Wherever the rook goes on the b-file, it will
eventually be picked off by a double attack.

74..2b8 75 Wel+ &f5 76 WesS+! Lgd 77
Wd4+! 23 78 Wre+ Led 79 Web+ f3 80
Wf5+1-0

226) Ding Liren — Xu Zhihang
Chinese Team Ch 2017
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Is the h—pawn capable of dlstractmg Black
from implementing the standard winning plan?

42...e2?

It turns out that in practice it was, though of
course it shouldn’t have been. This loss of time
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lets White advance his pawn far enough to save
the game. After 42..Eal! White could resign.

43 &f2! HEal 44 2xe2! a2 45 h6! Ehl 46
h7! Exh7 47 £d3 V-1,

227) M. Kravtsiv —
Thilisi rapid 2017
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Black must decide whether to give up the
gb-pawn in exchange for the a2-pawn to obtain
a pair of connected passed pawns, or to preserve
the existing structure for the time being.

51..%e5?

Computer analysis shows that this is wrong.
Instead, Black should first hide from the checks
on h6, obliging the white rook to return to c2.
Then the black pawns will take a step forward
and the black king will return to the centre.

52 Exg6! Za3+

This pushes the white king towards the
passed pawns, but if Black immediately takes
on a2, then White will get his own pair of con-
nected passed pawns on the kingside.

53 &d2! Exa2+ 54 &c3! Led (D)
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The passed pawns cannot advance yet, so
Black makes progress with his king.

55 Egs?!

More convincing is 55 g4 hxgd 56 Exgd+!
&f5 57 Eg8 and h-pawn advances; White will
be happy to trade it for either black pawn, with a
clear draw.

55...2f3 56 Exh5 &xg3 57 Zh8 Zad 58 hS
Lgd

Now the black king can neutralize White’s
passed pawn, but the game is still within the
drawing margin.

59 ©b3 g5 60 b2

There are numerous positions where a rook
and two connected passed pawns do not win, in
particular when the rook stands in front of the
pawns, interfering with their advance, and the
pawns are under sufficient pressure that the rook
cannot reposition itself. Kasparian in particular
devoted a lot of work to such positions, and you
can find his conclusions in the standard end-
game textbooks.

Since White cannot hold onto his h-pawn, it
was simplest to give it up immediately, while
keeping the black rook tied to its pawns: 60 Zc8
&xh5 61 Hc6! Lgd4 62 Ed6 and now there is
nothing for Black to try apart from 62...a5 (D).

But then White occupies the fifth rank with
63 2d5! b4+ 64 a3, when the black king has
no shelter against checks from the side.

60...2Zh4 61 Za8! Ebd+ 62 L¢3 Hcd+ 63
&b3 Hc6 64 Zh8 Zh6 65 Zd8 &xh5

Black has managed to extract his rook and
win the pawn, but is still not winning.

66 Bd5+ g4 67 Tbd 2f4 68 Edl Le3
(D)
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69 &c5?

Black was threatening to give the check
...Zh4+, and then answer b3 with ...a5. White
should have prevented this by playing 69 Eal or
69 Za5. Instead, White voluntarily allows his
king to be cut off horizontally.

69...2e2?

After 69..Eh4! it is impossible to prevent
the advance of the b-pawn.

70 Ed4?

And here 70 Eal! was obligatory.

70...Eh1?

Neither player is getting to the heart of the
issue. 70...&e3! wins.

71 Ed6! Eal 72 Zh6?

White had to return to his camp with 72
&b4!. These positions are very hard to play if
you don’t know what your goals are!

72...2d3?

Black should cut off the king with 72...Ea4!.

73 <bd! Ebl+ 74 LaS! Eal+ 75 Lb4!
&d4 76 Zhd+ Ze5 (D)
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77 Eh5+?

Perhaps paradoxically, the king should not
be allowed to move backwards into its own ter-
ritory, as this opens up the possibility of it using
the a5-square. The drawing move is 77 Eh6!,
limiting the king to the first five ranks of the
board.

77..%16 78 Eh6+ &g5?

As the previous note suggests, Black can
win with 78..%g7, followed by ..Had+, and
after b3 the black king will trek across to a5,
its only shelter from checks.

