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INTRODUCTION
 
   


 
  

A.              Who This Book Is For – and Not For
 
   Hopefully, you are reading this sentence in Amazon’s free “preview” sections of this book because I start all my books the same way:  by telling certain people – immediately – they should not buy it!  (I have never been a good salesman!)  Why would I tell people not to buy one of my books?  Because of something I know to be true, but that so many other chess authors can never admit – my book cannot possibly be for everyone.  Indeed, how could any chess book ever be?  The spectrum of players is simply too vast – from Grandmaster world champions to individuals who still don’t fully know how the pieces move.  A book can be written for everyone in that chasm of a spectrum?  Ridiculous.
 
   Like my other books, let me pay the reader respect by being perfectly blunt.  If you are a high-ranking, chess club member with anything higher than a 1700 USCF rating, DO NOT BUY this book.  I have already wasted too much of your time.  This book will almost certainly be a waste to you.  (Unless, you (quite amazingly) have earned your rank with a dismal sense of single Pawn endgames – possible, but highly unlikely!).
 
   Likewise, if you are a new player who learned just yesterday about how Pawns move differently than they capture, this book also is not for you.  You have other things you should be dedicating your time to and this book will simply – too quickly – get over your head.  (Indeed, to even read this book you need to be able to understand Algebraic notation.).
 
   Who does that leave?  Everyone in between!  And lucky for me, this constitutes the great majority of the chess playing world.  
 
   The goal of this book is to give intermediate and novice chess players a solid understanding regarding not only all major single Pawn endgame positions he or she will ever see on a chessboard but several other endgame positions where the principles of single Pawn endgames are key.  
 
   Many such single Pawn endgames are “child’s play” that can be figured out by the most inept of players.  However, as we will see – and as probably many of you know – other such positions are not so simple.  Mistakes can be made quite easily.  And such mistakes are often of the most painful kind – as a simple misplayed Pawn or King leads to disaster.  (Single Pawn Endgame mistakes are especially painful because they often entail a long, equally well-fought matchup).
 
   Below are some positions that are representative of positions we will discuss in this book.  If any of these positions seem over your head or “under” it – again, I advise you to not buy this book.  (I’d rather you keep your money than purchase something that will be of no value to you.)  I have only two caveats:  1) when reviewing these positions please do not simply determine whether you know the right answer or not – see if you understand why a given answer is right (Chess “instinct” will get you far, but this book will show you why the given answers are right making you a better player);  2)  In trying to figure out why an answer is right see how long it took you to figure it out.  (This book will show you how to figure out all these problems within seconds).
 
   


 
   
 
  



What is the outcome if it is White-to-Move?  Black-to-Move?
 
    [image: ] 
 
   If it is Black-to-Move, the game is a draw.  If it White-to-Move, White wins.  Do you know why?  Were you able to come to your answer within 10 seconds?
 
   


 
   
 
  



What is the outcome if it is White-to-Move?  Black-to-Move?
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   If it is White-to-Move, White wins.  If it Black-to-Move, the game is a draw.  Do you know why?  Were you able to come to your answer within 10 seconds?
 
   


 
   
 
  



What is the outcome if it is White-to-Move?  Black-to-Move?
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   If it is White-to-Move, White wins.  If it Black-to-Move, the game is a draw.  Do you know why?  Were you able to come to your answer within 5 seconds?
 
   


 
   
 
  



What is the outcome if it is White-to-Move?  Black-to-Move?
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   No matter who moves first, the game here is a draw.  Do you know why?  Were you able to come to your answer within 10 seconds.
 
   


 
   
 
  



What is the outcome if White plays 1. Rxa6?
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   White playing 1. Rxa6 (leading to 1… Bxa6 and 2. Kxa6) leads to a drawn game.  Do you know why?  Did it take you more than ten seconds to figure this out?
 
   


 
   
 
  



What is the outcome of 1… Bxd6?
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   With 1… Bxd6, the game is drawn.  Do you know why?  Did it take you more than ten seconds to figure this out?
 
   


 
  



B.              Why a Book Dedicated to Just Single Pawn Endgames?
 
   As most chess players are aware, whole books – many very detailed – are dedicated to chess endgames.  Not surprisingly, these books generally take a “macro approach” trying to encompass – in a very finite number of pages – every possible endgame scenario one can imagine.  Rook vs. Rook endgames, Bishop vs. Knight endgames, Queen vs. 2 Rooks endgames, etc.  Needless to say, this book is not one of these.  This book deals with – and only with – single Pawn endgames, i.e., chess endgame situations where only one Pawn and (of course) two enemy Kings are on the board.
 
   Why isolate a book solely to this very finite endgame scenario?  First, of all, they are not so rare.  A review of a random 100,617 games on a popular online chess server reveals that 2,064 games end with a single Pawn endgame as defined above.  That is 2.06%.  While a seemingly trifling number, this is high compared to other common endgame scenarios found in most endgame chess books.  Examples:
 
   a) Knight, Bishop, Any # Pawns vs. Rook, Any # Pawns, King = 597/100,617 = .59%
 
   b) Two Rooks, Any # Pawns, King vs. Queen, Any # Pawns, King = 423/100,617 = .42%
 
   c) Queen, Pawn, King vs. Queen, King = 124/100,617 = .12%
 
   d) Knight, Bishop, King vs. King = 11/100,617 = .012% (and I guarantee almost every Chess Endgame book you will find covers this!)
 
   e) 2 Bishops, King vs. King =0/100,617 = 0%
 
   Second, Single Pawn Endgames provide much of the necessary insight needed to understand more complicated endgame scenarios.  For example, take this very easy position below with Black-to-Move:
 
    [image: ] 
 
   Black is obviously losing here – with White up a Pawn.  Black is simply hoping for a draw.  He is thinking 1… Rxb2 is an easy ticket to a drawn game.  Is it?  No.  It leads to disaster.  After 1… Rxb2  2. Kxb2, White is left with a single Pawn endgame where White’s Pawn will (quite easily, actually) promote.  Only if Black understands single Pawn endgames will he know to avoid this move.  Single Pawn endgames are pivotal in understanding so many other endgame positions.
 
   Third, single Pawn endgames represent a quick and easy fix for so many amateurs struggling with the endgame.  Especially for amateurs, many mistakes are made regarding these positions.  In these games, amateurs “throw away” (or draw) games they should have easily won (or – if they are on the losing end – they lose games they could have easily drawn).  Below is the position from an actual game where, White (a player of moderate rank – hardly a “newbie”) makes an egregious blunder regarding a single Pawn endgame.  It is White-to-Move:
 
    [image: ] 
 
   White plays the indefensible 1. Ke1?? instantly losing the game – a game which he should have easily drawn.  The correct move was 1. Kf2 (this book will explain to you later why this is the case).  
 
   Errors like this should not happen.  Single Pawn endgames are never “rocket science” – and seldom is any mental “heavy lifting” involved.  With the memorization of a few simple rules and positions (all to be outlined in this book), an amateur will be able to deal with almost all Single Pawn chess endings they will ever come across.  (Unlike so many other chess endings, here one generally does not need the ability to see more than 2 or 3 moves into the future.).
 
   
 
  



C.              Structure of this Book
 
   Understanding a difficult concept is best handled by breaking down that concept into various, easier-to-understand “blocks” and trying to understand those individual “blocks” first.  By understanding the “blocks”, one better understands the ultimate concept those “blocks” form.
 
   Single Pawn endgames are semi-difficult concepts to understand, and as such I will begin by providing the reader information regarding the basic “blocks” that make up these endgames.  I will begin by discussing with the reader 6 different fundamental, single Pawn-related positions.  These positions will be inter-related and discussion of one will often be tied in with others.  Again, the goal is to take these “blocks”, understand them and then figure out how they interrelate with each other to form the overarching concept of single Pawn endgames.
 
   Towards the end of this book, with the reader (hopefully!) having a better sense of the single Pawn endgame, we will put the reader’s new found wisdom through some practical examples – which include not only single Pawn endgames, but other endgame situations where more than a single Pawn is on the board however key principles of single Pawn endgames are prominent.
 
   
 
  




D.              Layout of this Book
 
   This book will discuss various chess positions using various diagrams.  The book will also discuss a series of moves regarding these positions.  This is where things get tricky for the author.  Discussing a single set of moves is easy.  For example, if I wanted to discuss:  1. e4 e5  2. Nf3 Nf6.  I could present a nice diagram showing the chessboard after those four half-moves.  What if, however, we also want to discuss 1… c5 as an alternative to 1… e5?  Do I wait until our discussion of 1. e4 e5  2. Nf3 Nf6 is over – or do I try to discuss 1… c5 and 1… e5 together?  Do I provide detailed diagram analysis for both?  If so, how?  These are complications and problems for any chess author and there are no ideal solutions.  
 
   With this book, I rely on two methods to discuss alternative moves.  First, for many alternative moves I will simply mention them in the text without providing any diagrams.  This might seem like laziness on the part of the author, but if I were to present a diagram on truly every position I wish to discuss, this book would probably quadruple (if not more) in size!  In other situations, I will rely on bold face font to indicate to the reader which positions I will provide a diagram for.
 
   Take, for example, this portion of the book below:
 
    [image: ] 
 
   Watch out for stalemate threats!  7… Ka8 followed by 8. c6 is such a trap.  After 7… Ka8, White should simply play 8. Kb6.  (8. Kc8 accomplishes nothing).
 
   Several different positions are being discussed here.  The boldface indicates to the reader that I will soon (the very next page) be providing the reader a diagram incorporating the boldfaced moves.  For moves in “regular” font, no such diagrams are generally provided.  Again, this is simply to keep the book a reasonable size.  
 
   In some situations, I will rely on endnotes to discuss key alternative moves.  Clicking on the endnote will temporarily take the reader away from the main text to discuss a particular set of alternative moves.  From here, of course, the reader will have to navigate his way back.  For the Amazon Kindle and other e-Reader devices, this simply requires a couple clicks of the “Back” button.
 
   
 
  



E.              Terminology of this Book
 
   Some of the terminology used in this book will be slightly confusing to some readers.  The book will introduce the readers to some endgame concepts and then name them, so they can be referred to later in other portions of the book.  Some of these terms are fairly common in the chess world (ex. “opposition” and “zugzwang”).  Others are the author’s own personal terminology (i.e., names the author made up!).
 
   One important bit of terminology is important to note right away.
 
   In Single Pawn endgames, there is of course one single Pawn on the board and two rival Kings.  The side without the Pawn cannot possibly win the game – he has no material to do so.  All he can do is draw the game.  The side with the Pawn, however, can never lose the game.  He can only win the game or be forced into a draw. 
 
   To save time, space and probably some sanity, for the purposes of this book, in all cases the side with the Pawn will be White and the side without will be Black.  Thus, when you see references to specific rules such as:  “White should always maintain the opposition” or “White should be wary of stalemate traps”, what I am really saying is “ ‘The side with the Pawn’ should always maintain opposition” or the “‘The side with the Pawn’ should be wary of stalemate traps.”  
 
   


 
  




F.              Tips for Best Utilizing this Book on Kindle or other E-Reader
 
   This book is designed specifically for the Amazon Kindle and similar electronic reading (“e-reader”) devices.  As this book is specifically (and solely!) for chess players of moderate or intermediate status, my goal as an author was to provide as many diagrams as possible to aid the novice/intermediate reader.  (The intention of this book is that almost anyone would be able to read it without ever having to have a chess board next to him or her).  Indeed, as an informal “rule of thumb” my goal was to have a diagram on every page of this book.  Unfortunately, this can be slightly problematic on the Amazon Kindle.  For users reading with larger font sizes (on your Kindle), you might come across situations where – due to the large font size you are using – a discussed-diagram gets separated from the narrative.  For example, I provide a diagram on page 27 and discuss the diagram on page 27 and 28.  If you, however, are using a large font size, that narrative might now be on page 27 to 32 – with the diagram still on page 27.  This is hardly ideal and, alas, is one of the many limitations of the e-readers and chess books. 
 
   To avoid such complications, or at least try to minimize them, I advise trying to use the smallest font you are comfortable reading.  This will minimize the distance between diagrams and narratives and very much help the reader in reading this book.
 
   


 
   
 
  



Fundamental Principle #1:  The Queening Square
 
   Chess endgames involving single Pawns are not created equal.  Most single-Pawn endgames fall into one of the two situations– 1)  Where it is painfully clear the Defending King cannot prevent Pawn promotion (i.e., a clear “win”);  2) Where it is painfully clear the Defending King can prevent Pawn promotion (i.e., a clear “draw”).
 
