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Asia Sudoku Championship 2023
Instruction Booklet — U10

HFEEHXIX|E H|ZA| (Jeju City, Jeju Island, South Korea)

2023 18 27 29 Y /Friday 27th, January 2023

10:00-10:35 Round 1
10:50-11:50 Round 2
12:05-13:05 Round 3
15:00-15:50 Round 4
16:05-16:50 Round 5 - KenKen
17:05-18:05 Round 6

35 minutes
60 minutes
60 minutes
50 minutes
45 minutes
60 minutes

20234 18 282 EQQ /Saturday 28th, January 2023

10:00-10:40 Round 7 - TEAM - Passing the Parcel 40 minutes
10:55-11:35 Round 8 - TEAM - The Connector: Classic 40 minutes
11:50-12:35 Round 9 - TEAM 45 minutes
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300 points
600 points
600 points
500 points
400 points
600 points

1600 points
1600 points
1800 points
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Competition Rules

Scoring and Bonuses
Points will be awarded only for fully and correctly solved puzzles. In general, there is no partial credit
unless it is stated otherwise in the round's description.

Individual Rounds

- Abonus of 1 point for each remaining 6 seconds(10 points for each full remaining minute) will be
awarded to any competitor who correctly solves each puzzle in a round.

- At the judge’s discretion, 0.6 points (0.6x bonus, 6 points for each full remaining minute) will be
awarded in the case of a single minor mistake in no more than one Sudoku. A minor mistake is
considered as at most two incorrectly filled cells in at most one of the Sudokus.

- Otherwise, no bonus will be awarded.

Team Rounds

- A bonus of 5 points for each remaining 6 seconds(50 points for each full remaining minute) will be
awarded to any team who correctly solves all the puzzles in a round.

- At the judge’s discretion, 3 points (0.6x bonus, 30 points for each full remaining minute) will be
awarded in the case of a single minor mistake in no more than one Sudoku. A minor mistake is
considered as at most two incorrectly filled cells in at most one of the Sudokus.

- Otherwise, no bonus will be awarded.

Competition Hall Rules

1. Each competitor has to sit at his/her pre-allocated desk in individual rounds. Teams have
to work at their pre-allocated desks/areas for team rounds.

2. Prior to the start of each round, competitors must ensure they are at their desks ready for
the start of the round. Late arrivals may not be permitted to enter the competition hall to take
part in a round (at the discretion of the organizers).

3. Prior to the start of each round, competitors have to clearly write their name, team and
reference number on the front of their competition booklet into the allocated space. If this
information is not complete, then the organizers reserve the right not to award any points to
that competitor for that round.

4. Competitors must not open their booklets before the official start of the round. When the
signal for the start of the round has been given, competitors may open their booklets and
begin solving the puzzles.

5. During each individual round, competitors have to keep silent, unless declaring completion
of a round.

6. During team rounds, team members may talk to each other, but should do this with
respect to other teams.

7. To declare a round complete, a competitor must close his/her booklet, clearly state
“finished” and raise his/her arm with the booklet. The competitor's arm must be raised until
the booklet is collected. The same rules apply for the team competition.

8. Competitors or teams who complete a round with more than five minutes in advance, are
allowed to leave the competition hall quietly.

9. Competitors or teams who complete a round with five minutes or less left are not allowed
to leave their desks or tables in order to not to cause unnecessary disruption to fellow
competitors.

10. When a competitor leaves the competition hall for any reason, he/she will be not allowed
to continue in that round.

11. When the signal to finish round is given, competitors have to stop solving immediately,
close their booklets, put their pens/pencils down and their hands up with their booklets for
collecting.

12. At the end of a round, competitors have to remain seated until all booklets have been
collected. The signal to get up and leave will be given by the supervisor.



13. Mobile phones and electronic devices are not permitted to use in the competition hall.
The devices have to be turned off and must not be placed on the competitor’'s desk.

14. Competitors may not use cameras or other recording devices during rounds. Only official
observers may do so, at the discretion of the organizers. They have to respect the
competitors and not use flash photography or cameras with excessive sounds.

15. When a competitor believes that there is a problem with a puzzle, they must clearly state
that puzzle is wrong by writing “Wrong puzzle” next to it. The competitor must not notify the
organizers during the round. This will be investigated upon completion of the round.

