


The Creepy Crawly Opening
The classical opening rules go as follows:-

Lo Place pawns in the centre

2. Put knights and bishops near the centre

3 Move each piece once in the opening, except when
capturing or avoiding capture.

4. Castle into safety

5. Place queen one or two rows off the edge

6. Clear back rank to connect rooks

i Place rooks on open files (swap pawns to open files.)

As for the reasons behind this scheme of opening play, it is due
{0 two main factors. One, that the centre is considered the most
important part of the board because pieces control more squares
in the middle and can access all parts of the board more casily
from the centre. Secondly, that the stronger the piece, the more
in danger it is in the centre of the board, (as a corollary there 1s
the idea: the more prominent the person, the more exposed,
which explains why famous people need bodyguards), therefore
the pawns, as the least valuable pieces, are placed in the middle
first.

But when we ask the question, "What is weaker than a pawn?"
we receive the answer "Nothing is weaker than a pawn". If we
apply logic to this answer, it will follow that nothing should be
placed in the centre at the start of the game. Following this line
of reasoning, it would imply that beginning the game with I d4 or
| e4 would be premature since the pawns, however low their
value, are still worth more than nothing.

Our first game shows the ideas of the Creepy Crawly Opening in
action. Black does not fight for the middle of the board - a
contest in which he is disadvantaged as he moves after white -
but first crawls around the edges.
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WHITE BLACK
| ed h6
2 4 a6
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White has begun with
movement of the centre pawns,
but black sticks to his plan
"place nothing in the centre at
the start of the game!"
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3 c4 ¢S

Black spots a weakness at d4
and makes his first strike
against the centre.

4 Nf3 €6

5 Nc¢3 Qc7
6 d3 Nc6
7 Be2 b6

8 0-0 Bb7
9

By not playing the pawns early
to the centre, this has a "knock-
on" effect against the other
rules. The knights and bishops
cannot approach the centre so
securely, so black’s knight has
not yet reached f6, and the
bishop has developed to b7. As
the centre pawns have not
moved yet, then the need to
castle is not so great and it is
possible for the black king to
stay in the central fortress for
longer. However, if the king
remains in the middle, then rule
6, "connect the rooks" cannot
occur and the rooks are liable
to remain inactive in the
corners.  Black resolves this
last problem by exchanging or
sacrificing an edge pawn in
order to open a file for his rook
at h8.

9 2 g5!
10 fxg5 hxg5

11 Bxg5

White has won a pawn, but we
can see that, without even
moving, the rook at h8 has

obtained an open file. In fact,
in conjunction with the black
queen at c¢7, a most dangerous
attack has been created against
the already committed white
king and, in particular, against
the square h2.

I Bd6
Black increases the pressure
against white’s king position

12 g3

Without the support of the
white queen at el, defending
the pawn at g3, black would
already be able to sacrifice on
that square.

12 Nge7

One rule that still does not
change is rule 3 - "Move each
piece once in the opening,
except  when  capturing or
avoiding  capture”. Black
brings another piece off the
back row and into the game.

13 Bf6 Rg8
14 Ng5 0-0-0!

In this way black solves two
more problems, the safety of
his king (which was starting to
feel uncomfortable due to the
pressure on f7 and along the f
file), and the mobilisation of
his last piece, the rook at a8.
Now both the black rooks will
head for the kingside and see
action against the white castled
king.

15 Bh5
White dare not capture at (7
with his knight because he
hears the devastating riposte 15
... Bxg3. Instead he puts more
pressure on 7.

15 Be5!
White’s own king is oo
vulnerable and black sets about
exchanging the advanced white
pieces off.

16 Bxe5 Qxed

17 Nxt7

In this way white gains a rook
and a pawn for his two pieces,
but then his own king is
defenceless against the black
onslaught.

17 - QxhS5
18 Nxd8 Kxd8
19 of?2 Ne5
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Another idea of the opening
surfaces with this move. Black
now occupies the centre with
his knight, but only when the
predatory pawns on the d and |
files have been neutralised.
The f pawn has been exchanged
off ecarlier and the d pawn 15
nailed down by black’s pawn at
¢5. Thus the knight at e5 can
finally enjoy his  dominant
central outpost.

20 014
Hoping in infiltrate after 20 ...
Nxd3? 21 Qb8+1)

20) N7g6 !
(Funny  kmight  move)  Not
fearing 21 Q16+ Kc7 and white
gets nowhere

21 ¢ Nh4
Black™s knights swarin atl over
the kingside.