   For example, hopefully all readers will realize that the following position is a “win” (and an easy one) for White and the attacking King.
 
    [image: ] 
 
   Regardless of who moves first, White will easily be able to promote his Pawn – and there is nothing the Black King can do about it.  
 
   


 
   
 
  



Likewise, hopefully everyone realizes that the following position is a “draw”.
 
    [image: ] 
 
   Here, again regardless of who moves first, Black’s King will simply “snatch up” the attacking Pawn.  The White King can do nothing to prevent this.
 
   


 
   
 
  



The key variable – in both the situations above (the “easy wins” and the “easy draws”) -- is the placement of the defending King (Black) in relationship to the attacking Pawn (White).  For the “easy draws”, the general rule is that:  if Black can get in front of the White Pawn, with the White King being too far away to support or defend the Pawn, the Black King can capture the Pawn and force the draw.  In these situations, Black simply “gobbles up” the unprotected Pawn.
 
   For the “easy wins”, the rule is that:  if the Black King cannot, on Black’s next move, get his King in front of or immediately adjacent to the square the White Pawn is on, than White can easily force the win with simply moving his Pawn to promotion.  
 
   “Huh?”, right?
 
   Luckily, this second rule has an easy visualization tool that enables players to determine very quickly whether they are facing an “easy win” type situation.  It is called the “Promotion Square” or the “Queening Square” Rule.
 
   


 
   
 
  



Let us see the Queening Square Rule in action.   Review the problem below:  with Black-to-Move is this an “easy win” for White?  
 
    [image: ] 
 
   Many will spend a long length of time trying to count – in their heads – the movements of the White Pawn versus the Black King and try to determine whether the Black King can “catch” the Pawn before it promotes.  This is a major waste of time!  Instead, use the “Queening Square” trick.
 
   


 
   
 
  



The first step is to imagine a line from the Pawn to the final rank the Pawn needs to go to promote (always the 8th, duh!).
 
    [image: ] 
 
   


 
   
 
  



Whatever the length of this line is (here four squares), imagine another line of equal length, this time horizontal of the Pawn.
 
    [image: ] 
 
   


 
   
 
  



Now finally – remember, we are dealing with a “Queening Square” –imagine two additional lines to finish the square.
 
    [image: ] 
 
   And now the “Queening Square” is complete.  Now to apply it.  The secret is this:  If the Defending/Black King cannot get his King inside this “Queening Square” on its next turn, the Defending/Black King loses.  
 
   


 
   
 
  



Here, with the diagram below, Black cannot get into the “Queening Square” on Black’s next turn – thus he loses.  
 
    [image: ] 
 
   For example, 1… Ke3.  2. c5 Kd4.
 
   


 
   
 
  



After 1… Ke3.  2. c5 Kd4.
 
    [image: ] 
 
   3. c6 Kd5.  4. c7 Kd6.
 
   


 
   
 
  



After 3. c6 Kd5.  4. c7 Kd6.
 
    [image: ] 
 
   And with White’s next move (5. c8 =Q), Black has no reply.
 
   


 
   
 
  



Now imagine the same problem – with the two Kings moved exactly one square up vertically.
 
    [image: ] 
 
   Unlike the previous position – now Black-to-Move is a draw.  (Remember the Rule:  If the Defending/Black King cannot get his King inside this “Queening Square” on its next turn, the Defending/Black King loses.)  Here Black can indeed enter the square on its next move.  
 
   


 
   
 
  



Again, we must “redraw” – in our minds – the Queening Square.  Remember one line up vertically from the Pawn to the 8th Rank.
 
    [image: ] 
 
   


 
   
 
  



Now “draw” an equally sized line (here four square long) horizontally.
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Now, imagine, two more lines to “complete the square”.
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   Here – with Black-to-Move—Black can get his King inside this square and draw the game.
 
   


 
   
 
  



Let’s actually see the game with Black-to-Move.
 
    [image: ] 
 
   1… Ke4.  2. c5 Kd5.
 
   


 
   
 
  



After 1… Ke4.  2. c5 Kd5.
 
    [image: ] 
 
   And no matter what move White makes here, Black’s King will capture the White Pawn.
 
   


 
   
 
  



As another example, take the problem below – it is again, Black-to-Move.
 
    [image: ] 
 
   With Black-to-Move (or White-to-Move) Black loses.  Use the Queening Square to see why.
 
   


 
   
 
  



In your mind, draw the Queening Sqare.
 
    [image: ] 
 
   Black’s King could get into the Square if White’s King wasn’t preventing movement into g3.  That is, however, the case – and, as such, Black loses (no matter whose turn it is to move first).
 
   


 
   
 
  



As a final example consider the problem below – again, it is Black-to-Move.
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   Using the Queening Square, let us determine why this is a loss for Black.
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   Black – with his next turn – cannot get into the Queening Square.  Thus, Black loses.
 
   
 
  



Fundamental Principle #2:  The Escort Position
 
   A.              The Basic Principle
 
   Much of this will be common sense to the reader, but it bears a quick review.  In the position below, no matter where the Black’s King is positioned (I don’t even bother placing the piece on the Board) – and regardless of whose turn to move – White wins.  
 
    [image: ] 
 
   


 
   
 
  



[image: ]
 
   In this position White’s pawn can simply march up the board to the 8th rank and there is nothing Black can do to stop it – White never even has to move his King.  Because White’s King is escorting this advance, this is called the “Escort Position.”  The Rule regarding the Escort Position is:  Once White achieves the Escort Position, the Pawn can promote with simple Pawn movements alone.
 
   


 
   
 
  



The Escort Position Rule also applies to this position:
 
    [image: ] 
 
   However, it must be either:  a) White-to-Move (If it is White-to-Move, than no matter where the Black King is situated, White wins.); or b) a situation where, even if it is Black-to-Move, Black cannot capture the Pawn with Black’s next move.
 
   


 
   
 
  



Thus, the following position would be the Escort Position regardless of who moves first:
 
    [image: ] 
 
   Even if it were Black-to-Move, this is the Escort Position, because Black cannot capture the Pawn with Black’s next move.
 
   


 
   
 
  



The next position, however, is the Escort Position – but only if it is White-to-Move:
 
    [image: ] 
 
   If it is Black-to-Move, Black simply takes the Pawn.
 
   
 
  




B.              Stalemate Traps
 
   When the Pawn is on the b-file or g-file, one must always be weary of the Escort Position and stalemate threats.  In some situations White cannot simply play Pawn moves and promote.  Take the following example:
 
    [image: ] 
 
   Here, White cannot simply play Pawn moves to promote his Pawn.  Indeed, with White-to-Move, 1. c6 is stalemate.  The lesson is that even with the Escort Position – never get ahead of yourself.  Simply pushing your Pawn to the 8th rank may not be a sure fire win after all.  (We will explain below what White should play in these situations.
 
   
 
  



C.              Importance of the Escort Position
 
   I suspect this discussion regarding the Escort Position will leave many people “scratching their heads.”  Just why is this important?  It is important because in so many single Pawn endgames this is the position the White King is striving to reach.  It also serves as an effective way of minimizing the content of this book.  I can now (and will!) go over many single Pawn endgames, show you moves leading to the Escort Position and simply tell you “White wins because he has achieved the Escort Position.”  I don’t need to play the game out all the way to the end.
 
   
 
  



Fundamental Principle #3:  Zugzwang
 
   For many, this fundamental principle is even more basic than the Escort Position.  It is, however, pivotal to single Pawn endgames and is worth noting.
 
   Quite simply – in chess there is no such thing as being able to “pass” your turn.  A side can never say, “It is my move, but I don’t like any of my options.  I pass and am not going to move.”  In other words, the rules of chess says a player must always move unless they are in checkmate or stalemate – even if such a move instantly results in that player’s checkmate or an unfavorable stalemate.
 
   When a player is in this situation – i.e., wants to pass his or her turn but (of course) cannot – he or she is said to be in “zugswang”.  Zugzwang is simply a fancy-sounding, foreign word to describe the phenomenon we just described.
 
   Zugswang is key in single Pawn endgames because in many such endgame positions both sides are not so much trying to absolutely limit the movement of their opponent, but (more accurately) play in such a way to give that opponent only losing legal moves.  In such endgames, you often want to give force your opponent into zugswang.
 
   
 
  




Fundamental Principle #4:  Opposition
 
   A.              Vertical, Horizontal and Diagonal Opposition
 
                 Opposition is a concept in chess whereby a King can prevent an opposing king from consistently reaching a specific set of squares on a board.  I refer to these squares as “key squares.”  For opposition to work, the King trying to block out the other must occupy exact squares (“corresponding squares”) in relationship to where the enemy King is located.  Take the example below:
 
   


 
   
 
  



[image: ]
 
   Suppose Black wants to enter into the highlighted squares (any of them).  If it is Black-to-Move, there is nothing Black can do to occupy any of these highlighted squares (with proper play, of course!).  White can always prevent this by using opposition.
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   For example, if Black plays 1… Kc3, White responds with 2. Kc5
 
   


 
   
 
  



After 1… Kc3 and 2. Kc5.
 
    [image: ] 
 
   And Black still cannot enter into any of the highlighted squares.  Simply put – whatever file Black’s King goes, White’s King follows.  As long as White can keep his King two squares above the Black King and on the same file – Black can never enter any of the highlighted squares.  (Ex.  If Black’s King was on f3, White’s King would want to be on f5).  As will be discussed further below, if Black decides to move his King backwards, White can still prevent Black from ever entering any of the highlighted squares).
 
   


 
   
 
  



In positions like the one below, the terminology used by the chess world is that one of the sides (depending on whose turn it is to move) “has the opposition.”
 
    [image: ] 
 
   In the diagram above, if it is White-to-Move, Black “has the opposition.”  If it is Black-to-Move, White “has the opposition.”  Notably opposition is a two way street – if White has the opposition here, Black can never enter any of the highlighted squares.  If Black has the opposition, White can never enter these squares.
 
   


 
   
 
  



As the example above demonstrates, opposition can exist when the two Kings are on the same file and are exactly two squares away from each other.  Because in these situations the two Kings are vertical from each other, this is known as “Vertical Opposition.”  Vertical Opposition is generally the most important opposition to know when dealing with single Pawn endgames.  
 
   


 
   
 
  



Opposition, however, can be Horizontal.  For Horizontal Opposition to exist, the two Kings must occupy the same rank and be exactly two squares away from each other.  Take the position below imagining that the highlighted squares were key:
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   If it is Black-to-Move, the Black King (with proper play) can never occupy any of those shaded squares.  White would simply place his King on the exact same rank as the Black King two files over (ex. 1… Kd4 is met with 2. Kb4).  Again – and always remember – opposition is a two way street.  If it White-to-Move, Black has the opposition – and White can never enter any of the shaded squares.
 
   


 
   
 
  



Opposition can also be Diagonal.  For Diagonal Opposition to exist, the Kings must occupy the same diagonal and be exactly one square away from each other.  Take the position below.  
 
    [image: ] 
 
   With Black-to-Move, White can prevent Black from ever entering any of these highlighted squares.  What happens is that eventually Black is forced into either Vertical or Horizontal Opposition.  Let us look at an example.
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   Assume Black plays 1… Kc5.  White responds with 2. Ke5.
 
   


 
   
 
  



After 1… Kc5  2. Ke5.
 
    [image: ] 
 
   And now White has horizontal opposition – whereby White can prevent Black from entering any squares right of the shaded line (see below).
 
    [image: ] 
 
   
 
  



B.              Distant Opposition
 
   There is also the concept of “Distant Opposition”.  The two easiest to understand are Vertical Distant Opposition and Horizontal Distant Opposition.  Two Kings will be in Horizontal Distant Opposition if the two Kings are more than one square apart, occupy squares of the same color, and are on the same rank.  Two Kings will be in Vertical Distant Opposition if they are more than two squares apart, are on the same file and they are on squares of the same color.  
 
   


 
   
 
  



Take the position below:
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   The two Kings are more than one square apart, they are on the same colored squares, and the two Kings are on the same file – they are in Distant Vertical Opposition.  
 
   


 
   
 
  



Like “regular” opposition, when a side has Distant Opposition, that side can prevent the enemy King from occupying certain key squares.  Take this position:
 
    [image: ] 
 
   If is Black-to-Move (i.e., White has the Distant Vertical Opposition), White can prevent Black from ever occupying any of the highlighted squares.  
 