79 Ed6 Zad+ 80 &b3 f5 81 Eh6

We again have a drawn position; compare
the note to White’s 60th move.

81...2e5 82 Hg6 &d5 83 Ef6 ¢S5 84 Zh6
Hal 85 &b2! HZad 86 ©b3! Ebd+ 87 La3! a5
88 Eh5+! &d6 89 Eh6+ Ze5 90 Eh5+! &f6 (D)

a b ¢ d e f g h

91 Eh6+?

As observed in the note to White’s 60th
move, once a ‘triangular’ position of this type
has been reached, the rook should be kept on the
fifth rank (91 Ec5 or 91 Ed5), maintaining the
pressure on the b5-pawn and thus tying down
the black rook. After the mistaken check given,
the black pawns will get the opportunity to ad-
vance.

91...2g5! 92 Ha6 Had+! 93 b3 &5 94
Zh6 Hgd 95 Eb6 ad+ 96 a2 Ebd 97 Eh6
b3 98 Eh4 LeS 99 Hgd &d5 100 Ehd 2c5
101 Zh5+ £b4 102 Ehd+ £a5 103 Eh5 Ef3
104 Eg5 a3 105 Zg4 b4 106 Ehd Ef2+ 107
&b3 Eb2+ 108 ¢4 a2 109 Eh8 Hc2+

Of course, the simple 109...b3 also wins, but
the players decided to end the game with a
pretty checkmate by underpromotion.

110 &b3 a1HH#! (0-1)
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333) Tarrasch — Rubinstein
San Sebastian 1911

s 7,87 7 s
& Y % %
71// //E/ /}@///} 7 e
6 i/ /// //@/6
), ), 2 I
7% wxr e
%/,/4 %% %%
o L
5N i @ ﬁ/ ek
| B / /%?/ 1
a

This is one of Rubinstein’s more famous
rook endgames, and often cited as an ideal ex-
ample of active defence. Analysing it with mod-
ern engines reveals that a number of key points
were misassessed (this is true for many ‘clas-
sics’), but it nevertheless remains an instructive
example; we just need to modify the lessons
drawn from it a little.

31...&g6

Black could very well play the more cen-
tralizing 31...2f6!?, since the h7-pawn has lim-
ited value, though from a human perspective it
is easy to understand the decision to defend it
‘just in case’.

32 Exa7 Ed8

This move was lavishly praised in the old
annotations, but modern analysis suggests it is a
viable but rather unnecessary finesse. Black can
simply advance with 32...f4!? (D), and now:

abcdefgh

f

a) 33 Ed7 (loglcally seizing the d-file that
Black failed to occupy) 33..f5 (if the king

were on {6 — see the note to Black’s 31st move —
then it could move to e5 here, and there would
be no check on d5) 34 Ed5+ &g4! 35 Le2 He8
36 a4 Ee6 37 Eb5 Eh6 38 Ee5 e3 39 3+ (39
fxe3 f3+) 39..&h3! 40 Ef5 Eh4! 41 b4 &xh2
with sufficient counterplay.

b) On 33 Ea6 Black can temporarily hold on
to the pawn with 33..Eb8 (compare the note to
Black’s 33rd move below), while 33...f3 34
Bxb6+ 2f5 is also good, planning to invade
with the rook on the d- or g-file. After 35 Zb4,
to block the d-file if need be, there is time for
the leisurely 35..Eg8 36 a4 Eg2 37 a5 Exh2,
when the most reasonable thing is to repeat
moves with 38 &gl.

33 a6 (D)

33 Eb7 &d6! is OK for Black, as his rook is
well-placed on the d-file, with ..f4 and ...&f5
coming next in most cases.
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33..E2d2?

33...Hb8! is correct. Then 34 a4 &g5! offers
Black enough counterplay (35 b4 f4), while if
‘White moves his rook from a6, the black rook is
quickly reactivated, and 34 Ha4 &g5 35 Eb4
14 36 Le2 h5! 37 a4 Ha8! 38 b3 Ec8! 39 c4
Ec6! 40 Eb5 h4! gives White no advantage.

Putting the rook on b8 only looks passive. In
fact, Black is biding his time to activate this
rook to much better effect, and meanwhile by
covering the b6-pawn, it keeps the white rook
sidelined and ineffective.