22 RI12 Nhi3 |
23

. :":' Ly
A

N

N

WeE

N

N "§
AN

7

=
N

&=
-

7%
“

\

7

23 Nxh2!

A final  sacrifice  destroys
white’s game. If now 24 Rxh2
black wins by 24 ... Qxh2 + 25
Kxh2 Ng4 + and Nxe3

24 Kg2 and white
resigned at the same time as,
24 ... Nhg4 is decisive.

So the new rules of Creepy Crawly play would look like this:-

Rule O Place nothing in the centre at the start of the game.

Rule 1 Develop knights and bishops, but further from the
centre it the opponent has occupied it with pawns.

Rule 3 Move each piece once in the opening, except when
capturing or avoiding capture

Rule 4 You now have a flexi-king. Depending on the
Sttuation, or  the placing of the enemy king, your king
stays in the central  fortress, or castles either king or
gueen side.

Rule 5 Queen is placed one or two rows off the edge.

Rule 6  Clear back row but, it king stays in the centre, rooks
may not be connected.

Rule 7 Open files may often be found for rooks by exchanging
edge pawns. Sometimes sacrificing edge pawns as in
the previous game, may present the rook with an open
file without even having to move.

Whatever the formation chosen by both players, the Creepy
Crawly player will ftrequently strike in the centre with ¢4 (or
...¢5 as black). This is because the corresponding attack in the
centre by t4 (or ...t5) is harder to arrange because of the danger
to the king along the diagonals leading to €8 and el .

After ¢4 (or ...c5 for black) the opponent either allows (I) an
exchange of pawns, The Open Centre (11) blocks by advancing the
d pawn, the Closed Centre, or (111) supports the d pawn with the
¢ pawn, the Supported Centre. It is examples of these three types
of response that we shall look at.

1. The Open Centre

Game 2

] h3 d5

2 a3 e5

3 ¢4 N6




Black decides to support his
pawn at d5 with a piece, which
will lead to an open centre, as
his d pawn will be exchanged
off. It he had supported his
pawn at d5 with a pawn, the
game would fall into group 111,
(The Supported Centre).

4 cxd5 c6

Here black offers a gambit.
He hopes for 5 dxc6 Nxc6
when he has an active position
for the sacrificed pawn. White
decides to close the position
down instead.

5 de! Bxd6
6 Nc3 0-0

7 Qc2 ¢S5

8 e3 Beb
9 Nf3 Nc6

Because of the exchange of
pawns in the centre, black is
not so dominant there, so the
white knights have found good
positions near the centre. Now
white  goes on a little
adventure.

10 Ng5

Threatening to gain a bishop tor

a knight by playing Nxe6.

10 Bd7
I Bc4 h6
12 h4!?
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Black’s  early  castling  has
allowed white to make this

speculative attack, instead of

meekly retreating the knight.
If black now plays 12 .. hxg5
13 hxg5 Ne8?? white mates
with Qh7. However, matters
are not quite so clear as this.

12 Ne7!
Preparing to oppose the white
queen on the diagonal by
...Bf5.

13 g4!?

A further sacrificial ofter.
White is also no doubt planning
14 Nxf7 Rxf7 15 g5 if black
does nothing.  But probably
better was 13 Nce4.

13 Bxp4

14 Rl hxgS?
Better was 14 ...BfS 15 e4
Bg6, when 16 Nt3 is on the
cards.

15 hxgs Bf5
Now this defence is less strong.
16 ed Nxed

17 Nxed Nc6
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18 Nf6 +

Exchanging into  an  ending
where  white  still  has  the
attack!

18 Qxt6
19 ext6 Bxc2
20 Rxg7 1 Kh8
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White’s main aim 1S now (o
play his rook at al over to hl to
deliver checkmate. This is
white’s plan for the next 4
moves, but he has to be caretul
not to lose his f6 pawn on the
way.

21 a3 4
22 Bh6 Rg8
23 Kd2!

Black has no time to save his
bishop at ¢2. If he plays 23
...Ba4 or c¢xd3, 24 Rhl is
decisive.

23 Rxg7
24 Bxg7 1 Kh7
25 Bx{7

And  white soon won. I he
remaining  moves  were: 25
LB+ 26 Kxc2 exd3 i+ 27
Kc3 Be5+ 28 Kc¢d4 b5+ 29
Kxc5 Bd4 1 30 Kxc6 Re8 1t 31
Kd_?' Bxt6 32 Bxt6 and black
resigned.



Game 3

The next game shows that the
central square at e4 is an
important knight outpost in open
positions. (If black, the
corresponding outpost is at e5).

| h3 ds
2 a3 es5
3 c4 N6
4 cxd5 (4]

as in the previous game. White
declines the gambit.

5 dé Bxd6
6 Nc3 0-0
7 d3

But this time white decides on a
slightly ditferent pawn
formation, supporting the e4
square with his pawn at d3, but
blocking his queen’s diagonal if
it should go to ¢2.