   


 
   
 
  



With Black-to-Move, all White needs to do to maintain opposition is to take Black’s move and move to the corresponding square (i.e., the square that after White’s move still leaves White with opposition).  Take for example:  1... Kb6 – this is met with 2. Kb2 (White has Distant Opposition).  2… Kc6 is met with 3. Kc2 (White has Distant Opposition).  3… Kd2 is met with 4. Kd6 (White has Distant Opposition).  4… Kc5 is met with Kc3 (White has regular Vertical Opposition).
 
    [image: ] 
 
   And we are left with “regular” vertical opposition – where we know Black can never enter the three highlighted squares.  (Note how after each of White’s moves (following Black’s) White always maintained some form of Opposition).
 
   


 
   
 
  



Distant Diagonal Opposition can exist also – but only if the two Kings are on the same colored squares, occupy the same diagonal, and there are an odd number of squares between the two Kings.  Take this position:
 
    [image: ] 
 
   If it is Black-to-Move, White has Distant Horizontal Opposition and White can prevent Black from entering any of the highlighted squares.  As with regular Horizontal Opposition, eventually White can force Black into Vertical or Horizontal Opposition.  
 
   


 
   
 
  



The one thing to always remember about Distant Diagonal Opposition is the rule that the Kings must be an odd number of squares apart.  Take this position:
 
    [image: ] 
 
   With White-to-Move, White does not have distant opposition (there are only two squares between the two Kings – and two is an even (not odd) number).  Thus, the Black King can get to at least one of the highlighted squares.
 
   
 
  



C.              Virtual Opposition
 
   There is one last form of opposition to discuss – called Vertical Opposition.  This is the trickiest to understand.  It involves a situation where neither Vertical, Horizontal, nor Diagonal Opposition immediately exists, but the pieces are in such a position that one of these forms of opposition cannot be avoided (with proper play).
 
   


 
   
 
  



With Black-to-Move, White has Vertical Opposition.
 
    [image: ] 
 
   White can prevent Black from ever entering any of the highlighted squares.  Whether White will rely on Vertical, Horizontal, or Diagonal opposition depends on the moves Black makes – but Black cannot occupy any of these squares.
 
   


 
   
 
  



Take the previous position:
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   If the Black King, for example, moves one square down (1… Kb5), White moves one square up (2. Kd3).  White has Diagonal Opposition.
 
   


 
   
 
  



After 1… Kb5.  2. Kd3.
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   If Black now plays 2… Kc5, White now can gain Vertical Opposition with 3. Kc3.
 
   


 
   
 
  



After 2… Kc5.  3. Kc3
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   Black now can never get into any of the highlighted squares.  In actually (because White has Vertical Opposition), Black can never get into any of the squares below the shaded line below.
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What makes Virtual Opposition tricky is its odd requirements.  Virtual Opposition (like Diagonal, Vertical, and Horizontal Opposition) requires the two Kings being on the same colored squares.  There is, however, another truly odd requirement.  It is so odd, it is hard to articulate in narrative, but here it goes:  the two Kings must form a rectangle whereby all corners of that rectangle are the same color.  (You are probably asking what in the world I am talking about.)
 
   


 
   
 
  



Take this position:
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   I can assure you that with Black-to-Move, White has the Virtual Opposition and Black can never reach any of the highlighted squares.  Let us examine why.  Note how the Black King at b6 and the White King at d2 form a rectangle, whereby all corners are the same color (with d6 and b2 being the other corners).  
 
   


 
   
 
  



Draw the rectangle in your mind.
 
    [image: ] 
 
   Because the four corners of this diagram are the same color, with Black-to-Move, White has Virtual Opposition.
 
   


 
   
 
  



Let us look at another example.  Take this position:
 
    [image: ] 
 
   The two Kings are on the same colored squares and they form a rectangle whereby all corners are the same color – with Black-to-Move, White here would have Virtual Opposition.  White can prevent Black from entering any of the highlighted squares.
 
   


 
   
 
  



One more example.
 
    [image: ] 
 
   Here the Black King and the White King are on the same color square (black), but the imaginary square they form does not have corners of the same color (b1 and e6 are white).  This is not Virtual Opposition.  With Black-to-Move, Black can enter at least one of the highlighted squares.[i]
 
   


 
   
 
  



D.              Understanding the Key Squares Opposition Involves
 
   Sometimes it can be a little confusing – even if you understand when opposition positions occur – to determine what key squares the opposition position involves.  In other words, what are the key squares opposition prevents another King from entering.
 
   


 
   
 
  



Take this position:
 
    [image: ] 
 
   The two Kings are in Distant Horizontal Opposition.  Supposing it is Black-to-Move(i.e., White has the opposition), what squares can White’s King prevent Black from entering?  The key with all opposition positions is to find the “median square” – the square perfectly in the middle of the two Kings.
 
   


 
   
 
  



Here it is – it is e6.
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   Note how e6 is directly in the middle (or the “median”) between the two Kings.  From here – as we are dealing with Distant Horizontal Opposition – we draw a line up and down from the “median square”.  
 
   


 
   
 
  



And (assuming, of course, it is Black-to-Move), White can prevent Black from ever entering any of the highlighted squares.
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Try another example:
 
    [image: ] 
 
   Where is the “median square”?
 
   


 
   
 
  



The “median square” is at d4 (the square perfectly between the Black and White Kings). 
 
    [image: ] 
 
   If it is White-to-Move, the White King can never enter any of the highlighted squares.  (If it is Black-to-Move, the Black King cannot).
 
   


 
   
 
  



Figuring out “key squares” is a little trickier with Diagonal and Virtual Opposition.  Still, however, the key is the “median square.”  Take this position.
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   This is Distant Diagonal Opposition.  The “median square” is d3.  However, because this is a form of Diagonal Opposition, a unique series of key squares is involved – all depending on who has the opposition. 
 
   


 
   
 
  



With White-to-Move (Black has opposition), the line looks like this:
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   Black can prevent White from ever entering any of these squares.
 
   


 
   
 
  



With Black-to-Move (White has opposition), the line looks like this:
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   White can prevent Black from ever entering any of these squares.
 
   


 
   
 
  



The general concept with Diagonal Opposition is the same for Virtual Opposition.  Take this position:
 
    [image: ] 
 
   As always – the key is the “median square” which here is c4.  The “key squares” regarding this position are all based from this square, but – like Diagonal Opposition – it all depends on who has opposition.
 
   


 
   
 
  



If it is Black-to-Move (White has the Virtual Opposition):
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   These are the key squares – and White can prevent Black from ever entering any of them.
 
   


 
   
 
  



If it is White-to-Move (Black has the Virtual Opposition):
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   These are the key squares – and Black can prevent White from ever entering any of these squares.
 
   


 
   
 
  



E.              Understanding the Importance of Opposition in Single Pawn Games
 
                 After the often grueling lessons above regarding opposition, the astute reader is probably asking:  “Why does any of this matter regarding single Pawn endgames?”  The answer is that in such endgame scenarios there will often be a series of pivotal squares (almost always more than one) whereby an entire game will concentrate.  If the White King can get to them (any of them), White will win.  If the White King cannot get to them, the game is a draw.  
 
   


 
   
 
  



Take this position:
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   This will be explained in full detail below, but White has no possibility of winning this game unless he can get his King into one of these highlighted squares in front of his Pawn.  If Black can prevent this (and in this case he can – regardless of who moves first), this game is a draw.
 
   


 
   
 
  



              Many other single Pawn endgame scenarios have similar themes where – to put the matter most simply – the entire contest is White trying to get his King to one of several pivotal squares and Black is desperately trying to stop it.  For both White and Black, opposition (whether Vertical, Horizontal, Diagonal or Virtual) is often the key.  For this reason a very general rule of thumb to have in any single Pawn endgame scenario is:  whether you are playing Black or White, (when you can) always maintain opposition.  This rule has many exceptions, but it is indeed not a bad general rule – as we will eventually see. 
 
   
 
  




Fundamental Principle #5:  The Dominant and Recessive Positions
 
   Review the following two positions very carefully (we are going to spend a great deal of the book looking at them!):
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They are very similar with the only difference being the Kings’ placement in relation to the Pawn.  This simple difference, however, has remarkable implications for the course of the game.  For reasons to be explained later, the first position (below) is a draw no matter which side moves first.  For this reason, it is called the “Recessive Position”.
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Almost all Recessive Positions share this common characteristic – no matter whose turn it is, the game is a draw.  The Recessive Position can occur anywhere on the board.  The key is the location of the Kings in relation to the Pawn.  (The White King needs to be on the same rank as the White Pawn.  The Black King must be on the same file as the White King – two squares above).
 
   


 
   
 
  



Thus, the following position is also the Recessive Position: 
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The following position is also the Recessive Position:
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   (As we will discuss later, however, this position (and others like it where the Pawn is on the 6th Rank represents an exception to the regular Recessive Position Rule – and here, Black-to-Move means White wins).
 
   


 
   
 
  



This, too, is the Recessive Position
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Unlike the Recessive Position (discussed above), when both Kings are in front of the Pawn (see below), White generally wins if it is Black’s turn to move (i.e., White has opposition) but the game is a draw if it is White’s turn to move (i.e., Black has opposition).  Because White has a chance to win in these types of positions it is called the “Dominant Position.” (The “chance” part is important – as noted above, White can win in the Dominant position, but not always).
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Much like the Recessive Position, the Dominant Position can occur anywhere on the board – again, in most situations the rule is the same regardless of where the Dominant Position occurs (White-to-Move draws; Black-to-Move equals a win for White).  The only requirements are that that both the Black and White Kings are above the White Pawn, both Kings are on the same file one square apart, and the White King is on a square adjacent to the White Pawn.
 
   


 
   
 
  



This is also the Dominant Position.
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This position is a Dominant Position as well.
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   (As will be discussed later, while still the Dominant Position, this is an exception to the general rules regarding Dominant Positions – and here, regardless of who moves first, the game is a draw).
 
   


 
   
 
  



This is the Dominant Position too.
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A.              Key Position:  The Recessive Position
 
   Let us examine the Recessive Position in depth.
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   As stated above, with most Recessive Positions (like the one above) no matter which side moves first here, it is a draw.  The trick with the Recessive Position, is that the attacking King always wants to be in the Dominant Position (where “wins” are possible).  This means getting his King in front of and adjacent to his pawn  (by the definitions just discussed – the Dominant Position can only exist when the White King is in front of the White Pawn).  Any of the three squares in front of the Pawn will do (here b5, c5 or d5) – these are key squares (see below) any of which if the White King can get to, he can get to the Dominant Position.  In the Recessive Position (as we will see), White can usually never achieve this – regardless of who moves first.
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   If Black can keep the attacking White King out of these three squares, the Dominant Position is never reached.  The key to understanding why the Recessive Position is always a draw is the fact White’s King (with correct play) can never reach any of these squares – and, thus, White can never reach the Dominant Position.  Let us look at this more closely.
 
   


 
   
 
  



1.              Recessive Position – White-to-Move is a Draw
 
   Take White-to-Move in the Recessive Position.  White cannot advance his King forward up the board – to the three key squares -- no matter how hard he tries.  Black can always position his King to keep the White King out of the three key squares (highlighted below) in front of and adjacent to the White Pawn. 
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In most situations, when responding to White’s King and trying to keep the White King out of the key squares, Black has several different moves that still lead to a draw (i.e., there is no single, right answer).  The exception, however, involves positions like below with Black-to-Move.
 
    [image: ] 
 
   Black’s only way to draw the game here is 1… Kb6.  Every other move allows the White King to occupy one of the key squares and reach the Dominant Position.  
 
   


 
   
 
  



After 1… Kb6.
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For this reason, as a general rule – and as the safest rule – in tracking the White King in the Recessive Position, Black should try to move his King so that it is always two squares above the White King (i.e., maintain Vertical Opposition).   Thus, after 1. Kc3, Black should play 1… Kc5.
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   Black’s King simply follows the White King – with the Black King always two squares above the White King.
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   This rule, however, will need to be broken when the Black King cannot legally occupy the square two squares above the Black King.  For example, in the diagram above, when White plays 1. Kd3, Black cannot go to 1… Kd5 (because of the White Pawn).  In these type of situations Black should simply go to one of the two squares on the same rank as the White Pawn – here c5 or c6.  Let us assume White plays 2. Kc6.
 
   


 
   
 
  



After 1. Kd3 and 2. Kc6.
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   Now if White plays 2. Kd4, Black must play 2… Kd6 to keep White’s King from reaching a key square (abiding by the rule Black should have its King two squares above the White King).  If White plays 2. Kc3, Black plays 2… Kc5 – abiding by the same rule.
 