34 Exb6+! g5 35 el Ec2 36 Eb5?

White can refute Black’s famous plan with
36 a4! f4 37 a5! 3 38 a6! He2+ 39 &d1 Exf2
(39...e3 40 fxe3 Exe3 41 a7 Ee8 42 a8¥ Hxa8
43 Zel!) 40 a7! Efl+ 41 &d2! Eal 42 Eb7!,
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winning. After the move chosen in the game,
Black achieves a draw without problems.

36...&g4! 37 h3+ &xh3! 38 Exf5 Exb2 39
Hf4 Exa2 40 Exed h5 41 c4 g2 42 B4 Ec2
43 Ehd 2f3! 44 2d1 Exf2 45 c5 Le3 46
Exh5 £d4 12-1»

334) Rubinstein — Alekhine
Karlovy Vary 1911
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Despite White’s shghtly better structure, the
chances are equal. The position is somewhat
closed, and Black has active ideas of his own.

35..%d7! 36 £3

White’s plan is to advance with g4, while
this move also rules out Black’s idea of forcing
a pawn ending, since now 36...Ec8? would lose
to 37 Exc8! &xc8 38 e4.

36...2e8?

Black hopes to defend by passive means, but
this should have failed. The weakening of the
e3-pawn can only be exploited by active coun-
terplay; e.g., 36..a5 37 Hxb6 &c7 38 Hco+
&b7 (D) and now:

b ¢ d e f g h
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a) 39 ©d2 a4 40 2c2 He 41 Ec3 &b6.

b) 39 e4 a4 40 exd5 a3! 41 Ecl! a2 42 Eal!
Db6 43 d6 2xb5 44 d7! &c6 45 d8W ExdS! 46
Exa2 Exd4.

We now return to 36...Ee8? (D):
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37 %?d3?

The king has nothing useful to do on this
flank. After the immediate 37 g4 Black no
longer has time for queenside counterplay and
White can continue to undermine the oppo-
nent’s fortifications; e.g., 37..Ef8 38 gxf5 Exf5
39 &f2 Ef8 40 L¢3 He8 41 HEc3.

37..Ee7?

Still failing to create vital counterplay with
37..Ea8 or 37..Eb8 (which prepares ...a6 or
...a5).

38 g4

38 Ef6 is even stronger.

38...Ee6 (D)
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39 Ec1?!

The pawn ending after 39 Exe6 &xe6 40
gxt5+! gxf5 41 e4! is just as lost for Black as it
would have been a few moves earlier, but for
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some reason Rubinstein chose to ‘believe’ his
opponent at this point.

39...2e7 40 Eh1 2e6 41 Ecl &d7 42 Hel?

And this move should have thrown away the
win, as it allows counterplay, but now from the
other side: 42...h5! 43 Zh1 Eh7! 44 &e2 &e6
45 22 Hc7 46 gxh5 Hc2+ 47 g3 gxh5! 48
Exh5 Bb2! 49 Eh6+ Le7 50 Eh7+ &e6 51
Exa7 Bxb5!. But Alekhine continued to defend
passively:

42..2£7? 43 Hal &d6 44 Zcl1 &d7 45 Zc6
Zr8 46 Le2 Ef7 47 22 Ef8 48 g3 He8 49
Zc3 He7 50 ©hd! h6 51 2g3 h5?! 52 ©h4?!
Eh7?!

Both players are hesitant. Black had nothing
better than first exchanging on g4: 52...hxg4 53
fxg4! Eh7+ 54 &g5! fxg4, which transposes to
the game but bypasses the simpler win men-
tioned in the next note.

53 bg5?!

White wins easily after 53 gxf5!? gxf5 54
&g5 h4 55 &xf5 h3 56 Hcl!.

53...fxgd 54 fxgd! hxgd 55 Lxgd! Zhl 56
&g5?

White should seek to take the gb6-pawn with
his other piece: 56 Ec6!, and if 56...Egl+, then
57 &f3! &e7 58 &2 and Black must give up
either the g6-pawn or the a7-pawn. Or: 56...Ebl
57 Bxg6!; 56...a6 57 Exb6! axb5 58 Exb5! Le6
and White still has some work to do.