7 . Beb6
8 g4

All  part of the plan of

surrounding the e4 square, at
the same time launching an
attack on the black king.

The pawn at g4, by attacking
t5, makes it harder for black to
play ...f5, to dislodge a white
knight from the post at e4.

8 Nbd7

9 £5

Tempting  black to play 9
‘..Nhﬁ, when  white  could
consider undermining the knight
by 10 h4, €3, and Be2.

9 i Nd5
Black prefers to centralise.

10 Ne4
and so does white.

%“% 7
% 7

10 » Be7
1 Nf3 Qc7
12 Qc2 Kh8
13 h4 b6

14 hsS Nc5

White surely means business on
the kingside, so black tries to
gain counter play in the centre.

15 b4 Nxed4
16 dxed Nt4
17 Bb2

Beginning an attack from a
different direction: white aims
his bishop and knight against the
€5 square.

17 f6
18 e3!

Now, in an unexpected
manner, black finds his knight
trapped in mid-board.  Note
how much better placed the
white bishop is at fl, instead of
g2, where it would have been
exposed to attack.

18 Nxh5
The alternative was 18 ...Bg4
19 Nh2

19 Rxh5 Bg4
With this fork black regains
some material, but still leaves
himself with the disadvantage
of a rook against two bishops.

20 Rh3 Bxh3

21 Bxh3 as

22 b5 BcS
23 gxf6 gxfo
24 Qc4 axb5
25 Qxb5 Rad8
26 Be6 Qg7
27 Ke2

The white king is perfectly safe
in the central position. With
his last move white clears the
back rank and prepares to
swing his rook over to the
king’s wing.

27 Rfe8

28 Rgl

Unfortunately, black sees that
28 ...Qh6 29 Nxe5 is quite
devastating (29  ...fxe5 30
Bxe5+, or 29 ...Rxe6 30
Nf7+ +) He gives up the
queen, but the game is virtually
over.

28 ...Qxgl 29 Nxgl Rxe6 30
Nf3 Re7 31 Nh4 Red7 32 Nf5
Rdl 33 Qc6 R1d2+ 34 Kf3 Rf8
35 Qc7 black resigns. It 35 ...
Rg8 36 Bxe5 wins.
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It should be possible for white
to recover this pawn, after
which he will be left with a
central majority.

4 e3!

Alte npting to regain the pawn
and continue development at the
same time.

4 Beb

3 Qc2 Nc6
Black hands back the pawn.
Against 5 ...b5 white could
continue 6 a4 ¢6 7 axb5 c¢xb5 8
Nc¢3 Qb6 9 Nt3 Nd7 10 Ng5.

6 Ni3 Be7
7 Bxc4 Bxc4
8 Qxc4d f5

A very risky advance. Black is
trying to control the e4 square
and wants to attack the knight
at 3. But it is too ambitious
with the black king in the
centre.

9 d4!
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Opening the centre himself,

now there 1s a chance
attack.

Black could now try to win a
pawn by 9 . _.exd4 10 exd4 Qd7
11 0-0 0-0-0 but would find his

king too exposed after 12 Bi4.

9 ed
10 Nes Nxes5
11 dxe5 c6b

paralysing black completely .

10

13 Nho

14 b4 Qc?
15 Bb2 Rd8
16 0-0

T'he Hexi-king has finally made
up its mind where it wants to
g0, With black’s rook at h8 out
of action, white now threatens
to take over the d file with
Rdl.

16 " Rd2
17 Rabl Qd7
18 Qb3! Qd3

Black™s apparent dominance ol
the d file 1s all blutt, as his
other rook at h8 sull cannot get
into the game.

[0 Rbd !

Planning — a  double  piece
acribice 1o break down hlack s
detences

) : Oc?
20) OeoH!

11

Back we go!  Black has no
alternative  but to accept the
gilts’

20 Qxh2
21 Rxd2 Qxd2
22 Rdl

Decisive

22 Qxc3
23 Rd7!

Fven better than winning  the
rook at h8 by 23 Qc8 + KI7 24
Oxh8.

23 Np&

No alternative, as the bishop al
e7 15 under threat. Now while
finishes ol neatly.

T




24 Rxb7

threatening 25 Rb8 mate.

24 Qcl

25 Kh2

the advantage of 1 h3 becomes
apparent!

. Qd2
26 Rb8 + Qd8
27 Rxd8 + Kxd8

28 Qf7!
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Black resigns. Although he has
materially an advantage - 17
points to 16 - he is going to be
massacred after white’s Qxg7.
The disorganised black pieces
will be no match for the white
queen.