   


 
   
 
  



This rule regarding the Black King and the exception forms “Black’s Recessive Position Rule.”  Under this rule, (Part 1) when Black is in the Recessive Position, Black can always draw if, on its next turn, it can place the Black King on the square two squares above the White King (i.e., maintain Vertical Opposition), or, (Part 2) if not, on one of the two squares in front of the White Pawn.
 
   As shown above, playing the Recessive Position Rule, White will never be able to advance his King up the board.  This leaves White one option – moving the Pawn forward.
 
   


 
   
 
  



Advancing the Pawn forward, however, does not win White any reprieve.  Note the position below.
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   Moving the White Pawn up still does not allow White to enter the Dominant position.  Take, for example, 1. c5+.
 
   


 
   
 
  



After 1. c5+.
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   Note how as the Pawn moved up one rank, so too did the key squares.  From here, Black applies Black’s Recessive Position Rule discussed earlier – (Part 1) always keeping his King on the square two squares above the White King or, (Part 2) if not that, one of the two squares immediately above the Pawn.  Thus, here Black plays 1… Kc6 (Part 2 of Rule because he is already two squares above the White King).  (Note:  1… Kc7 would work too).
 
   


 
   
 
  



After 1... Kc6.
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   Assume White then plays 2. Kc4.  Then (under Black’s Recessive Position Rule Part 2) Black plays 2… Kc7 (as Black is already on the square two above the White King).  
 
   


 
   
 
  



After 2. Kc4 Kc7.
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   And once again White cannot reach any situation where – by King movements alone – it can reach the Dominant Position (Black’s King can always keep the White King from the key squares).
 
   


 
   
 
  



White’s only option is to continue to push the Pawn forward and forward.  However, if Black operates under Black’s General Recessive Rule discussed (always moving his King to the square two squares above the White King or, if not possible, one of the two squares above the White Pawn), the following position will eventually be reached (keeping in mind the Kings could be on the same ranks but on the b-file).
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   This, however, is a dead end.  Again, White King movements alone do nothing (Black simply applies its Recessive Position Rule).  Moving the Pawn, however, leads immediately to the end of the game.  If White decides to play 1. c7+ here, Black plays 1… Kc8!
 
   


 
   
 
  



After 1. c7+ Kc8.
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   And unless White wants to lose the Pawn, White must play 2. Kc6 (with all other moves, Black can simply take the Pawn).  This move, however, is stalemate!
 
   


 
   
 
  



After 2. Kc6.
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   Black has no legal moves, but is not in check – the game is drawn by stalemate.
 
   


 
   
 
  



2.              Recessive Position – Black-to-Move is a Draw
 
   Having shown that White-to-Move is a draw when in the Recessive Position, let us examine the same when it is Black-to-Move.  All the themes are the same.  White wants to get his King to one of the three key squares in front of the Pawn and achieve the Dominant Position – Black wants to prevent this.  Black also wants to apply Black’s Recessive Position Rule discussed before (place the Black King two squares above the White King or, if not possible, one of the two squares above the White Pawn).
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   In this position, with Black-to-Move, Black is already occupying the square two squares above the White King, so (in accordance with Black’s Recessive Position Rule Part 2) he moves to one of the two squares in front of the White Pawn – here 1… Kc6.
 
   


 
   
 
  



After 1… Kc6.
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   And from here, no matter what White does, as long as Black applies Black’s Recessive Position Rule, White can never advance his King forward.  Moving the Pawn forward – like before – accomplishes nothing.  Applying Black’s Recessive Position Rule, we eventually lead to the same “dead end” as before (this time let us imagine a scenario where the two Kings are on the left-hand side of the Pawn):
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   With Black-to-Move, Black must play 1… Kc8 to draw the game.  From here, White must play 2. Kc6 – or otherwise Black simply gobbles up the Pawn.  2. Kc6, however, is stalemate.
 
   


 
   
 
  



3.              Exception to the Recessive Position Rule – The 8th Rank
 
   As stated above, with most Recessive Positions, the game is a draw no matter who moves first.  The major exception to this rule are cases when the Recessive Position occurs when the Black King is on the 8th Rank.  In these scenarios, White-to-Move still draws, but Black-to-Move equals a White win.  
 
   


 
   
 
  



As stated above, White-to-Move is still a draw (like most other Recessive Positions).
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   If it is White-to-Move, Black simply plays the Recessive Position Rule – keeping his King two squares above the White King.  Thus, 1. Kd5 is met with 1… Ke7 (or 1… Ke8) (Part 2 of Rule).  And 2. Ke5 is met with 2… Ke8 (Part 2 of Rule).
 
   


 
   
 
  



After 1. Kd5 Ke7.  2. Ke5 Ke8.
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   If White now plays 3. Kf6, Black simply plays 3… Kf8 (Part 1 of Rule).
 
   


 
   
 
  



After 3. Kf6 Kf8.
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   And White finds himself exactly where he started – in the Recessive Position with White-to-Move.  This shows what we already know -- White simply cannot get anywhere with simple King movements.  Moving the Pawn, however, brings the game to a quick end.  4. e7+ is followed by 4… Ke8
 
   


 
   
 
  



After 4. e7+ Ke8.
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   And now White has a dismal set of options.  1)  5. Ke6 is stalemate – with the Black King having nowhere to go; 2) Any other move (ex. 5. Ke5) leads to 5… Kxe7 – which is a draw as neither side has enough material to mate.  Thus, we see – even if the Recessive Position occurs when the Pawn is on the 6th Rank – White-to-Move is still a draw.
 
   


 
   
 
  



Now let us examine the exact same original position with Black-to-Move.
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   Black believes he can again rely on his ever faithful Recessive Position Rule.  Here Black plays 1… Ke8 (Part 2 of Rule).  This will work as long as White only plays King moves.  Imagine, White plays 2. Ke5.  
 
   


 
   
 
  



After 1… Ke8  2. Ke5.
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   Black should play 2… Ke7 (Part 1 of Rule).  Now let us imagine White plays 3. Kf5.
 
   


 
   
 
  



After 2… Ke7  3. Kf5.
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   In response, Black should play 3… Ke8 (Part 2 of Rule).
 
   


 
   
 
  



After 3… Ke8.
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   From here, if White plays 4. Kf6, Black plays 4… Kf8 (Part 1 of Rule) and, again, it clear that White is making no progress with King moves alone (which is standard for Recessive Positions).
 
   White, however, does have another option – moving his Pawn.  And unlike other Recessive Positions – here when it is Black-to-Move and the Pawn is on the 6th Rank, White wins!
 
   


 
   
 
  



Returning to original Position
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   With Black-to-Move imagine Black plays 1… Ke8 (the alternative, 1… Kc8, quickly leads to White obtaining the Escort Position).  Now White plays 2. e7.
 
   


 
   
 
  



After 1… Ke8  2. e7.
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   And Black is left with one legal move – 2… Kf7 and it is a loser.  (If there was an imaginary 9th Rank on the board – Black would be able to play 2… Kf9 (Part 2 of Recessive Position Rule and still be able to draw the game – the chess board, however, has only 8 ranks!).
 
   


 
   
 
  



After 2… Kf7.
 
    [image: ] 
 
   White plays 3. Kd7 and instantly reaches the Escort Position.
 
   


 
   
 
  



After 3. Kd7.
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   And White here has an easy win.  Thus, we see how the Recessive Position – with Black-to-Move – leads to a White victory (unlike the vast majority of other Recessive Positions).
 
   


 
   
 
  



4.              The Exception to the Exception – the 8th Rank and A or H-File Recessive Positions
 
   Not every Recessive Position on the 8th Rank is a White victory if it is Black-to-Move.  When the Recessive Position is on the 8th Rank and involves a A or H-Pawn – the game is always a draw (much like the standard Recessive Positions).
 
   


 
   
 
  



Take the position below:
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   Whether it is Black-to-Move or White-to-Move, Black can forget about the Recessive Position Rule, Black can get the draw by simply moving his King back and forth from a8 and b8.  White gets nowhere by simply moving his King – eventually he must move his Pawn.  This, however, leads to stalemate – as long as Black’s King keeps moving from a8 to b8.  Let us examine why.  First, assume White finds Black’s King on b8 when he decides to move the Pawn (like the diagram above).  White plays 1. a7+, to which Black plays 1… Ka8.
 
   


 
   
 
  



After 1. a7+ Ka8.
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   White has no real options here:  2. Ka6 is stalemate.  Any other King movement (ex. 2. Ka5), and Black simply plays 2… Kxa7 and the games is drawn from lack of material.
 
   


 
   
 
  



Now let us imagine a situation where White decides to move his Pawn when Black’s King is on a8 (we just examined situations when the Black King was on b8).
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   1. a7 is instant stalemate as Black has no legal moves.  With any other moves (i.e., White King movements like 1. Kb5), Black simply continues to move his King back and forth between the a and b-files – always leading to a draw.
 
   


 
   
 
  



B.              Key Position:  The Dominant Position
 
    [image: ] 
 
   Unlike the Recessive Position, with the Dominant Position, there is (in most cases) a possibility of White winning.  “Possibility” is the key word because it all depends on who has the opposition.  In the problem above, an example of the Dominant Position, if it is Black-to-Move, White wins.  If it is White-to-Move, the game is a draw.  For this, reason the “Dominant Position Opposition Rule” is:  No matter which side, you always want opposition.  (In the problem above, if Black has opposition – Black scores the draw.  If White has it, he wins).  
 
   


 
   
 
  



1.              The Ultimate Dominant Position (or 8th Rank Dominant Position)
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   To understand other Dominant Positions it is best to first understand the Dominant Position on the 8th Rank (i.e., when the Black King is on the 8th Rank).  This is called the “Ultimate” Dominant Position because, unlike regular Dominant Positions, here, no matter who moves first White wins.  Let us explore why – starting with Black-to-Move.
 
   


 
   
 
  



In the Ultimate Dominant Position, when it is Black-to-Move, Black has only two legal moves.  No matter which side Black moves to, White moves his King the other way.  Thus, for example, if Black plays 1… Kc8, White plays 1… Ke7.
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After 1… Kc8. 2. Ke7.
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   This is the Escort Position and now – regardless of Black’s next move – White’s Pawn can simply march into the 8th rank without being captured and win the game.
 
   


 
   
 
  



Returing to original position
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   If Black played 1… Ke8, White would play 2. Kc7 and win the exact same way discussed above.
 
   


 
   
 
  



Now let us examine the same Ultimate Dominant position with White-to-Move.
 
    [image: ] 
 
   To win, White must play either 1. Kc6 or 1. Ke6 (anything else  (ex. 1. Kc5[ii]) and White becomes mired in the Recessive Position with White-to-Move – which we know is a draw).  To both, Black simply has no reply.  Take, for example, 1. Ke6.
 
   


 
   
 
  



After 1. Ke6.
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   Black only has a handful of legal moves here.  1… Kc8 and 1… Kc7 are easy-to-understand “losers.”
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   With Black’s King on either c7 or c8 (marked by two Black Kings in the diagram above), White can get his King to e7.  After 2. Ke7, this is the Escort Position and White’s Pawn can simply march up the board and promote with the Black King unable to stop it.  
 
   


 
   
 
  



Returning to 1. Ke6.
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   With 1… Kc7 and 1… Kc8 being “losers”, Black’s only remaining move is 1… Ke8.  It also fails.
 
   


 
   
 
  



After 1… Ke8.
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   White plays 2. d6. 
 
   


 
   
 
  



After 2. d6.
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   White is now in the Recessive Position – a position which is generally a draw.  However, remember the 8th Rank Exception!  In these situations, if it is Black-to-Move (i.e., White has the Opposition), White wins.  If it is White-to-Move (i.e., Black has the Opposition), it is a draw.  Here, White has the opposition – White wins.  Let’s reexamine why.  Black has two legal moves – both lose.  2… Kf8 is the easiest to spot why White wins. White simply plays 3. Kd7.
 
   


 
   
 
  



After 2… Kf8 and 3. Kd7.
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   And there is nothing Black can do to prevent the White King getting to either c7 or c8 (reaching the Escort Position) and having the White Pawn easily promote.
 
   


 
   
 
  



Returning to 2. d6.
 
    [image: ] 
 
   Black’s other option – 2… Kd8 – is also a loser.
 
   


 
   
 
  



After 2… Kd8.
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   To win the game, White must play 3. d7.  
 
   


 
   
 
  



After 3. d7.
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   And now Black has one legal move, 3… Kc7.  Upon which, White plays 4. Ke7 (the only move that wins White the game).
 
