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ROOK PAWN ENDGAMES

Rook pawn endgames have generally been neglected in the literature.

The basic rules are simple:

[image: ] Keep your rook behind your passed pawns.
[image: ] If possible, cut off your opponent’s king with your rook.
[image: ] Keep your king active.
[image: ] Try to co-ordinate your rook and king.

Yet, a fair number of points in rook pawn endgames have been lost by players not handling this aspect of the game well. Not just club players but right up to and including grandmasters.

Today’s puzzle is a good example.

SOLUTION

The correct move is 1…Ke5! (an active king move) 2.Re7+ (not f7? e2 3.f8=Q e1=Q checkmate) 2…Kxf6 3.Rxe3 Rh4 4.Rf3+ Kg7 5.Rf7+ Kg8 6.Rf5 a4. This leaves White unable to make progress, i.e. a draw. What makes it hard for White to win is the rook starts off in front of the two passed pawns and not behind them.

Later analysis showed 1..Ke6 (another active king move) also draws as follows: 2.f7 (2.Re7+ Kxf6 transposes to the previous note) 2..e2 (threatening checkmate) 3.f8=N+ Kf5 4.Rf7+ Ke4 5.Re7+ Kd3 6.Rxe2 Kxe2 7.g7 Kd1 8.b3 (8.a3? b3 wins for Black as Rc1 checkmate is threatened and there is no answer) 8…Rc1+ and Black forces a perpetual check (a good example of rook and king co-ordination).

If you choose 1..Rf4 you are in good company as that’s what Volodar Murzin (a strong grandmaster and winner of the 2024 world Rapid championship) chose. Unfortunately, it loses. The game continued 2.Re7 Rxf6 3.Rxe3. This leaves White with a won game. (Note the White rook has cut off the Black king.) The game concluded 3..Rf1+ 4.Kc2 Rg1 Re8 and Black resigned.
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