12

The final game in the Open
Centre shows the strength of
the fianchettoed bishop as it
bears down on the enemy king
position. In fact it is because
of the diagonal movement of
the queen and bishops that a
player is able to mount a co-
ordinated attack on the enemy
position from different parts of
the board.

Game 5

| h3 es

2 a3 ds

3 c4 N6
4 cxds Nxd5

Here, besides the plan white
chooses of Qc2 and e3, he
could play more directly in the
centre: 5 Nf3 Nc6 (not 5
..ed? 6 Qad+) 6 e4 Nfo6 7

BbS - an O’Kelly variation of

the Sicilian in reverse, with h3
added for white.

5 Qc2 Nc6

6 e3 Bd6?
Black fills the centre with
pieces, but they tend to get in
each other’s way. Better was
6 ...Be7, to keep the d file
clear.

7 h4 Beb

The lines are drawn; black
comes up to the net whereas
white counters from the
baseline.

8 0-0

9 N3 ab

Black plays this in order to stop
10 bS which would drive his
knight away from the defence
of the pawn at e5.

10 Nc3 Qe7
11 Ned h6
12 Rcl Rad8
13 Be?2 Kh8

13
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White's pieces have all found
respectable positions, but how
is he to activate the rook at h1?

14 g4
The remedy is to open the files
on the king's wing. The

alternative  was  the  more
normal 14 0-0, which would
have brought the white rook
into  the centre. Then,
however, the white king might
have succumbed to a black
attack starting ...f5.

14 t5

A tempting move for black to
play, since this opens the file
for his own rook at 8.

15 Nc¢b

White rejects 15 Ng3 because
of the answer 15 .. .4,
discovering an attack on the
knight at g3 from the bishop at
dé6.



The critical position.  Black’s
attempt to go forward by 15
...Ixgd 16 hxgd Bxgd4 rebounds
after 17 Nh4! threatening
Ngo6 +.

An attack on the other wing by
15 ...Ndxb4 16 axbd Nxb4 also
fails after 17 Qc3 Na2 18 Nxe5
Nxc3 19 Ng6+ Kh7 20 Nxe7
and white wins a piece.

15 Be8
Among other things, 15 Nxbh7
was threatened.

16 Ryl

A difticult decision for white.
Clearly he can wait until black
captures at p4 and then the h
file will be open for his rook.

But what if black does not
oblige? White,  therefore,
torces the issue, even though he
rook may end up on the wrong
file. He now threatens 17 g5
hS 18 Nh4 with Ng6 1 or BxhS

1o tollow.

14

16 {4

Black gets on with his own
attack, trying to get his 18 rook
into action against the white
king.

17 29

Here 17 ...Bf5S could be
answered by 18 e4 or Qb3.

17 fxe3

18 dxe3 Qt7

lining up the heavy guns along
the t file. Unfortunately, black
never gets the chance to fire
them.

’4/‘.’/’ é

Farst the kmight, now the queen
ventures  onto  the  central ¢4
square.  Bearing in mind that
the more centralised the piece,
the greater its power, but also
its exposure, white is prepared
to transfer his queen to h4 in
case of 19 . BtS5.

19 Nde7
Parrying the afore mentioned
threat ot Qh4, which would be
adequately met by 20 ... Nf5!

20 gxho gxh6

7

21 Nd3!

This glorious retreat underlines
the power of the bishop that has
been lurking so long on b2,
waiting to deliver the final
blow to black’s king at the
other end of the diagonal. With
four pieces trained on the
hapless €5 pawn, black can
resist no longer.

21 Bf5

22 Ndxe5! Black
resigns. If he plays 22 .. .Bxe4
23 Nxf7+ Kh7 24 Rg7+ +,
otherwise after 22 ... Nxe5 23
NxeS white simply crashes
through on the diagonal.

15

11 The Closed Centre

With the closed centre, the
opponent avoids pawn
exchanges by advancing in the
centre when challenged.
Curiously, all our examples in
this section are with the black
pieces. But eventually we hope
to learn to play without ’colour
prejudice’ - the prejudice being
that, if you are white you have
an advantage and must advance
and attack, and if you are black
you are at a disadvantage and
must either detend or counter
attack.

Game 6

] ed h6
2 d4 a6
3 f4 ¢S5
4 ds

Now the centre will be locked
for some time to come. The
advantage for black with this
move 1s that it will be easier o
plant a piece at e5.
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5 a4 £5
Played for two reasons:-

(1) to open the files on the
kingside

(2) to draw the f pawn away
from controlling e5.

6 fxg5 hxg5
7 Bxg5 Bg7
8 c3 Nd7
9 Nit3 Ngl6
10 Nbd2 Ng4
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The black minor pieces circle
round the central e5 square.