   


 
   
 
  



After 3… Kc7.  4. Ke7.
 
    [image: ] 
 
   And now Black has no way to prevent the Pawn from promoting.
 
   


 
   
 
  



2.              Dominant Position:  White-to-Move is a Draw
 
                 Now that we understand that the Ultimate Dominant Position is always a win for White, let us examine “regular” Dominant Positions where (remember) victory depends on whether White has opposition.  Take this position where White does not have opposition and it is White-to-Move:
 
    [image: ] 
 
   To draw the game, where ever White goes, Black will move in the same direction, always keeping one vertical square away and maintaining opposition.  For example, 1. Kc4 is met with 1… Kc6 (1. Ke4 is met with 1… Ke6.).
 
   


 
   
 
  



After 1. Kc4 and 1… Kc6.
 
    [image: ] 
 
   From here White can make zero headway advancing his King up the board.  Every move White makes is met by Black.  For example, 2. Kd4 Kd6.  3. Ke4 Ke6.
 
   


 
   
 
  



After 2. Kd4 Kd6.  3. Ke4 Ke6.
 
    [image: ] 
 
   And Black is in no better a position than he was before.  (Simply the Kings have moved to the other side of the Pawn!)
 
   


 
   
 
  



Returning to Original Position
 
    [image: ] 
 
   White’s King likewise cannot advance his King by somehow temporarily moving his King backwards.  Indeed, any such move simply puts White in the Recessive Position (discussed above) from which there is not return.  For example, 1. Kc3 is met by 1… Kc5 (applying Black’s Recessive Position Rule).
 
   


 
   
 
  



After 1. Kc3 Kc5.
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   And now in the Recessive Position (as demonstrated above in previous chapters), Black can easily achieve the draw by simply sticking to Black’s Recessive Position Rule.
 
   


 
   
 
  



With no progress being made by King movements alone, with White-to-Move in the Dominant Position, White is tempted to move his Pawn forward.  Take this example of the Dominant Position:
 
    [image: ] 
 
   White opts here to play 1. d4.
 
   


 
   
 
  



After 1. d4.
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   Now, however, White (once again) finds himself in the Recessive Position.  Black simply abides by Black’s Recessive Position Rule – Black is aleady occupying the square two squares above the White King, so he must go to one of the two square directly above the Pawn – here d6.  Thus, Black plays 2… Kd6.
 
   


 
   
 
  



After 2… Kd6.
 
    [image: ] 
 
   And with other Recessive Positions, White simply has no ways of getting his King to any of the three key squares in front of the Pawn and ever getting back to the Dominant Position.  As long as Black abides by Black’s Recessive Position Rule, for reasons discussed above, this game is a draw.
 
   


 
   
 
  



3.              Dominant Position:  Black-to-Move is a Win for White
 
    [image: ] 
 
   In Dominant Positions (when it is Black-to-Move), the general rule for White is:  If possible advance your King forward up the file the Pawn is on or the two ranks immediately adjacent to the Pawn (Part 1 of Rule), otherwise, maintain opposition (Part 2).  (The only caveat being you can never move the King so far up that the Pawn can be gobbled up by the Black King!).  If neither is possible, or leading to no advancement, move your pawn. (Part 3).
 
   


 
   
 
  



I realize that rule is a mouthful and will be hard to remember.  (I assure you it will get easier with some practice).  Let us see this general rule in action.  Take the problem below:
 
    [image: ] 
 
   With Black-to-Move, White simply advances his King forward (Part 1 of Rule) in the opposite direction Black’s King previously went.  If for example, Black plays 1… Kc6, White plays 2. Ke5
 
   


 
   
 
  



After 1… Kc6 and 2. Ke5.
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   From here Black has few options.  His best, however, is 2… Kd7, because White has only one winning move from here.
 
   


 
   
 
  



After 2… Kd7.
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   White’s only winning move is 3. Kd5!  (Remember the Dominant Position Rule:  Move your King forward up the file the Pawn is on or the two immediate adjacent – if not maintain vertical opposition).  Here White cannot move his King up the c, d or e files – thus he maintains vertical opposition with 3. Kd5 (Part 2 of Rule).
 
   


 
   
 
  



After 3. Kd5.
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   Suppose Black now plays 3…Kc7.
 
   


 
   
 
  



After 3… Kc7.
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   Under the Dominant Position Rule:  “If possible advance your King forward up the file the Pawn is on or the two ranks immediately adjacent to the Pawn (Part 1 of Rule), otherwise, maintain vertical opposition (Part 2).  If neither is possible, advance your pawn. (Part 3)”.  Here, White’s best move is 4. Ke6 (Part 1 of Rule).
 
   


 
   
 
  



After 4. Ke6.
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   Now let us suppose Black plays 4… Kc6.
 
   


 
   
 
  



After 4… Kc6.
 
    [image: ] 
 
   Under the Dominant Position Rule, White wants to move his King forward but only if doing so doesn’t threaten his Pawn.  Here 5. Ke7 would do just that (Black would be able to take the unguarded Pawn[iii]), so moving the King forward (Part 1 of Rule) is not the correct answer.  Under the same rule, White (with moving the King forward being impractical) wants to maintain vertical opposition (Part 2 of Rule).  This cannot be done either.  Thus, under the rule (Part 3), White needs to move his Pawn with 5. d4.
 
   


 
   
 
  



After 5. d4.
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   Now suppose Black plays 5… Kc7.  Under the Dominant Position Rule, White is tempted to play 6. Ke7 as this is advancing his King forward.
 
   


 
   
 
  



After 5. Kc7 and 6. Ke7.
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   Black can now, however, play 6… Kc6.  Where White must play 7. Ke6 or risk losing his Pawn.
 
   


 
   
 
  



After 6… Kc6 and 7. Ke6.
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   And the position is the exact same it was two moves before.  Black can do this all night – hoping for a draw by repetition.  Thus, he plays (once again) 7… Kc7.
 
   


 
   
 
  



After 7… Kc7.
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   White playing 8. Ke7 again, of course (as shown above), goes nowhere.  As White gains nothing by moving his King forward (Part 1 of Rule) and White cannot maintain vertical opposition (Part 2 of Rule) – thus, under the Dominant Position Rule, White should move his Pawn with 8. d5.
 
   


 
   
 
  



After 8. d5.
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   Now if Black plays 8… Kc8, White (under the Dominant Position Rule) plays 9. Ke7 (Part 1 of Rule).  This would create an Escort Position – where nothing can stop White from marching his Pawn up to promotion.  Assume, however, Black plays 8… Kd8.
 
   


 
   
 
  



After 8… Kd8.
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   White cannot advance his King forward up the c, d or e files (Part 1 of Rule), so under the Dominant Position Rule, he wants to maintain vertical opposition (Part 2 of Rule).  Thus, White plays 9. Kd6 – and now we are in the Ultimate Dominant Position.  This, as we discussed above in the previous chapter, is a win for White.
 
   


 
   
 
  



Understanding how to win with Black-to-Move in the Dominant Position is tricky – so let us examine a couple other examples before moving on.  Consider this position:
 
    [image: ] 
 
   Assume Black plays, 1… Kf8.
 
   


 
   
 
  



After 1… Kf8.
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   Under Part 1 of the Dominant Position Rule, White should advance his King forward (up the e, f or g files).  It doesn’t matter where, but let us assume White plays 2. Kf6.
 
   


 
   
 
  



After 2. Kf6.
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   Assume Black plays 2… Ke8, again, under the Dominant Position Rule Part 1, White advances his King with 3. Kg7.
 
   


 
   
 
  



After 2… Ke8  3. Kg7.
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   Now assume Black plays 3… Ke7.   
 
   


 
   
 
  



After 3… Ke7.
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   White cannot moves his King forward (at least not without losing his Pawn!), thus Part 1 of the Dominant Position Rule is out.  He likewise cannot maintain Vertical Opposition, so Part 2 is out.  This leaves Part 3 – moving the Pawn.  White achieves the Escort Position with 4. f5.
 
   


 
   
 
  



After 4. f5.
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   Nothing can stop White’s Pawn from strolling up the board to promote.
 
   


 
   
 
  



One more example of Black-to-Move in the Dominant Position.
 
    [image: ] 
 
   Assume Black plays 1… Kb6.  White uses the Dominant Position Rule, realizes King movement forward (up the a, b or c files) is impossible (Part 1 of rule), and thus moves to achieve vertical opposition (Part 2).  White plays 2. Kb4.
 
   


 
   
 
  



After 1… Kb6.  2. Kb4.
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   Assume Black plays 2… Kc7.  Under the Dominant Position Rule (Part 1), White moves his King forward.  It doesn’t matter where – let us assume 3. Kb5.
 
   


 
   
 
  



After 2… Kc7.  3. Kb5.
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   Now assume Black plays 3… Kb7.
 
   


 
   
 
  



After 3… Kb7.
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   Under the Dominant Position Rule, White cannot move his King forward (Part 1), he cannot achieve vertical opposition (Part 2) – this leaves Part 3 which is advancing the Pawn.  4. b4.
 
   


 
   
 
  



After 4. b4.
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   Now assume Black plays 4… Ka7, White responds with 5. Kc6 (Part 1 of Dominant Position Rule – advance the King).  
 
   


 
   
 
  



After 4… Ka7.  5. Kc6.
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   Assume Black plays 5… Ka6.
 
   


 
   
 
  



After 5… Ka6.
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   Under the Dominant Position Rule, White cannot move his King forward (or his Pawn gets gobbled up).  So Part 1 is out.  Part 2 is out too because he cannot obtain vertical opposition.  Hence, he is left with Part 3 – advancing the Pawn.  White plays 6. b5+.
 
   


 
   
 
  



After 6. b5+.
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   Now assume Black plays 6… Ka7, White should respond with 7. Kc7 (Part 1 of Dominant Position Rule).
 
   


 
   
 
  



After 6… Ka7.  7. Kc7.
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   This is the Escort Position – and normally Black cannot stop the White Pawn from immediately promoting.  However, watch out for stalemate threats!  7… Ka8 followed by 8. c6 is such a trap.  After 7… Ka8, White should simply play 8. Kb6.  (8. Kc8 accomplishes nothing).
 
   


 
   
 
  



After 7… Ka8.  8. Kb6.
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   Black’s only legal move is 8… Kb8.
 
   


 
   
 
  



After 8… Kb8.
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   This, however, is the Ultimate Dominant Position – and a White win.  Let us just reexamine why.  Assume White plays 9.  Ka6. 
 
   


 
   
 
  



After 9. Ka6.
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   If Black plays 9… Ka8, White plays 10. b6.
 
   


 
   
 
  



After 9… Ka8 and 10. b6.
 
    [image: ] 
 
   Now this is the Recessive Position 8th Rank Exception – where Black-to-Move equals a White Win.  However, let us keep the example going and see why.  Black has one move --10… Kb8.
 
   


 
   
 
  



After 10… Kb8.
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   And White plays 11. b7.
 
   


 
   
 
  



After 11. b7.
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   And after Black plays 11… Kc7 (Black’s only legal move), White plays 12. Ka7 reaching the Escort Position – where White’s Pawn can now easily promote.
 
   


 
   
 
  



4.              The Exception to the Dominant Position Rule and Ultimate Dominant Position Rule– A or H-File Pawns
 
   Unlike standard Dominant Positions or Ultimate Dominant Positions, when the Pawn is on the A or H-File Pawns, the game is always a draw.  Let us examine why.
 
   


 
   
 
  



Take the position below:
 
    [image: ] 
 
   If it is Black-to-Move, White simply maintains vertical opposition with the White King.  For example, 1. Ka5 is met with 1… Ka7.  If White ever moves his King to the 4th Rank, Black instantly achieves the Recessive Position which we know is a draw.  (ex. 1. Kb4 is met with 1… Kb6 – the Recessive Position).  In short, King movements alone solve nothing.
 
   


 
   
 
  



This leaves Pawn movements.  But, again, this gains nothing.  If White plays, 1. a5:
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   And again White finds himself in the Recessive Position – which is a draw.
 
   


 
   
 
  



Returning to Original Position
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   Now let us examine this position with Black-to-Move.  Much like the Recessive Position – all Black needs to do here is move his King back and forth from the a-file to the b-file.  So Black here should play 1… Ka7.  White, following the Dominant Position Rule, decides to play 2. Ka5 (The alternatives, 2. Kb4 or 2. a5, instantly lead to the Recessive Position which we know leads to draws).
 
   


 
   
 
  



After 1… Ka7.  2. Ka5.
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   Now assume Black plays 2… Kb7 (moving his King back and forth from the a-file to the b-file).
 