56...Eb1! 57 Ea3 (D)
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57..Exb5?

Now Black is completely lost, whereas after
57..%e6!, and pushing the enemy king to the
edge of the board, Black is able to hold the draw
with further accurate play.

58 Hxa7+! £d6 59 &xg6 Eb3 60 £5 Hxe3
61 f6 Eg3+ 62 h7 Ef3 63 7 Ef4 64 g7
Hed+ 65 16 Ef4+ 66 g5 Ef1 67 g6 Egl+
68 &f6 Efl+ 69 &g7 Hgl+ 70 &f8 Hdl 71
De8 Hel+ 72 &d8 Hfl 73 Zd7+ Le6 74 Le8
H£4 75 Ee7 &b5 (D)

abcdefgh

a g h

Now 76 f8@’ is good enough to win, but
Rubinstein’s actual choice showed better tech-
nique:

76 Bc7 1-0

76...Bed+ 77 d7 Ef4 78 Leb.

335) Lasker — Rubinstein
St Petersburg 1914
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A classic example of the power of a rook
placed behind its own passed pawn.

57 £5! gxf5 58 gxf5! Ef6 59 Ef4

White is able to pass the move to his oppo-
nent as many times as he wants, repeatedly put-
ting him in zugzwang.

59...b4

Or 59...d4 60 &e4! Ed6 61 Ef3 &cd 62 f6!
d3 63 £7! d2 64 8! d1'W 65 Wc8+!, mating.
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60 b3 (D)
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60...Zf7

60...2c6 61 ©d4 2d6 62 Ef3 Eh6 63 f6
Eh4+ 64 2d3 Eh8 65 £7 &e7 66 2d4! Ehd+
67 &c5 Lf8 68 Lxd5 will lead to a won
E+bA vs E endgame with the opponent’s king
cut off.

61 f6 2d6 62 2d4! e6 63 Ef2 &d6 64
Ha2 Hc7 65 Ea6+ 2d7 66 Eb6 1-0

In view of 66..Ec3 67 Exbd Ef3 68 eS5,
followed by Ef4, or 66..2cl 67 &xd5 Ef1 68
&e5 Hel+ 69 &f5.

336) Tarrasch — Lasker
Berlin 1918
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In addition to the extra pawn, Black also has
more active pieces, but if White manages to ex-
change his d-pawn for the black a-pawn, the
remaining 3 vs 2 endgame will be very drawish
as things stand.

42... %15 43 h52!

White decides to fix the g7-pawn before
attacking it, but this is a waste of time. The

immediate 43 Ed7 g6 44 d5 leaves White with
an easier task.

43...2ed 44 £d7?

This loses. White should play 44 g4! &f4
(D), and then:
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a) 45 Bd7? is still no good. White is hoping
for 45..2a2+7 46 Lel! &xg4 47 Exg7+, with a
E vs BE+f+h draw in prospect, but 45..Eg5!
wins; e.g., 46 Hxa7 &xg4! 47 d5 &xh5! 48 d6
Lg6!.

b) 45 d5! is essential. This both advances the
pawn on which White’s counterchances are
based and also cuts off the black rook from
moving to g5, so White can achieve his goal of
eliminating the black g-pawn. After 45..Za2+
(45..2xg4 46 Ed7!) 46 el! Black cannot take
White’s kingside pawns while also keeping his
g-pawn and halting the white d-pawn.

We now return to 44 £d7? (D):

abcdefgh
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44..Eg5?

But here this is the wrong move. Black vol-
untarily transitions into the endgame desired by
White, whereas he could win by means of either
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44..Bxh5 45 Exg7 (after 45 Exa7 Eg5 Black
will create a pair of passed pawns) 45...a5 or
44.. Ha2+ 45 el a5! 46 Hxg7 ad.

45 Exa7 &xd4 46 Zad+ ©d3 47 Ehd

This is good enough, but a clearer path to a
draw is 47 g4 f5 48 gxf5 BExf5+ (48...Exh5 49
Ef41) 49 &g3! Exh5 50 HEgd! g5 51 £g2!?, “ar-
resting’ the enemy rook.