White decides to contest control
of 1t.

I Nc4 Nde5

12 134

White  hopes by a4 mass ol
exchanges 1o leave black with a
pawn on ¢5, rather than a
plece.

12 Nxc4
Black temporarily releases his
hold on ¢5. but also meets the
threat

16

14 as Qc7

Rule 3 of the opening is being
observed. Black moves his
pieces once, off the back row
and prepares to castle
queenside.

15 0-0 0-0-0

16 Qe2 Rdg8
There is no likelihood of black
swiftly regaining his pawn. He
1s simply relying on the active
positioning ot his pieces.

17 Ra3

As both sides have castled on
opposite  wings, fierce attacks
are in the offing and white’s
last move toys with the idea of
Rb3 followed by the sacrifice
Bxa6b. as well as the pawn
storming threat ol 20 b4 So
black decided to act sharply on
the king's wing.

17 BeS!

18 BxeS dxe5!
The recapture with a  pawn
allows the black queen 10 come
Into action via d6.

19 Rb3 Qxad

:n
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Black cheekily snatches a pawn
and braves whatever attack
white can conjure up.

20 de6! exd6

21 Nel??

White is  starting o lose
confidence in  his  position,
otherwise he would play the
simple 21 Bxt7, after which
though, he is still  clearly
worse.

21 - Rxh2
Virtually decisive.  Black now
threatens  ...Rgh8  and
Rhl+ 1.

22 Rf5

hoping to answer 22 . Rgh8?
by 23 Qxgd.

22 Qal!

Invasion from both wings.

17
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23 Ra3 Qcl

\

White resigns since he loses
after 25 Kxhl Qho+ 26 Kpl
Qh2 + 27 Kf1 Qhl + 1.

I this vanation  the  black
dquecn complotes aomaost striking
seguence ol moves. starting d8-
¢/-aS-al-cl on the queenside
and ending  h6-h2-hl on  the
kingside. With the centre
blocked, the agihty ol the
queen 1s demonstrated trom the
WIngs.



Game 7

Our next example shows black
opening both sides of the board
with pawn breaks.

| d4 ho6
2 ed ab
3 f4 )
4 d5 do
5 c4 g9
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The standard gambit position.

6 txg$ hxgd
7 BxgS Bg7

8 Ne3 Nd7

0 N13 Ngth
10 Be2

Now the positional method of
play would be to  continue
...Qc7 ...Ngd4 and ...Ned as n
the previous game,

10 . hoit!
[ cxbd Ngd
|2 Qd2 Qb6

18

The position is now extremely
unclear, but white’s next move
leads to a speedy loss.

13 Nh4?
Headed for the 5 square.

13 Nde5
14 h3 t6

Now if 15 hxgd txg5 16 Qxgd
Bf6! wins the pinned knight at
h4. Suddenly white is losing a

piece - which was not his
intention!

15 Nt5 Bxf5

16 exts txgs

17 hxab c4
opening the diagonal to 2.

18 Bxg4 Nxg4

19 Rfl NeS

The black knight wheels into
another target, this time the d3
square.

20 0-0-0 Nd3 |

21 Kbl Rb8
White resigns, a piece down
and facing a crushing attack
against b2.

19

Another  game  shows  how
quickly the opponent can be
overrun after a pawn break on
the queen’s wing.

Game 8

| ed ho
2 d4 ab
3 c4 c5
4 d5 d6
S Nc¢3 £5
§) h4

This time white challenges the
pawn at g5 from the edge
rather than from the centre.

§) . 24
Closmy the king s sude.
/ h5

the plan here as 1o sphit the
pawns at 24 and ho. and make
them  later nto sty targers
for the white preces o attacl
But 1t consumes time

/ . 3o/
8 13¢2 FAVER 1|



Finally, d heavyweight Imaginative  play. White

- . W ;| encounter from an International decides Lo 'kill_’ the e5 square
:t::t‘:::?ij lhhwil:::gtm” zl'llh::ﬂ“'lt event. as a possible knight outpost.
pawns - an unclear S 1 5
continuation. Game 2 1(]) Bd3 (s
_ _ I Given peace and  tranquillity,
(l)} hle; (l"\l)(l‘ﬁ ) white will increase the pressure
( Qd. t6 3 on the pawn at e5 by 0-0. Qe2
= 4 and Racl.
xae (¢ | X 5
6 I b5
i Al Il 7 But tranquillity is not at home.
“‘ Iy B A Blta]i;l"k. a]llcmpllx lulh disrupt
=1 A white’s plans by another wing
4 A (ﬂ : 1 B . _ diversion.
SEL AL Rl with the powertul threat of .
; premr s h3. 12 0-0 bxc4
A 13 Bxcd cd!
Al g A g 17 Bel b3!
= = ' 18 Bxa3 bxc2 o e 3l
gl jei [&] [9ig] 19 Bh2 Nxed |8\ | K
20 Kel Rb8 1alaldle
Black keeps up the pressure a
with the threat of .. Nxed X &
Qxed Qxc3 +. &4 —Ji
I Bd2 hd7 - :
d? Nh¢ o s esvaral an S
And now another tempo will be eI SRt TG s, A a
?Lleli!:;d when the knight arrives 8 Nc3 Nd7 188
ates. 9 Nf3 Ngt6 - W |B|®
10 .51 = ]
12 Qc2 hs! o
Ihe break. though 1t undoubles e Dostion s, S pecomuig