   


 
   
 
  



After 2… Kb7.
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   White has no good moves.  He cannot move his King forward – because it is pressed against the border of the board.  (If an imaginary “Z File” existed to the left of the A-File, White would play 3. Kz6 and be able to win the game.  No such file, however, exists and in this position White cannot move his King forward.)  3. Kb5 obtains vertical opposition – but nothing more.
 
   


 
   
 
  



After 3. Kb5.
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   And Black simply plays 3… Ka7 (again, never deviating from the rule to simply move his King back and forth from the A and B Files).  
 
   


 
   
 
  



After 3… Ka7.
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   If White now plays 4. Ka5, we are right back where we started above on the previous page.  All other moves quickly lead to the Recessive Position – a clear draw.  For example, 4. a5 leads to the Recessive Position with 4… Kb7.  4. Kb4 is met with 4… Kb6 – also the Recessive Position.
 
   
 
  



C.              Summary of Important Recessive and Dominant Positions and Key Rules
 
   We discussed quite a lot (and hopefully you learned quite a lot!) in the previous pages regarding the Recessive and Dominant Positions.  I realize it will be very confusing to many people – as there are rules, exceptions to those rules, and still exceptions to the exceptions.  Really, however, there are just six key positions to remember – let us summarize them.
 
   


 
   
 
  



1) Recessive Position
 
    [image: ] 
 
   White-to-Move = Draw; Black-to-Move = Draw (with exceptions)
 
   White Strategy = try to get King in front of Pawn and with Opposition (Hope Black screws up because with proper play this game should be an easy draw!)
 
   Black Strategy = “Recessive Position Rule” -- (Part 1) when Black is in the Recessive Position, Black can always draw if, on its next turn, it can place the Black King on the square two squares above the White King (vertical opposition), or, (Part 2) if not, on one of the two squares in front of the White Pawn.
 
   


 
   
 
  



2.  The 8th Rank Recessive Position 
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   White-to-Move = Draw;  Black-to-Move = White wins (with exceptions).  **This is a key exception to general Recessive Positions and represents the few circumstances where White can ever win with a Recessive Position.
 
   


 
   
 
  



3.  The A or H-File Recessive Position 
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   White-to-Move = Draw;  Black-to-Move = Draw.  **This is a key exception to the rules regarding 8th Rank Recessive Positions where Black-to-Move usually results in a White win.  With “wing Pawns” and Recessive Positions – the game is always a draw.
 
   Black Strategy = Simply move back and forth from edge of board (here, a-file and b-file).
 
   


 
   
 
  



4.  The Dominant Position
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   White-to-Move = Draw (with exceptions); Black-to-Move = White Wins (with exceptions)
 
   White Strategy = If possible advance your King forward up the file the Pawn is on or the two ranks immediately adjacent to (Part 1 of Rule), otherwise, maintain vertical opposition (Part 2).  (The only caveat being you can never move the King so far up that it can be gobbled up by the Black King!).  If neither is possible, or leading to no advancement, move your pawn. (Part 3).
 
   Black Strategy = Try to obtain vertical opposition (Pray White screws up – because White should be able to win with correct play!)
 
   


 
   
 
  



5)  The Ultimate Dominant Position
 
    [image: ] 
 
   White-to-Move = White wins; Black-to-Move = White wins  ** This is a key exception to the general Dominant Position rule where White-to-Move usually results is a draw.
 
   


 
   
 
  



6)  The A and H-File Dominant Position
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   White-to-Move = Draw;  Black-to-Move = Draw   **This represents an exception to the general Dominant Position Rule where Black-to-Move results in a White win.  Notably, it applies even when the Black King is on the 8th Rank and thus is an exception to Ultimate Dominant Positions.
 
   Black Strategy = Move to and from edge of board (here, a-file and b-file).
 
   


 
   
 
  



The table below summarizes all the key positions one should know and the key rules regarding each:
 
    
 
    
    
      
      	  
  
      	 Recessive Position
  
      	 Dominant Position
  
     
 
      
      	 General Rule
  
      	 Draw
  
      	 White-to-Move = Draw; Black-to-Move = White Win
  
     
 
      
      	 8th Rank
  
      	 White-to-Move = Draw; Black-to-Move = White Win
  
      	 White wins (regardless of who moves first)
  
     
 
      
      	 “Wing Pawn” (A-File Pawn or H-File Pawn)
  
      	 Draw
  
      	 Draw
  
     
 
      
      	 Both 8th Rank and “Wing Pawn”
  
      	 Draw
  
      	 Draw
  
     
 
    
   
 
    
 
   
 
  



D.              Getting to the Dominant and Recessive Positions
 
                 Understanding the Dominant and Recessive Position is all fine and dandy, but there is a major practical concern.  Players just don’t walk up to a chessboard and magically find their chessboard with a Dominant or Recessive Position on it.  How does the endgame reach these fundamental positions?  
 
                 There two initial topics to discuss are:  1) When the White Pawn is behind or horizontally level to the White King (i.e, they are on the same rank); 2) The White King is in front of the White Pawn.
 
   Topic 3) involves Cases where the Pawn has reached the 6th Rank.
 
   


 
   
 
  



1.              When the White King is already in front of the White Pawn
 
                 If White starts off with or somehow manages to get his King in front of the White Pawn, White has the potential to win the game.  The key word here is “potential” because even if the White King is ahead of the White Pawn, White will only win if he can prevent getting to the Dominant Position with Black having opposition.  This latter part is very important as we will soon see.
 
   


 
   
 
  



Even though not technically in the Dominant Position, once White’s King reaches the three key squares in front of the Pawn, White wants to play the Dominant Position Rule.  Indeed, any time his King gets to any of the positions below in front of the Pawn (denoted with multiple Kings), he should play the Dominant Position  Rule.
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And for the forgetful that rule is:  If possible advance your King forward up the file the Pawn is on or the two ranks immediately adjacent to(Part 1 of Rule), otherwise, maintain vertical opposition (Part 2).  (The only caveat being you can never move the King so far up that it can be gobbled up by the Black King!).  If neither is possible, or leading to no advancement, move your pawn. (Part 3).
 
   


 
   
 
  



Consider this problem with Black-to-Move:
 
    [image: ] 
 
   The White King managed to get ahead of the White Pawn.  White should now play the Dominant Position Rule – without Black being able to get into the Dominant Position (with Black Opposition).
 
   


 
   
 
  



It is Black-to-Move.
 
    [image: ] 
 
   Black has no place he can move and maintain opposition.  1… Kd7 is the clearest “dud”.  White just plays 2. Kd5 and we are in the Dominant Position (White = Opposition) resulting in a White win.  Any other move and White simply plays White’s Dominant Position Rule and wins  – for example take 1… Kd8.
 
   


 
   
 
  



After 1… Kd8.
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   As we discussed White is now on square where it wants to play the Dominant Position Rule even though it is not in the Dominant Position.  Under the Dominant Position Rule, White wants to move his King forward (Part 1 of rule).  It doesn’t matter if it is d6 or e6.  Assume White decides to play 2. Ke6, and further assume Black plays 2… Ke8.
 
   


 
   
 
  



After 2. Ke6 Ke8.
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   Applying the Dominant Position Rule, White cannot advance his King forward (Part 1 of Rule), he also cannot obtain vertical opposition (Part 2 of Rule).  This leave Part 3 – and the correct move for White here is to move the Pawn with 3. d6.
 
   


 
   
 
  



After 3. d6.
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   And now we are in the Ultimate Dominant Position – where White easily wins.
 
   


 
   
 
  



Let us consider another example, this time with White-to-Move:
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   Again, White’s King is on one of the three squares in front of the White Pawn (highlighted) and as such – even though he is not in the Dominant Position yet – he wants to play the Dominant Position Rule.  Under this rule, White wants to play 1. Ke5 (Part 1 of Rule – Advance your King if possible).
 
   


 
   
 
  



After 1. Ke5.
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   Imagine Black plays 1… Kd7.  Under the Dominant Position Rule, White should play 2. Kd5 (Part 2 of Rule – he cannot advance his King, so he seeks vertical opposition).
 
   


 
   
 
  



After 1… Kd7.  2. Kd5.
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   Now assume Black plays 2… Kc7, White should play 3. Ke6 (Part 1 of Rule – advance the King if possible).
 
   


 
   
 
  



After 2… Kc7.  3. Ke6.
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   And now assume Black play 3… Kc8.  
 
   


 
   
 
  



After 3… Kc8.
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   Under the Dominant Position Rule, White should again advance his King (Part 1) and play 4. Ke7.  Imagine Black responds with 4… Kc7
 
   


 
   
 
  



After 4. Ke7 Kc7.
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   And now what does White do?  He can advance his King forward, but will quickly lose his Pawn doing so.  Thus, Part 1 of Dominant Position Rule is out. White also cannot maintain Vertical Opposition (Part 2), so he should move his Pawn (Part 3) and play 5. d4.  To this, imagine Black plays 5… Kc6.
 
   


 
   
 
  



After 5. d4 Kc6.
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   This is a situation where White shouldn’t play any part of the Dominant Position because doing so results in the loss of his Pawn.  6. Ke6 is the only correct move.  Imagine, Black replies with 6… Kc7.
 
   


 
   
 
  



After 6. Ke6 Kc7.
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   White can advance his King forward, but he shouldn’t here.  It achieves nothing.  (After 7. Ke7, Black would play 7… Kc6 – and we are in the exact same position above).  So Part 1 of the Dominant Position Rule is not applicable.  Part 2 is out because White cannot obtain vertical opposition.  White thus applies Part 3 of the rule and moves the Pawn forward with 7. d5.  Imagine Black’s counter is 7… Kc8.
 
   


 
   
 
  



After 7. d5 Kc8.
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   White now plays 8. Ke7 and this is the Escort Position.
 
   


 
   
 
  



2.              When the White King is Behind the White Pawn – First Goal: Getting White King in Front of Pawn
 
   When the White King is behind the White Pawn or horizontally level (i.e., on the same rank) – Black’s goal is to keep the White King there.  Why?  Because if the White King can get in front of the White Pawn he has a chance to reach the Dominant Position – which provides winning possibilities for White.  White, of course, wants the exact opposite.  Thus, in situations where the White King is either behind or level to the White Pawn, White is racing to get his King to one of the three squares in front of the White Pawn, and Black is racing to get in position to keep White out of these squares.
 
   As we will see a key in this race is the concept of opposition – whether that be vertical, horizontal, diagonal, distant or virtual. 
 
   


 
   
 
  



If Black “wins” the race, the Recessive Position will ensue, and Black will have an easy draw ahead of him.
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   Indeed, once the Black King gets to any of the positions above regarding the White Pawn, he should simply play the Recessive Position Rule to draw the game (unless he is in a position to take the Pawn – which he should, of course, do!).  Doing so will keep the White King out of the three key squares in front of the White Pawn (shaded above) and prevent White from ever getting to the Dominant Position.
 
   


 
   
 
  



Take this position:
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   Even with White-to-Move, White cannot reach any of the key squares in front of the Pawn before Black is in a position to keep White permanently out of them.  1. Ke3, for example is met with 1… Kc6.
 
   


 
   
 
  



After 1. Ke3 Kc6.
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   Black has just entered one of the squares where he should play the Recessive Position Rule.  Assume White decides to play 2. Ke4.
 
   


 
   
 
  



After 2. Ke4.
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   Remember the Recessive Position Rule:  ((Part 1) place the Black King on the square two squares above the White King, and, (Part 2) if not, on one of the two squares in front of the White Pawn.)  Here the Black King cannot satisfy, Part 1, so he applies Part 2 of the rule – 2… Kd6.
 
   


 
   
 
  



After 2… Kd6.
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   No matter what White does now, he’ll eventually get to the Recession Position.  For example, take 3. Kd3 – Black plays 3… Kd5 (Part 1 of Recessive Position Rule).
 
   


 
   
 
  



After 3. Kd3 Kd5.
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   If White then plays, 4. Kc3, Black plays 3… Kd6 (Part 2 of Recessive Position Rule).
 
   


 
   
 
  



After 4. Kc3 Kd6.
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   Now if White plays 5. Kc4, Black responds with 5… Kc6.
 
   


 
   
 
  



After 5. Kc5 Kc6.
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   And this is the Recessive Position where Black will keep playing the Recessive Position Rule and obtain the draw.
 
