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Why do you lose at chess?
• Openings

• “I got caught in the opening”

• “I never got going”

• Tactics

• “I fell into a trap”

• “I missed something”

• Strategy

• “I didn’t know what to do”

• Endgames

• “I was level but in the end I lost”

• “I was winning but in the end I drew”

• Thinking

• “I missed his threat”

• “I forgot about my King”



• Openings

• Strategy

• Endgames

• Tactics



Training Resources

• Online tactics puzzles
– https://www.chess.com/puzzles
– https://tactics.chessbase.com/en/

• Chess software – to play against, to analyse your 
games
– http://www.dashstofsk.net/penguin.html
– https://sourceforge.net/projects/chessx/
– https://stockfishchess.org/

• YouTube videos
– http://exeterchessclub.org.uk/content/free-chess-

coaching-videos-online
• Devon and Exeter websites

– http://exeterchessclub.org.uk/content/getting-
started-coaching-stuff

– http://devonjuniorchess.co.uk/content/training

https://www.chess.com/puzzles
https://tactics.chessbase.com/en/
http://www.dashstofsk.net/penguin.html
https://sourceforge.net/projects/chessx/
https://stockfishchess.org/
http://exeterchessclub.org.uk/content/free-chess-coaching-videos-online
http://exeterchessclub.org.uk/content/getting-started-coaching-stuff
http://devonjuniorchess.co.uk/content/training


Endgames

• Endgames matter

• Endgame accidents

• General principles

• Basic endgames

• Endgame challenge



ENDGAMES MATTER

• Lots of games end in checkmate

• Lots of games end with a huge material advantage

• Lots of games end with a small material or positional 
advantage 

– But they don’t always end with the right result!



ENDGAME ACCIDENTS

• From a win to a draw

• From a draw to a loss

• From a win to a loss



GENERAL PRINCIPLES

• 1 key idea, 
2 Golden Rules
3 principles, 
15 general laws, 
12 practical guides and
6 tips 
…for the ending



One key idea: the passed pawn.
• Endgames, and some middlegames, are all about 

creating and advancing a passed pawn. Either the 
pawn queens, or your opponent gets so tied up in 
knots trying to stop it that they lose something else.



TWO GOLDEN RULES

• If you’re winning, swap pieces

• If you’re losing, swap pawns
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3 principles (Fine)

• Without pawns, you must be at least a Rook ahead in order to 
force mate (exceptions: R+R wins against two minor pieces; 
four minor pieces win against a Queen)

• If you are two or more Pawns ahead the win should be 
routine by advancing the Pawns

• With only one Pawn advantage, you will win if you can use it 
to gain more material - it is not usually enough just to advance 
the Pawn. Often one Pawn advantage is thought to be a 
theoretical draw, although the practical difficulties may be 
very great. Winning by the advance of the Pawn may be won 
because it allows entry with the King, or causes distraction 
from one vulnerable side, or allows simplification into a 
known won ending.



BASIC ENDGAMES

• KQ vs Q

• KRR vs K

• KR vs K

• KBB vs K

• KP vs K

• KRP vs KR

• KQP vs KQ

• KBP vs KB

• KNP vs KN

• Iceland Endgame Challenge





15 general laws (Fine again)
1. Doubled, isolated and blockaded pawns are weak: avoid them!
2. Passed pawns should be advanced as rapidly as possible.
3. If you are one or two pawns ahead, exchange pieces but not pawns.
4. If you are one or two pawns behind, exchange pawns but not pieces.
5. If you have an advantage, leave pawns on both sides of the board.
6. If you are just one pawn ahead, in 99 cases out of 100 the game is drawn if there 

are pawns on only one side of the board.
7. The easiest endings to win are pure King+Pawn endings.
8. The easiest endings to draw are those with opposite coloured bishops.
9. The King is a strong piece: use it!
10. Do not place pawns on the colour of your bishop.
11. Bishops are better than knights in all except blocked pawn positions
12. Two bishops vs. B&N or N&N are usually a real advantage.
13. Passed pawns should not be blockaded by the king: the only piece which is not 

much harmed by watching over an opponent's pawn is the knight.
14. A rook on the seventh rank is worth a pawn.
15. Rooks belong behind passed pawns, of your own or the opponent.



12 practical tips (Mednis)
1. The king is a fighting piece and should be centralised and used actively.
2. Material advantage wins endgames: hold on to your material.
3. Be wary of sacrificing pawns for development: only in Rook+Pawn endings is 

an active piece worth material.
4. Try and gain tempi whenever possible, but without giving up material.
5. The fewer the pieces, the more important the pawns
6. Keep a flexible, sound pawn formation: avoid doubled, isolated and 

blockaded pawns.
7. Passed pawns must be pushed.
8. The outside passed pawn is an advantage: in King&Pawns endings it is 

decisive.
9. Rooks belong behind passed pawns.
10. In open positions the two bishops are murder: in most other positions they 

are a real advantage.
11. In open or semi-open positions a bishop is usually superior to a knight.
12. The knight is superior to the bishop in blocked positions or when the bishop 

is hemmed in by pawns on the same colour squares as the bishop.



Endgame Technique

• MEDNIS says 'good technique' means:

1. not allowing counterplay

2. holding on to material advantage

3. establishing a clear plan and following it

4. being careful

5. never being in a hurry

6. avoiding complications

– (and ... winning the game!)





From a win 
to a draw



From a draw 
to a loss



From a win 
to a loss



Broke the resultometer


