
 

 

Accademia Scacchi Milano 
II Torneo di Soluzione problemi - Gara 3 

Soluzioni 
 
 
 











#2                           (7+5) 
il bianco muove e matta in due mosse 

1. Rosario Notaro 
L'Arcimatto 1979 - 1° premio 
 

1. h2! (5p) (> 2. xe3#) 
 
1... e1(e2,e5,f3) 2. f3#  
1... a3(b3,c3,d3,e4) 2. e4#  
1... xg4 2. xg4# 
 












#2                           (6+7) 
il bianco muove e matta in due mosse 

2. Nicolò Sardotsch 
1878 - 1° premio 
 
1. d4! (5p) (> 2. dxc5#) 
 
1... bxc4   2. e5#  
1... cxd4   2. xd4#  
1... xe4  2. f3#  
1... xc4  2. d5#  












#2                           (10+7) 
il bianco muove e matta in due mosse 

3. Thomas Warton 
Daily News - 1923 
 

1. e2! (5p)  zugzwang. 
  1... c4    2. e4#  
  1... e4 2. xf6#  
  1... c4 2. f4#  
  1... e4     2. f4#  
 
 












#3                             (4+4) 
il bianco muove e matta in tre mosse 

4. Adolf Anderssen  
Aufgaben für Schachspieler 
 
1. a1! (2p) zugzwang. 
1... c2 2. a5! (3p) zugzwang. 
           2...   c3   3. a3#  
 
 












=                            (3+3) 
il bianco muove e patta 

5. Jonathan Speelman 
1978 
 

1. b7!        (1p)   c5+  
2.  b5     (1p)    xb7  
3. c8=!!  (2p)   xc8 
(3. c8=? d6!  -+)  
4. b6=    (1p) (> 4.c7) 
4. ... f4 5. c7 d6 6. xd6 
4. ... d8(d6) 5. c7! 
 












+                             (3+2) 
il bianco muove e vince 

6. Harold Lommer 
1947 
 

1. h6+! (1p)  d7 
2. f7+   (1p)  e8 
3. a7!!  (2p)  e5  
       3... xa7 4. h8+ e 5. h7+ 
4. h8!   (1p)  
 
 












combinazione +-      (8+9) 
il bianco muove e vince 

7. C. Schlechter - P. Meitner 
 
1. g4+                 fxg4 
(1... h4  2. xh6 ecc) 
2. hxg4!     (1p)  h4 
3. xh6!!  (2p)   xh6 
4. h2!!    (2p)  (5. f2#) 
 












spg 6.5                  (15+16) 
posizione dopo la settima mossa 
del bianco. Ricostruire la partita 

8. Gianni Donati 
Retro Corner 
 

1. b3    e5         2. b2 c5    
3. c1 xf2+ 4. d1 e3    
5. e1 e7     6. d1 d6    
7. c1 (5p) 
 
 

 