   


 
   
 
  



Remember, when the White King is behind or level to the White Pawn, Black wants to get his King to any of the squares denoted below (denoted with a Black King) and simply play the Recessive Position – or snatch up the Pawn if he can.
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Take this Position:
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   If it is White-to-Move, White simply promotes the Pawn (Black wouldn’t be able to enter the “Queening Square” after 1. f6.)  Black-to-Move, however, is a draw.  As Black can prevent White from ever reaching the highlighted squares.  Black should play 1… Kf7 (1… Kf8 works too).  Imagine White responds 2. Ke4.
 
   


 
   
 
  



After 1… Kf7.  2. Ke4.
 
    [image: ] 
 
   Black now (quite amazingly) can move his King to either e8, e7 or e6 and still draw the game.  Imagine Black plays 2… Ke8 and White plays 3. Kd5.
 
   


 
   
 
  



After 2… Ke8.  3. Kd5.
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   Black now plays 3… Kd7 – and the game has reached the Recessive Position where Black can now easily draw.
 
   


 
   
 
  



Consider this example:
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   Black-to-Move results in a draw.  As always Black’s simple goal is to keep White’s King out of the key squares (the highlighted ones in front of the Pawn).  Black plays 1… Kb7, imagine White plays 2. Kd5.
 
   


 
   
 
  



After 1… Kb7.  2. Kd5.
 
    [image: ] 
 
   White’s King is now ahead of the Pawn, but not yet on any of the three squares in front of the Pawn and highlighted.  White is not in a winning position yet – and he never will be as long as Black play 2… Kb6.
 
   


 
   
 
  



After 2… Kb6.
 
    [image: ] 
 
   Black is now in position where he simply wants to apply the Recessive Position Rule.  Imagine White plays 3. Kc4.  Under this Rule, Black plays 3… Kc6.
 
   


 
   
 
  



After 3. Kc4 Kc6.
 
    [image: ] 
 
   And this is the Recessive Position – Black will easily draw.
 
   


 
   
 
  



3.              When the White King is Behind the White Pawn – Second Goal: Getting White King in Front of Pawn and Avoiding Dominant Position (with Black Opposition)
 
                 When the White King is behind the White Pawn, we discussed above how White’s first goal was to get his White King in front of the White Pawn to one of the three squares immediately adjacent to the Pawn.  That is only part one, however, of White’s ultimate goals!  Now remember the key rule we discussed earlier:  once White gets in front of the White Pawn, it needs to not only to get the Dominant Position, but it must do so without Black achieving Opposition.  Let us look at a scenario where White cannot do this – thus resulting in a draw.
 
   


 
   
 
  



Take this position with White-to-Move.
 
    [image: ] 
 
   White can play either 1. Kd4 or 1. Ke4 and Black can respond and obtain opposition.  For example, 1. Kd4 is met with 1… Kd6.
 
   


 
   
 
  



After 1. Kd4 Kd6.
 
    [image: ] 
 
   And now we are in the Dominant Position (Black = Opposition).  As we know, this game leads to a draw.
 
   


 
   
 
  



Again, as a key rule regarding single Pawn endgames, White needs to not only get his King in front of the White Pawn, he must also strive to prevent Black from ever obtaining the Dominant Position with Black Opposition. 
 
   Sometimes the only way White can do this involves careful thinking and less-than-obvious moves.
 
   


 
   
 
  



Take this position:
 
    [image: ] 
 
   White-to-Move results in a win for White.  After 1. Kf4 Kc7, White plays 2. Ke5.
 
   


 
   
 
  



After 1. Kf4 Kc7.  2. Ke5.
 
    [image: ] 
 
   And White has successfully entered into one of the key squares in front of the Pawn.  Whether White can now win the game depends on whether he can prevent Black from achieving the Dominant Position with Black Opposition – as discussed above.  He can indeed do this, by simply playing the Dominant Position Rule.  
 
   


 
   
 
  



Now consider this position with Black-to-Move:
 
    [image: ] 
 
   Even with Black-to-Move, White can easily get his King in front of the White Pawn.  Note, however, Black is always able to keep Distant Vertical Opposition.  1… Ke7 is such an example.
 
   


 
   
 
  



After 1… Ke7.
 
    [image: ]
 
   Wherever White goes, Black can maintain this opposition.  For example, 2. Kd2 is met with 2… Kd6.  2. Kf2 is met with 2… Kf6.
 
   


 
   
 
  



After 2. Kf2 Kf6.
 
    [image: ] 
 
   Black still has Distant Vertical Opposition – and this is problematic for White.  If he now plays either 3. Kf3 or 3. Ke3, Black can instantly obtain the Dominant Position with Black Opposition with 3… Kf5 or 3… Ke5 respectively.  Again, this problem shows it is not enough for White to simply get in front of the White Pawn, he must do this without the position ever reaching the Dominant Position with Black Opposition.
 
   


 
   
 
  



Sometimes White -- in getting his King in front of the White Pawn and avoiding Dominant Position with Black Opposition -- must get creative.  One such creative move is for White to avoid taking the most direct route to get the King in front of the White Pawn, but to circle around the Pawn.
 
   


 
   
 
  



Take this position with White-to-Move:
 
    [image: ] 
 
   As with any position where the King is behind the White Pawn, White’s first goal is to get to any of the highlighted squares in front of the White Pawn.  Remember, however, in doing this White also needs to prevent Black from reaching the Dominant Position (with Black Opposition).  Here White decides 1. Kd2 is the way to play.  It instantly results in a draw!
 
   


 
   
 
  



After 1. Kd2.
 
    [image: ] 
 
   Black than plays 2… Ke7 which White replies with 3. Kd3 which Black replies with 3… Kd7
 
   


 
   
 
  



After 2… Ke7.  3. Kd3 Kd7.
 
    [image: ] 
 
   White might think victory is at hand because nothing is going to be able to stop him from entering one of the key highlighted squares in front of the White Pawn.  However, remember, he must get to one of these squares without Black reaching the Dominant Position with Black Opposition.  
 
   


 
   
 
  



With the present position, however, White has no move it can make where it can accomplish both its mandatory goals for winning: 1) occupy a key square in front of the Pawn; 2) and prevent the Dominant Position with Black Opposition.
 
    [image: ] 
 
   If White plays 4. Kc4, Black plays 4… Kc6 (and this is the Dominant Position with Black Opposition).  If White plays 4. Kd4, Black plays 4. Kd6 (also the Dominant Position with Black Opposition).  In all these cases the game is a draw.
 
   


 
   
 
  



Returning to Original Problem (White-to-Move)
 
    [image: ] 
 
   Now that we know White draws with 1. Kd2, what other move is there?  1. Kc2 – and it wins White the game!  (As we will see, in this position it is only by crossing the c-file (the file the Pawn is on) is White able to get to one of the key squares in front of the Pawn and at the same time avoid the Dominant Position with Black Opposition.  
 
   


 
   
 
  



After 1. Kc2.
 
    [image: ] 
 
   Imagine Black plays 1… Ke7 whereby White plays 2. Kb3 and Black plays 2… Kd6.
 
   


 
   
 
  



After 1… Ke7.  2. Kb3 Kd6.
 
    [image: ] 
 
   Now White does have the ability to get to one of the key squares without reaching the Dominant Position with Black Opposition.  3. Kb4 is the winning move. (3. Kc4 is a horrible mistake![iv])
 
   


 
   
 
  



After 3. Kb4.
 
    [image: ] 
 
   And from here White simply plays the Dominant Position Rule and wins the game.
 
   


 
   
 
  



White’s tactic of avoiding the Dominant Position with Black Opposition by circling around the Pawn is also useful in another thing White needs to avoid – the Recessive Position.  Take this position below with White-to-Move:
 
    [image: ] 
 
   White can only win by circling his King around the White Pawn.  First let us look what happens if White tries to get his King to the f6-key square.  1. Kf2 Kd7.  2. Kf3 Ke6.  3. Kf4 Kf6. 
 
   


 
   
 
  



After 1. Kf2 Kd7.  2. Kf3 Ke6.  3. Kf4 Kf6.
 
    [image: ] 
 
   And the Recessive Position is reached – the game is a draw.
 
   


 
   
 
  



Returning to Original Position.
 
    [image: ] 
 
   Now let us review what happens when White swings his King around behind the Pawn.  In this case, White can reach one of the key squares without Black ever achieving the Recessive Position.  1. Kf2 Kd7.  2. Kg3 Ke6.  3. Kh4 Kf6.
 
   


 
   
 
  



After 1. Kf2 Kd7.  2. Kg3 Ke6.  3. Kh4 Kf6.
 
    [image: ] 
 
   With White-to-Move, White now plays 4. Kh5 and he has reached one of the key squares without Black being able to force the Dominant Position with Black Opposition.  White now simply plays the Dominant Position Rule and wins.
 
   


 
   
 
  



4.              Cases Where the Pawn Reaches the 6th Rank
 
   When the Pawn is on the 6th Rank, special considerations come into play.  Take this position with White-to-Move:
 
    [image: ] 
 
   White’s goal here is to reach the Recessive Position.  While normally a draw no matter whose turn it is, it is a win for White if he reaches the Recessive Position here (with the Pawn on the 6th Rank – if (and this an important “if”) he reaches the Recessive Position without there being Black Opposition.  With this in mind, White’s correct move is 1. Kf5.
 
   


 
   
 
  



After 1. Kf5.
 
    [image: ] 
 
   Imagine, in response, Black plays 1… Kf8.
 
   


 
   
 
  



After 1…. Kf8.
 
    [image: ] 
 
   White might feel compelled to play 2. Ke6 but this instantly draws.  Black would then play 2… Ke8.  
 
   


 
   
 
  



After 2. Ke6 Ke8.
 
    [image: ] 
 
   And White finds himself in the Recessive Position, 6th Rank Position, with White-to-Move (or Black with Opposition).  This, as we all know, is a draw.
 
   


 
   
 
  



Returning to Original Position (White-to-Move).
 
    [image: ] 
 
   Now knowing White should not play 2. Ke6, we can learn that 2. Kf6 is White’s winning move.
 
   


 
   
 
  



After 2. Kf6.
 
    [image: ] 
 
   And Black is lost.  He has only two legal moves.  Hopefully everyone can easily see that 2… Kg8 is a loser.  2… Ke8 also loses as it is instantly met with 3. Ke6.
 
   


 
   
 
  



After 2… Ke8.  3. Ke6.
 
    [image: ] 
 
   And now White finds himself in the Recessive Position, Pawn on 6th Rank, with Black-to-Move (or White with the Opposition).  This -- as we all know -- is a win for White.
 
   
 
  



Fundamental Principle #6:  Wing Pawns
 
   Wings Pawns (i.e., Pawns on the a or h-files) present unique Single Pawn Endgame situations (we have seen this is our discussions of both the Recessive Position Rule and the Dominant Position Rule).  As will be seen, the chances for drawing increase greatly for Black.  
 
   A.              Basic Rule = If Black King gets to any square in front of the Wing Pawn, the game is a draw.
 
   Perhaps the most important rule to understand with Wing Pawns and Single Pawn Endgames is that Black can draw if he can get his King to any square in front of the Pawn.  
 
   


 
   
 
  



[image: ]
 
   Thus, here, if Black’s King (not pictured) can get to any of the squares in front of the Pawn, he can draw.  Once this is accomplished all Black has to do is stay on any of those squares or deviate to the file next door (here the b-file).  (Black should never go to the next file over (here, the c-file)).
 
   


 
   
 
  



In many cases, whether Black’s King can get in front of the Pawn is simple.  Take this example:
 
    [image: ] 
 
   Even with White-to-Move, nothing can stop Black from getting to the a-file.  For example, imagine 1. Kb3 Kd6.  2. Kb4 Kc7.  3. Kb5 Kb8.  4. Kb6 Ka8.
 
   


 
   
 
  



After 1.Kb3 Kd6.  2.Kb4 Kc7.  3.Kb5 Kb8.  4.Kb6 Ka8.
 
    [image: ] 
 
   After each side making four moves, Black is able to make it to a8.  The game is a draw.
 
   


 
   
 
  



In other cases, White’s King is able to “block” the Black King from getting to the key squares.  Take this position:
 
    [image: ] 
 
   With Black-to-Move, this is a draw.  Black simply plays 1… Kf7 2… Kg8 3… Kh8 and there is nothing White can do to stop this.  White-to-Move, however, is a win for White.  1. Kg6 is the winning move.
 
   


 
   
 
  



After 1. Kg6.
 
    [image: ] 
 
   Now Black cannot get to the h-file.  With 1… Ke5 White can simply march his Pawn in to promote (without ever moving his King).  1… Ke7 is slightly better only because White’s only game winning move (and he might miss it) is 2. Kg7.  (For example, 2. h5 draws – we will explain why below).
 