, desperate for both sides!
the white pawns. allows black

to bhring  his gueenside  forees

| 14 Nd2 Qb6

g Lie gam White resigns. It his bishop 1S Qe2 Qxh2

13 cxhS T moves ... Rbl t decides the 16 Racl Np4

14 Kl Nes game. 17 Qxpd Bxc3

15 4 hd 18 Qxed N16

It Bi4 Qa3 19 Bxt6 Bx16
| B 20 NI3

20

21
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Ihe furious exchange of blows
has left material level and the
advantage apparently in white's
hands,  with  his  strongly
centralised queen and the black
king trapped in the centre. But
matters do not turn out to be as
clear cut as that.

20 Rp8
21 R¢2 Rg4d!
22 Qd3 Qho
3 Re2 (6
V4 Nd2
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White still piles n.
his threat 15 the devastating Ned
move.

24 .. Bd4 +

25 Khl Rt4

26 Riel Ra7

27 Ned Qg6?
Much stronger here was 27

...Qh6 with the threat of
Rh4 to follow.

28 Qg3!

reasserting  superiority.  Black
now has to play carefully to
survive.
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This time
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The game now degenerated into
a time scramble in which white
lost his advantage:
play secured him the draw.

but skilful

32 Nx¢5 Be3 33 Rel Bd4 34
Ne6 Kd7 35 Nxd4 Rxd4 36
Reel Kd6 37 Kgl a5 38 a3 Rb7
39 Ba2 a4 40 Kg2 Rc7 41 h3
Rd3 42 p4 Bc8 43 Bhl Rxa3 44
Bxgb Rce3 45 BIS Rg3+ 46
Kh2 Rxh3 + 47 Kg2 Rag3 + 48
Kf2 Rf3+ 49 Kg2 Rhg3+ 50
Kh2 Bxf5 51 gxf5 Rg7 52 Re6 +
Kd7 53 d6 exd6 54 Rdl Rx{5 55
Rdxd6 + Kc7 56 Re6+ Kbh8 57
Rb6+ Rb7 58 Ra6 Rb4 59
Re8+ Kb7 60 Rea8 ReS 61
R8a71 Kc8 62 Ra8+ Kd7 63
R8a7 t Rc7 64 Rxad4 Drawn.
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11 The supported centre

With the supported centre, ¢3
(or ...c6)  will usually be
played to support the central d
pawn when attacked by another
pawn. This ensures that a
pawn can recapture and remain
in the centre in the event of an
exchange.

Because this approach 1s  less
aggressive, not trying to attack
with the pieces (part 1) or seize
space by a pawn advance (part
I1). then the Creepy Crawly
player has a greater range of

options. Here are  some
examples of a 'St. George’
tormation.

Game 10

] h3 d5s
2 R} eS

KA W aX
44 3
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White could now play 3 ¢4 ¢6.
In that case, il white plays 4



e3. black can respond sharply
with 4 .. .d4, since it 5 Ni3
dxed 6 fxe3 e4 7 Nd4 Qh4 +.
However, white can improve
with 6 dxe3 Qxdl + 7 Kxdl f6 8
Bd3! Nd7 9 Nbd2 Nc¢5 10 Be2
a5 11 b3 Be6 12 Ke2.

Also possible is 3 ¢4 ¢6 4 e3 d4
5 Qe2!? Be6 6 Nt3 Qd6 7 exd4
exd4 8 Qed ¢5 9 Qxbh7 Qc6 10
Qxc6 Nxc6 11 d3  with
advantage to white.
Theretore, black should play S
... Be7 6 Nf3 Qd6 7 d3 Nt6 8
ed4 0-0 9 g3 a5 10 Bg2 with an
unclear position.

Finally white could consider 3
¢4 ¢6 4 Qc2 dxcd 5 Qxcd Beb 6

Qc2 or 4 ... Nt6 5 d3 Bd6 6
pd.