16. Puzzles can be completed in any order within a round. The points’ value of a puzzle is an
indication of its expected difficulty, although individual solving experience may differ. The
difficulty of an example puzzle does not necessarily reflect the difficulty of the corresponding
competition puzzle.

Permitted Items

17. Permitted items which can be used in the competition hall (unless stated otherwise) are:
pens, pencils, pencil sharpeners, erasers, rulers, blank papers and instruction booklets
annotated with notes regarding puzzle instructions and preparation notes.

18. Drinks and snacks are permitted as long as they do not disturb other competitors with a
strong smell or rustling packet.

19. It is strictly forbidden to use electronic devices such as music players and headphones or
any type of calculator. Use of such equipment may lead to the disqualification of the
competitor.

20. Any other items brought into the hall must be kept in a bag on the floor and placed under
the competitor's desk, so as not to block the aisles.

Breach of Rules
21. Any breach of these rules may lead to penalty points, or in severe cases to a competitor
or team being disqualified from the round or competition.

Final Remarks

22. In case of a major mistake in one of the rounds, organisers reserve the right to cancel
the round, either by removing it from the time schedule, or by not rewarding any points for it
to any of the competitors.

23. The official puzzle booklets will contain 1-2 puzzles per page in the individual rounds.
The rules of the puzzle and the corresponding points are always written next to it.

24. The official puzzle booklets will not always contain puzzle examples. Therefore, we
recommend to bring the Instruction Booklet, which contains an example of every puzzle
which will be part of the championship.

25. In the team rounds, the official puzzle booklets may contain neither puzzle rules nor
examples. It is advised to bring at least one Instruction Booklet for a team for these rounds.
26. In any case of inconsistency between this Instruction Booklet and the official puzzle
booklets, e.g. rules or points, the information in the Instruction Booklet will be considered
valid.

27. In the competition hall, a timer counting down to the end of the round will be visible for all
the competitors.



12FE (Round 1)
12 24|, 35 &, 3004 (12 puzzles, 35 minutes, 300 points)

1~6. &l A3 (Classic Sudoku) [7 + 8 + 9 + 10 + 14 + 48 H]

Place a digit from 1 to 6 into each of the empty cells so that each digit appears exactly once in each
row, column and 2x3 outlined box.
7t 7122, 7t H2Z, #2 Moz Bl 2x3 HhA B 1RE 6712]9] £at8 ZEglo] Holgatich

2 2136
4 6|3

DA NN|W O
— WO,

0]

w
W=k~
A= INDOO|O
apnp|~rO|—
NOaAW A~ | —

7 ~8. 83 Ac 3 (Odd Sudoku) [16 + 347H]

Classic Sudoku rules apply. Cells with a circle contain odd digits.
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9 ~ 10. ® A3 (Even Sudoku) [18 + 25%]

Classic Sudoku rules apply. Cells with a square contain even digits.
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11 ~ 12. 9x9 YHF A3 (9x9 Classic Sudoku) [55 + 56%]
Place a digit from 1 to 9 into each of the empty cells so that each digit appears exactly once in each

row, column and 3x3 outlined box.
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22+E (Round 2)
14 24|, 60 &, 6004 (14 puzzles, 60 minutes, 600 points)

1~ 2 el A3 (Classic Sudoku) [11 + 13 H]
Place a digit from 1 to 6 into each of the empty cells so that each digit appears exactly once in each

row, column and 2x3 outlined box.
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3~4. QM AEF (Fortress Sudoku) [33 + 133H]

Classic Sudoku rules apply. If a shaded cell and a white cell are adjacent then the digit in the shaded
cell is greater.

Uy AR R0 FAL whgulch WU HIF 1A L 7ol Asie R WS Fe, MUY
2217} o Aok gt

e
1o

415
6

(8))

W
N =AW |~
O W= |~ O,
O~ MW |~
Wal~h0O|= N
N O~ O
B OIND| =01 W




5~6. 3idHE A3 (Arrow Sudoku) [49 + 52H]
Classic Sudoku rules apply. The sum of the digits along the path of each arrow equals the digit in the
circled cell. Digits may repeat within an arrow shape.