47..215+ 48 &g2 Le3 (D)

abcdefgh
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49 ﬁg4?!

Activating the rook with 49 Zh1 leads to a
draw without any problems.

49...2g5 50 Zhd4! £5 51 £h2?

By now there was only one saving con-
tinuation: 51 &h3! &e2 52 Lg2! Eg4 53 Eh2!
f4 54 ©h3+! &f3 55 gxfa!.

51...2g4 52 Eh3 13 0-1

337) Capablanca — Lasker
World Ch (1), Havana 1921
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White has a slight advantage thanks to his
better pawn-structure, but Black’s defensive re-
sources are considerable.

39 &2 2d6?!

Stopping the enemy rook coming to c5, but
allowing White to activate his king. It is more
promising to strive for counterplay on the king-
side, where Black has an extra pawn, even if it
is doubled: 39..&g7 40 Ec5 f5 41 g4 (or 41
a5 Hco6, entering the enemy camp) 41...16.

40 Le3 He6+ 41 2d4 Ed6+? (D)

This should have landed Black in deep trou-
ble. 41...f5 keeps sufficient counterchances.
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O

42 Le3?

Computer analysis confirms that 42 &c5!
a3 43 Ef2! g4 44 fxgd! HExg3 45 &b6! Hxgs
46 &xa6! is winning for White, but this would
be virtually impossible for a human player to
calculate. Intuitively, it looks unclear, and in the
first game of the match Capablanca did not dare
to go for it. He instead decided to retreat tempo-
rarily and include a useful g-pawn advance be-
fore reactivating his king.

42..He6+ 43 &f2 Ed6 44 g4 Ed1?! (D)

A risky moment to seek activity. The game
remains equal after 44...2g7.

a b ¢ d e f
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45 Le2

Too modest. 45 &e3!? gives Black more se-
rious problems, though computer analysis sug-
gests Black should hold after 45..Ed6!. Now
the game quickly ended in a draw.

45..2al 46 &d3 &g7 47 b4 Efl 48 e3
Zb1 49 Ec6 Exbd 50 Exa6 Eb2 12-1»

338) Rubinstein — Euwe
London 1922

Black currently has by far the more active
king, and to stop this becoming a real problem,
White needs to prevent the ...d5 advance.

30 Ea3?!

White hopes to profit from the far-advanced
c6-pawn, but this is too optimistic and should
have given Black a slight advantage. 30 Zc2 is
more accurate.

30...a5 31 bxa5

31 b5?! will leave the a3-rook out of play
for some time. After 31...d5!? White faces a dif-
ficult defence.

31...Ea8 32 Zd5 Zeb8?!

This hands the initiative to White. He should
play 32..Ea6, taking aim at the c6-pawn, or
32...h5, ruling out the g4 advance.

33 Zb3 bxa5 34 Hxb8 Zxb8! 35 Zb5
Zxb5?

Black opts for a pawn ending, but it is
hopeless for him in view of White’s ability to
create a far-advanced passed pawn at any mo-
ment. There was no reason to panic, as Black
can retain adequate defensive resources after
35..Ha8 36 Eb7 Hc8; eg., 37 Ha7 &e6 38
Exa5 Eb8 39 Ea7 Hc8 40 a4 d5 41 ¢5 d4 42
exd4! &ds.

36 cxb5! &e6 37 ad! d5 38 hd h6 39 &gl
g5 40 hxg5 hxg5 41 g4 £4 42 exf4 1-0

339) Capablanca — Alekhine
New York 1924

7 4
. 2 1

s

a b c¢c d e f g h

This endgame had major historical signifi-
cance, in view of the fact that Alekhine defeated
Capablanca three years later for the World
Championship, and following his detailed
analysis of the game, he adjusted his approach
when facing his great rival. He called into ques-
tion the impeccability of Capablanca’s tech-
nique and became more willing to face him in
endgame battles and simple positions. There can
be no doubt that this increased confidence was
of great value, but it is not clear this game truly
supported his conclusions. Modern computers
can in fact affirm that this position is objectively
drawn, and that remained the assessment
throughout the entire ending all the way to the
final move of the game. Capablanca may not
have made the most of his practical chances, but
it certainly wasn’t a case of him failing in a
technically winning position.