3 e3 ch

4 hd

The °St. George' formation,
characterised by the fianchetto
of the queen’s bishop and the
placing of pawns at b4 and e3
(or ...b5 and ...e6) instead of
the ‘'Macho Grob’ formation
with a fianchettoed king bishop
and pawns at g4 (...g5) and d3
(...d6).

4 - Bd6
5 Bbh2 Qe7
6 c4 Be6

If black had played 6 ...d4,
white would reply 7 ¢S5 Be7 8
Bed4.

7 Qc2 Nd7
8 Nf3 f6

)5

Black is supporting his centre
‘par excellence’. He hopes
that white will run out of ideas
with nothing to do and with no
way to break down the central
fortress.

9 4
But white can still expand in
other areas.

9 Qf7
Putting pressure on the ¢ pawn
and trying to encourage white
to play 10 cxd5 cxd5, when
after a later ... Nb6 and ...
Rc8, black takes over the ¢
file. White responds by
sacrificing his ¢ pawn to obtain
the out post at e4.

10 Ne3! dxc4
11 Ned Bc¢7
12 d3!
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Completes  the sacrifice by
further exploiting the diagonal
leading from ¢2 to h7.

12 cxd3
13 Bxd3 a6
14 Rgl Ne7
15 25 I5
16 26!

N

ﬂ'wﬁnhw%

Planning in the event of 16
...hxg6 17 Neg5 Qg8 18 Nxeb
Qxe6 19 Ng5 Qf6 26 Bc4, or
16 ...Nxg6 17 Neg5 Qg8 18
Nxe6 Qxe6 19 Bxf5.

25

16 Qp8

17 gxh7 Rxh7
|8 Negs Rh6
19 Nxeb Qxeb
20 Rxg7 Q16!
21 Rg3 0-0-0!
22 0-0-0

Apparently  black has regained
a lot of ground with his last
active moves. But now he over
reaches.

22 {47
23 ext4 Qx14 |
24 Kbl Qf8

The cause of this abject retreat
is white’s threat of Bel. And
the natural 24 ... Rhh8 is met
by 25 Ng5! with the powertful
threat of 26 Ne6.

25 Be4!

White regains control with this
occupation of an outpost.  He
also prevents ...e4, discovering
an attack on his rook at p3.

25 - Rd6
26 Rxd6 Bxd6
27 Ng5!
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The move 1S nonetheless

played, with dire effects  for

the squares at €6 and 7.

27 o 016
28 ha Rh8
29 RI3 Qu7
30 N17

This simple tork wins material
and the game.

30 Rh6
3 Nxh6 Qxh6
32 Od3 Be7
33 Rt7 Qb
34 Rh7 Bd8&
&5 By2!
w8
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A| (& |W
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A glorious  retreat  which
threatens the deadly 36 Bh3.

35 Qg6
36 Qxgb Nxg6
37 Bh3 N{8
38 RI7 Black
resigns.  He is paralysed and

threatened with 39 Rxt8. If 38
JKe7 39 BxeSt  exploits
another pin.
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Bd3
N13

Qe2
0-0

h6
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b5
Bbh7
N16
cS
Be7
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Black’s ...

king.
fall for 8 ...

piece.
must be watched like a hawk!

9
10

5
ad

Be7

IS 4 necessary
move to block the file between
the white queen and the black
Black does not wish to
Nc6? 9 d5 exd5s?
10 exd5+ Ne7 11 d6 winning a
Those central

NcoO

White finds another target.

black now plays 10 .
c4

Nd5 12
backwards.
10

drlvc.\'

b4? 11 e5
him

cxd4!

pawns

Preparing 1o answer |1 cxd4
with 11 ...Nb4 exchanging off
white’s bishop at d3.

11 axbhs axh5
12 Rxa8 Qxa¥
13 e5 Nd5
14 fxe6 dxeb
15 Bxb5 0-0
16 Bd3

%/

A critical  position. White
intends to cause trouble with 17
Qed  (threatening mate) against
which there are no satisfactory
replies.  So black bypasses this
with his own pawn sacrifice.

27



16 st Ne3!
17 Bxe3 dxe3
18 Qxeld Rd8

Now 19 Qed4 has less terrors,
as after 19 ... g6 the pawn al
h6 is not en prise.

19 Bed

White tries to neutralise the
concealed pressure along the
central diagonal and steer for a
simple position where he has an
extra pawn.

19 Nas
20 Nbd2 Nc4!
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A move that throws white
completely. He  cannot
contemplate 21 Bxb7 Nxe3 22
Bxa8 Nxfl, but his best was 21
Nxc4 Bxe4, when the (wo
bishops  give  black  ample
compensation for the lost pawn,

2] Ql4
This leads to speedy disaster.
21 BeS
22 Nd4

Not 22 Khl Be3!

