
R
e
tro

g
ra

d
e

A
n
a
ly

sis
In

tro
d
u
ctio

n
b
y

A
la

in
B

ro
b
eck

er,
2
0
1
4

W
e

solve
a

p
rob

lem
by

startin
g

from
th

e
fi
n
al

p
osition

an
d

by
goin

g
th

rou
gh

th
e

gam
e

tree
b
ackw

ard
s.

W
h
ich

m
ove

w
as

p
layed

last?

S
o
m

e
g
a
m

es
I

crea
ted

p
ro

b
lem

s
fo

r,
u
sin

g
retro

g
ra

d
e

a
n
a
ly

sis:
⊲

O
th

ello
p
rob

lem
s

created
in

2006
⊲

T
ic-T

ac-T
oe

p
rob

lem
s

created
in

2007
⊲

S
om

e
fairy

C
h
ess

p
rob

lem
s

in
2009

⊲
S
lid

in
gs

a
gam

e
m

ad
e

in
P

u
zzleS

crip
t

in
2010,

ch
allen

ges
m

ad
e

in
.c

⊲
G

rizzly
G

ears
(A

u
th

or:
R

af
P
eeters)

⊲
S
ecret

G
am

e
2023

(A
u
th

or:
R

af
P
eeters)

⊲
S
ecret

G
am

e
2024,

to
d
o

(A
u
th

or:
R

af
P
eeters)

http://abrobecker.free.fr/
http://abrobecker.free.fr/text/othello.pdf
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