36...2e7

It seems that Alekhine considered this move
self-evident, but there is a more forcing com-
puter-approved option: 36...Eb4 37 &d3 Za4 38
2d7 ¢5 39 Hc7 a3+ 40 e2 Exa2+ 41 2f3
and here Black should not put the rook in a pas-
sive location on a5 for the sake of maintaining
material equality, but complete the liquidation
of the queenside pawns by 41...Ec2 42 Exc5 a5.

37 Hd2 2e6 38 Ze3 ¢6?! (D)

Alekhine felt this was a good move, and
necessary to transfer his rook to its fourth rank.
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However, it leads to some practical difficulties
for Black that could have been avoided with the
computer suggestion 38...c5, with similar ideas
to the previous note.
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39 h4

This move has been criticized, but the ques-
tion of which move gives the best practical
chances in an objectively drawn position tends
to be a subjective matter. Alekhine considered
39 ¢5 premature in view of 39..Eb5 40 Zd6+
&e5! 41 Hxc6 HaS! and proposed 39 h3. If
White first transfers his king to the queenside
with 39 &d4!? Hd8+! 40 &c3 Hb8 (or
40...Eh8!?) 41 ¢5 (a computer idea), Black must
avoid 41..2b5? 42 Hd6+! Le7 43 Exco &d7
44 a4, and instead play 41...&e5! 42 Ed6 &xed!
43 Bxc6 2d5!; e.g., 44 Ec7 £5 45 Exa7 Eh8 46
h3 Ee8 with a drawable ending.

39...Eh8! 40 g3 Zh5! (D)
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The rook has reached its fourth rank and a
confrontation begins over White’s attempts to

create a passed h-pawn.
41 Eh2 Ha5 42 2f4 f6

The point of this move is to counter 43 g4
with 43...g5+.

A computer proposal is to play 42..Ha3
first, and wait for 43 g4 before playing 43...f6!
(D), as this stops White’s h-pawn dead in its
tracks due to Black’s mating idea.

- N W A OO0 N

Perhaps Alekhine didn’t like 44 e5 Ec3! 45
exf6 ©xf6! 46 g5+, but this position can be
held.

43 Bc2 Be5 (D)

- N W A O N ®
O
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abcde

44 c5

No way to strengthen White’s game is ap-
parent, so White makes a committal move, tying
both rooks to the c5-pawn.

44..Eh5

The forcing 44..g5+ 45 &f3 (45 hxg5
Bxg5!) 45...gxh4 46 gxh4 5 47 Ec4 &f6 may
be a cleaner solution.

45 Hc3 a5 46 Ec2 He5 47 Zc3 ZhS 48 f3
De7 49 Lgd &f7 50 Ecd

50 ©h3 must be answered with 50...g5 51
Sgd Leb!.

50...2g7 51 Zd4



Exercise Positions

There follow 68 exercise positions, in roughly ascending order of difficulty. These are all taken from
earlier in the book. In each case you are told who is to move, given an indication of the difficulty
level (1, 2, 3 or 4 stars) and a reference to the page in the book where the position occurs (always as a
diagram) and analysis is given. It is for you to determine whether you are looking for a win or a draw,
though this is clear in most cases. Analyse as deeply as you feel is appropriate, and at least decide
what move you would play.

None of the exercises are completely trivial, and the 3- and 4-star positions should prove chal-
lenging even for titled players who have a good knowledge of rook endgame theory. Sometimes the
difficulty is due to the need for detailed, accurate analysis, while in other cases there are hard-to-see
moves and tricky concepts. The 4-star positions in particular may well offer all of those challenges.

Note that you may also view these positions as revision exercises, to be examined after you have
read the book. In that case, they should prove a good deal easier, if you have studied carefully.
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1) White to play * answer on page 221 3) Black to play * answer on page 168
a b c¢c d e f g h
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2) White to play * answer on page 178 4) Black to play * answer on page 177
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Exercise Positions
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answer on page 34

answer on page 39 8) White to play **
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5) White to play
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answer on page 41

9) Black to play **

answer on page 7

6) Black to play *
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10) White to play **
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answer on page 42

answer on page 25

7) Black to play **



Index of Themes

Numbers refer to games.