22 Nxd2

28

23 Qxf7 + Kh8
24 Bxb7 Qa7
White has still too many pieces
"in the air".
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25 Qc7 Bb6

26 Qe7 Nxtl
27 Kxfl Qal
28 Ke2 Qxb2 +
29 Kd3 Qb5 +
30 Ked Qfl

31 Nxeb

An anteresting position.  White
can conjure up some threats
against the rook at d8 and the
pawn at g7. but not enough to
cduse an upset.

31 Qxg2 4
32 KIS and black
later won

Of course, the opponent will
not always place his pawns
centrally, so here is an example
of how to deal with a counter
crawler!

| h3 h6
2 c4

7 7

L]

= ..«/;// 1 Goerts
v / ///;//.
] //:(/f/

-%I%IV.

As black holds back in the
centre, white moves torward.

i (&)
Nc3 26
N13 Bg7
d3 Nc6
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The contestants lock horns over
the control of prime central
squares in particular the holes

in the white position at d4. {4,
h4.

9 Nh2

Declining to  help black by
exchanging with 9 NxeS5 dxed!:
White now threatens to flow
forward with 10 4.

9 25
10 NIl Bh7
I Ng3
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White causes his OW

disturbance by now  threatening
i mev e i thie hole at hS and
atlack the bishop at ¢/
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An awkward
opportunism. There is  no
completely  satisfactory  reply.
It black plays 13 ... Qd7 14
Oxd7+ Kxd7 15 Bxgd captures
a key pawn.

13 Kt8
14 Ne2 Nh4
15 0-0 Nxg2
16 Kxg2 ds

17 cxdS exd5

Apparently black has lined up
hiv bishops nicely against the
white king.  But before black
can strike, a fireball engulfs his
awn position.

piece of

18
19
20

21 Rxf7 +! Kxt7
Capturing with the queen led to
certain defeat after 22 Rfl, as
the white queen is too powerful
for the scattered black forces.

22 Rf1 + Ke6
Black must slog it out in the
middle. There 1s no sate haven
after 22 ...Kg6 23 Nefd+ Khé6
24 exd5! and now 24 ...Qxe5
loses to 25 h4 and g5 +.

23 RfS!

Threatens mate in one move.

23 Qc7

24 Nht4 +!

White must centralise  his

knights. If he loses his grip on
the  position,  black  will
eventually win with his extra
rook.

24 . Ke7
25 Nc3!

30
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Putting the pressure on  the
pulse of black’s position - the
d5 square. 25 ... dxed now
looks  attractive,  but  loses
immediately to 26 Qc4!

25 Nho!

26 R16!

No easy escape for black. If
he tries exchanges by 26 ...
Rhi8, 27 Rxt8 leads to a
winning fork at €6 or d5. An
attempt to jettison the queen
after 26 ... Qxe5 27 Re6+
Qxe6 28 Nxe6b Kxe6 also fails
to 29 Qxa7.

26 ... Ni7
27 Nexds + Rxd5
28 Nxd5 + Bxd5
29 exd5

31
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Though black sull has materal
equality of a knight against
three  pawns, the unceasing
defensive task has worn him

down. He could stll  have
defended by 29 ... Kd8 30 Qf4!
29 NxeS?

30 d6+ !

Decisive.

30 Qxdo6

31 Rxd6 Kxd6

and white mopped up with 32
Qxa7 Nd7 33 Qa4 Re8 34
Qt4+ Kcb6 35 Qhot+ Kc7 36
Qxh7 Re2 37 Kg3 Rxb2 38 25
Rxa2 39 g6 Ra3 40 g7 Black
resigns.



HISTORY OF THE CREEPY CRAWLY

1979: 19 December, first St. George game
played.

1980:  December, Tony Miles (Britain’s top
board) defeats World Champion,
Anatoly Karpov with St. George
opening.

1981 : Publication of St. George cassettes by
Audio Chess.
Pergamon Press print "The St. George"
book, (now out of print).
Publication of Macho Grob cassette.

1982:  Publication of "The Grob Meets its
Match" and "Polish Opening” cassettes.

1990:  "The Killer Grob", published by
Pergamon/Maxwell Macmillan.

1991:  Maxwell Macmillan goes into liquidation.

1994 Publication of "The New St. George”
book by Cadogan.
Re-recording and re-issue of St. George
tapes.
Global Opening cassettes published

1996:  Creepy Crawly book printed.

All books (except the St. George) and casseties
available from Audio Chess, 7 Billockby Close,
Chessington, Surrey, KT9 2ED. send stamped
addressed envelope tor catalogues.