   


 
   
 
  



After 1… Ke7.  2. Kg7.
 
    [image: ] 
 
   Now, no matter what Black does, White simply marches his Pawn to promotion (he never has to move his King).
 
   
 
  



B.              Basic Rule = If Black’s King Cannot Get to the Wing, It May Have a “Trapping” Option
 
   As promised, let us return to this position (White-to-Move):
 
    [image: ] 
 
   The game winning move (as discussed above) is 1. Kg7, but let us suppose White plays 1. h5.
 
   


 
   
 
  



After 1. h5.
 
    [image: ] 
 
   Black should then play 1… Kf8 (maintaining his general strategy of trying to get to the wing-file (here the h-file).
 
   


 
   
 
  



After 1… Kf8.
 
    [image: ] 
 
   And now White is in trouble.  There is but one way to keep Black’s King off the h-file – and that is 2. Kh7 (Any other move fails – 2. Kh6 or 2. h6 is met with 2… Kg8 and Black will be able to enter the h-file on his next turn).  
 
   


 
   
 
  



After 2. Kh7.
 
    [image: ] 
 
   While White has succeeded in preventing Black from entering the h-file, White’s has a whole new problem.  His King is now trapped on the h-file – in front of the Pawn no less – preventing the Pawn from ever promoting.  Black here plays the game drawing 2… Kf7.
 
   


 
   
 
  



After 2… Kf7.
 
    [image: ] 
 
   And White’s dreams of turning this game into a “win” are shattered.  With any White movement Black simply maintains horizontal opposition – trapping the White King on the h-file (which prevents the Pawn from being able to promote).  3. Kh8 Kf8.  4. Kh7 Kf7.
 
   


 
   
 
  



After 3. Kh8 Kf8.  4. Kh7 Kf7.
 
    [image: ] 
 
   If White ever moves his Pawn, Black simply positions his King so White’s King cannot escape without allowing Black to enter the wing file.  Thus, 5. h6 is met with 5… Kf8.
 
   


 
   
 
  



After 5. h6 Kf8.
 
    [image: ] 
 
   If White now moves his King forward, Black still has the White King trapped on the h-file (6. Kh8 is met with 6… Kf7 and White’s King is going nowhere).  If White, however, decides to play 6. Kg6 . . . .
 
   


 
   
 
  



After 6. Kg6.
 
    [image: ] 
 
   Black can now get to the h-file with nothing to stop him. (Ex. 6… Kg8 with Black getting to the h-file with his next turn).  White’s Pawn can now never promote – and the game is drawn.
 
   
 
  



Applying Single Pawn Endgame Principles to Other Endgame Positions
 
   One of the great things about understanding the principles behind Single Pawn Endgames is that they are often pivotal to understanding other endgame positions as well.  With Single Pawn Endgames in mind, the key, winning moves (or the key “drawing” moves – if you are Black) in other endgame positions become clear.
 
   


 
   
 
  



Take this position from the very beginning of the book (with Black-to-Move):
 
    [image: ] 
 
   White is – obviously – winning the game with his two Pawn advantage.  Analysts would agree that there are a series of moves that Black can play to score the draw.  However, the quickest, safest and most direct way to a draw is 1… Bxd6.  Using our Single Pawn Endgame lessons, let us examine why.
 
   


 
   
 
  



After 1… Bxd6.
 
    [image: ] 
 
   White is now down to just a one Pawn lead – and thus Black is left with the very easy task of using his King and Bishop to prevent the remaining White Pawn from promoting (This is all Black needs to do to score the “draw” – it doesn’t matter whether he loses his Black Bishop in the process as White cannot win with just his Bishop and King).  Importantly, White gains nothing with 2. Bxd6.
 
   


 
   
 
  



After 2. Bxd6.
 
    [image: ] 
 
   Black – of course – now plays 2… Kxd6.
 
   


 
   
 
  



After 2… Kxd6.
 
    [image: ] 
 
   And this is where our Single Pawn Endgame comes into play.  As we have learned from above, White needs to get his King in front of the White Pawn and into the Dominant Position if he has any chance of winning.  He, however, cannot.  Black here simply plays the “Recessive Position Rule” regarding any move White plays.  Thus, for example, if White plays 3. Kd4 . . . . 
 
   


 
   
 
  



After 3. Kd4.
 
    [image: ] 
 
   Black plays 3… Ke6.  (Remember the Recessive Position Rule:  (Part 1) when Black is in the Recessive Position, Black can always draw if, on its next turn, it can place the Black King on the square two squares above the White King, or, (Part 2) if not, on one of the two squares in front of the White Pawn.).  Here Part 1 is not applicable, so we apply Part 2 and that is why 3… Ke6 is the correct answer.  From here – as long as Black keeps abiding by the Rule – this game is a sure draw.
 
   


 
   
 
  



Returning to original position
 
    [image: ] 
 
   Many advance players will chide that 1… Bxd6 is not the only “drawing” move and that plenty of others will achieve the same result.  This is very much true, but the 1… Bxd6 solution makes the draw that much more easy and clear to understand.  Other moves leave White with its two-Pawn advantage.  With proper play, these Pawns do not amount to much and Black can still get the draw – but that requires, as stated, proper play.  Mistakes, errors, and goofs are too easy to make (especially at the amateur level where almost all of us play!).  Why risk that?  Why not just play the move that automatically puts you in the Single Pawn Endgame that you (hopefully!) now understand.
 
   


 
   
 
  



Let us look at another example.  Take this position with White-to-Move.
 
    [image: ] 
 
   What is White’s best move here?  It is 1. Rxb5!  (As we will see it incorporates some of the Single Pawn Endgame principles we discussed above).
 
   


 
   
 
  



After 1. Rxb5
 
    [image: ] 
 
   Obviously, Black is in trouble.  He wants to play 1… Rxb5 (anything else and Black is down a Rook – and almost surely doomed).
 
   


 
   
 
  



After 1… Rxb5.
 
    [image: ] 
 
   White, however, plays 2. Rxb5.
 
   


 
   
 
  



After 2. Rxb5
 
    [image: ] 
 
   And unless Black wants to leave White his Rook (and surely lose), Black plays 2… Kxb5.
 
   


 
   
 
  



After 2… Kxb5.
 
    [image: ] 
 
   The genius of White’s Rook captures is it gets to this position above.  Note specifically where the Black King is at compared to White’s passed Pawn at f5.  White now plays 3. f6.
 
   


 
   
 
  



After 3. f6.
 
    [image: ] 
 
   


 
   
 
  



Use our Queening Square trick we discussed above.
 
    [image: ] 
 
   Black cannot enter this square on his next turn – and White wins.
 
   


 
   
 
  



The Single Pawn Endgame principles are not only good at showing players what the best move is in a given endgame scenario – they also often show which moves are worst.  And while this is not as good as knowing the right move, if one is able to eliminate one or two moves as wrong (especially in an endgame position where moves are much more finite), a player is often at an important advantage.
 
   


 
   
 
  



              Take this position from the beginning of the book (White-to-Move):
 
    [image: ] 
 
   What is White’s best move here?  Truth be told – I have no idea!  Most analysts would probably agree that – pretty much no matter what White does here – the game will most likely result in a draw.  However, there is one “sure fire”, drawing move many players would be tempted to play – and that is 1. Rxa6 with the logical conclusion being 1… Bxa6+ and 2. Kxa6.  (Why would this be so tempting --many people think that a Rook is generally worth “five pawns” while a Knight and Bishop are worth “five pawns.”  From this simple (and very incorrect!) analysis 1. Rax6 gains White a “Pawn advantage”.)
 
   


 
   
 
  



However, from our understanding of Single Pawn Endings we now know 1. Rxa6 is a bad move for White – as it draws the game instantly (where almost all others still gives White – at least a chance – to get the “win”).  After 1. Rxa6 – and the logical 1… Bxa6+.  2. Kxa6 the board looks like this:
 
    [image: ] 
 
   From our discussions above – regarding – Wing Pawns, we know that Black has two goals:  1)  get in front of the White Pawn and on that Pawn’s file (here the a-file); or 2) Trap the White King on the a-file so that it is permanently blocking the White Pawn from promoting.  Black can incorporate either idea to get the “draw” here.  Take for example:  2… Kc6 (obtaining opposition) (2… Kb8 also works).[v]
 
   


 
   
 
  



After 2… Kc6.
 
    [image: ] 
 
   And now when White plays 3. Ka7 (White’s only legal move), Black plays 3… Kc7 (maintaining opposition) and preventing White from existing the a-file.
 
   


 
   
 
  



After 3. Ka7 Kc7.
 
    [image: ] 
 
   If White plays 4. a6, Black responds with 4…. Kc8.  (Black cannot physically prevent White from leaving the a-file anymore, but he has another drawing plan – getting his own King to the a-file!).
 
   


 
   
 
  



After 4. a6 Kc8.
 
    [image: ] 
 
   And now White really has run out of options.  5. Ka8 is met with 5… Kc7 and White’s King is never again leaving the a-file (Black simply moves back and forth from c7 to c8 until the game is over).  If White plays, 5. Kb6, Black plays 5… Kb8.
 
   


 
   
 
  



After 5. Kb6 Kb8.
 
    [image: ] 
 
   As we all know, this is the Recessive, Wing Pawn Position – which is always a draw (it would be a draw even if was Black’s move!).
 
   


 
   
 
  



Returning to original position
 
    [image: ] 
 
   With his Single Pawn Endgame principles in mind – from his list of possible moves White now knows that he shouldn’t play 1. Rxa6 which leads for an easy draw for Black.  This leaves White – of course – with a couple other dozen moves where the end result will probably be the same – a draw.  However, at least in these circumstances White still has a “fighting chance” for the win.  Black can screw up or make an error – and White can use his Pawn and Rook for the win.  With 1. Rxa6 – unless Black doesn’t know endgame principle either (and indeed makes some abysmal errors) -- White has no similar “fighting chances” for the win.
 
   
 
  



CONCLUSION
 
   We have spent an exhaustive amount of time covering a very finite subset in the infinite world that is chess endgames.  Going over nuanced topics such as “Queening Squares,” “Virtual Opposition,” the “Recessive Position” and the “Dominant Position,” I am sure many readers have little desire to ever see another chess game involving a single Pawn!  However – as noted at the beginning of this book – I can guarantee you, you will see them again and the lessons you learned in this book will help you win the games you are winning and draw the games you are losing.  (You will also see many of the principles outlined in this book in other chess endings (where there is more than a single Pawn on the board)).
 
   Practice, of course, makes perfect and I strongly advise the reader to return to this book time and again to brush up on the lessons taught.  You also might want to practice random single Pawn positions on a chess board or a computer – and see if you can remember and incorporate the lessons provided.
 
   Good luck and happy playing!
 
   


 
  
 
  



ENDNOTES
 
  
 
  
 
  [i] There is no opposition here.  Black can enter at least one of the shaded squares below.
 
   [image: ] 
 
  With Black-to-Move, he could play, for example, 1… Kc5.  White has no good moves, so supposes he plays 2. Kd2.
 
   
 
  After 1… Kc5 and 2. Kd2
 
   [image: ] 
 
  Black now plays 2… Kd4 – giving Black Vertical Opposition. 
 
   
 
  After 2… Kd4
 
   [image: ] 
 
  And White’s goal of keeping Black out of the highlighted squares is doomed.  (If White plays 3. Kc2, Black plays 3… Ke3.  If White plays 3. Ke2, Black plays 3… Kc3).
 
   
 
   
 
   
 
  [ii] 
 
   [image: ] 
 
  If White, for example, plays 1. Kc5, Black plays 1… Kc7.
 
   
 
  After 1. Kc5 Kc7.
 
   [image: ] 
 
  This is now the Recessive Position – which we know to be a draw.
 
   
 
   
 
   
 
  [iii] After 5. Ke7.
 
   [image: ] 
 
  Black’s King can simply “gobble up” the White Pawn – with White’s King now out of position to stop it.
 
   
 
   
 
   
 
  [iv] After 3. Kc4.
 
   [image: ] 
 
  Black now simply plays 3… Kc6 – and this is the Dominant Position with Black Opposition, a draw.
 
   
 
   
 
   
 
  [v] After 2… Kb8.
 
   [image: ] 
 
  No matter what White plays here, Black can get to the a-file and in front of the White Pawn (specifically a8).  From here, Black simply needs to move his King back and forth from a8-b8 and the game is an easy draw.
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