3 vs 3 plus a-pawn: 116, 191, 340

3 vs 3 plus b-pawn: 118, 130, 206, 283, 347

4 vs 3 on the same side: 22, 55, 67, 114, 296,
297,298, 313, 376

4 vs 4 plus a-pawn: 106, 127, 207, 311, 383

4 vs 4 plus b-pawn: 108, 201, 224

Blockade (partial list): 54, 62, 63, 103, 116, 210,
233, 248, 288, 304, 340

Building a bridge (Lucena): 62, 213, 221, 307

Checking distance: 28, 48, 101, 103, 108, 184,
216,278,293, 313

Checkmate: 26, 37, 102, 135, 162, 193, 197,
201, 202, 222, 224, 227, 244, 263, 324, 305,
335, 339, 357, 374

Draw agreed in won position: 39, 99, 237, 320

Examples with no result-changing mistakes: 25,
27, 29, 44, 61, 62, 67, 74, 140, 150, 152,
202, 239, 293, 331, 335, 339, 340, 350, 354,
356, 364, 370, 374, 379

Fifth-rank cut-off: 20, 36, 217

Fortress: 290, 344

Full-point errors: 1, 12, 320

Horizontal cut-off: 4, 20, 45, 86, 134, 206, 216,
217,227,250, 277

Lasker theme (staircase): 242, 293

Losing from a winning position: 110, 193, 234,
254, 258, 282

Mistaken resignation: 234, 251, 323

Multiple errors by both sides: 20, 28, 37, 48, 89,
111, 139, 143, 145, 163, 175, 227, 230, 237,
241, 242, 247, 260, 267, 277, 282, 284, 290,
291, 295, 320, 321, 334, 359, 360

Mutual zugzwang: 19, 48, 68, 139, 169, 181,
195, 201, 274, 305, 317, 321, 359, 370

Opposition (partial list): 68, 85, 102, 216, 241

Pawn endgame (partial list): 21, 33, 34, 47, 63,
66, 68, 89, 90, 93, 97, 98, 102, 119, 123,
126, 132, 134, 139, 162, 167, 172, 194, 237,
252,253, 260, 296, 315, 332, 334, 338, 357,
362,375

Perpetual check: 3, 8, 83, 89, 121, 193, 196

Philidor’s third-rank defence: 122, 175, 354

Positional draw: 65, 184, 269, 323

Promotion check (partial list): 8, 20, 97, 132,
251,258,274, 302, 346, 374

Prophylaxis: 11, 79, 98, 161, 163, 193, 282,
284, 320, 344

Queen endgame: 20, 24, 53, 83, 85, 91, 97, 100,
119, 143, 147, 157, 158, 162, 184, 229, 260,
302, 322, 324, 382

Queen + rook endgame: 31, 34, 169, 193, 356,
362

Queen vs rook (+ pawns): 125, 147, 152, 193,
225,281, 287,327, 344, 371

Race to promote: 53, 64, 135, 147, 228, 258,
267,302, 322, 367, 382

Repeated errors: 28, 60, 89, 114, 139, 237, 260,
290, 295, 359, 377

Réti theme (chasing two hares): 270

Rook vs pawns (partial list): 110, 280, 371, 372

Rook+f+h vs Rook: 10, 15, 73, 89, 105, 130,
196, 206, 218, 242, 248, 269, 288, 336, 347,
357,382

Short-side defence: 10, 28, 48, 101, 186, 200,
278, 354

Shouldering off: 35, 230

‘Square’ of the pawn: 7, 40, 111, 128, 139, 192,
198, 267, 289, 296

Stalemate: 71, 129, 145, 166, 188, 219, 255,
273, 288, 359, 378

Technique (good/bad): 28, 40, 140, 187, 201,
234,242,278, 327, 334

Trapped rook: 126, 274, 287, 336

‘Triangular’ positions: 227, 274

Underpromotion: 49, 205, 246, 227, 274, 346

Vancura defence: 70, 192, 208, 316, 317

Zugzwang (non-mutual, partial list): 1, 17, 27,
34, 54, 58, 65, 80, 110, 119, 152, 189, 195,
210, 264, 274, 290, 317, 323, 326, 331, 335

Zwischenzug: 369