Uit 2x30] 3Xg uhgich @ gkl Sojrhk £Ab: shie] Mol Abhe RE £abEe) £%

L), o] RoME L 2AHE & A3 glo] 2 & YaLeh

1)

2

— OV |~ O,

AN WO
NI | =W (S~
WD~ | —

-

0))
O WO —= N
D =IO W

7 ~8. 255 Ax3 (Greater Than Sudoku) [35 + 40%H]

Classic Sudoku rules apply. The cells should satisfy * > * (greater than) and * <" (less than) signs.
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9 ~10. 227 AX3F (Thermo Sudoku) [9 + 327H]

Classic Sudoku rules apply. Some thermometer shapes are placed in the grid. Digits are strictly
increasing from the round bulb of the thermometer to each flat end.
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11 ~ 12. 2| AEF (Killer Sudoku) [53 + 78 H]

Classic Sudoku rules apply. The number at the top-left corner of each cage equals the sum of digits
inside the cage. Digits do not repeat inside a cage.
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13 ~ 14. L EX] A= 3 (No Touch Sudoku) [13 + 49 H]

Classic Sudoku rules apply. Equal digits don't touch each other diagonally.
it AE o] FAL whEch e RAb7lz] i oz WsHgle & gavch

6 1 23|64

N

(@)

W
IO QO
— DO O|s
g w|~ND|—
N =0 OC|W
Wwoinp A~ =
(o) IEF SN N I B AV RN O3

32+E (Round 3)
14 24|, 60 &, 600 4 (14 puzzles, 60 minutes, 600 points)

1~ 2 <ddHl AL 3 (Classic Sudoku) [7 + 8 H]
Place a digit from 1 to 6 into each of the empty cells so that each digit appears exactly once in each

row, column and 2x3 outlined box.
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3 ~4. SR A3 (Extra Region Sudoku) [43 + 62 H]

Classic Sudoku rules apply. Within each coloured region each digit must appear exactly once.
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5~6. X|3& ZE| AEF (Irregular Killer Sudoku) [38 + 59 H]

Place a digit from 1 to 6 into each of the empty cells so that each digit appears exactly once in each
row, column and irregular shaped outlined regions. The number at the top-left corner of each cage
equals the sum of digits inside the cage. Digits do not repeat inside a cage.
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7 ~ 8. X|Oa A3 (Irregular Sudoku) [34 + 65H]

Place a digit from 1 to 6 into each of the empty cells so that each digit appears exactly once in each
row, column and irregular shaped outlined regions.
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9 ~ 10. 22| A=3F (Disjoint Sudoku) [26 + 26 H]
Classic Sudoku rules apply. Numbers cannot be repeated at the same relative positions within the

outlined 2x3 boxes.
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11 ~ 12. 22 AE 3 (Clone Sudoku) [23 + 87 H]

Classic Sudoku rules apply. In grey areas with the same shape, all digits on equal places must be
identical.
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13 ~ 14. 3|2 AE3F (Palindrome Sudoku) [42 + 80 H]

Classic Sudoku rules apply. The digits on the grey lines form a palindromic sequence from one end to
the other. i.e. the Xth digit on the grey line is identical to the Xth digit on the opposite end of the line.
(example: 1234321)
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4 2t-2E (Round 4)
12 24|, 50 &, 500 4 (12 puzzles, 50 minutes, 500 points)

1~ 2 edl A3 (Classic Sudoku) [9 + 9 H]

Place a digit from 1 to 6 into each of the empty cells so that each digit appears exactly once in each

row, column and 2x3 outlined box.
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3 ~4. HEBE AT F (Quadruple Sudoku) [44 + 64 H]

Classic Sudoku rules apply. Each set of four digits in the intersection of two lines indicates the digits
that have to be placed in the four adjacent cells.
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5~6. o AEF (Exclusion Sudoku) [43 + 58 H]

Classic Sudoku rules apply. Each digit at the intersection of four cells must not be present in any of
those four cells.
Uy Ax 0] Falg whguich, ] 7+ Afolol] Fojyl fab: 1 QhojlA AFSE & glaich
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7 ~ 8. AE7| 2= F (Kropki Sudoku) [35 + 104 H]

Classic Sudoku rules apply. A white circle between two cells indicates that the neighbouring digits
are consecutive. A black circle between two cells indicates that one of the digits is twice as big as the
other digit. The dot between two cells with digits 1 and 2 has any of these two dots. The absence of a
circle indicates that there is no neighbouring digit that is either consecutive or double.
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9 ~ 10. 4= A3 (Consecutive Sudoku) [35 + 41 H]

Classic Sudoku rules apply. In ALL cases where two neighbouring digits are consecutive, this is
indicated with a bar.
Pt Ar o] g uhgch Flate R QY £ 43P 23 A4 Foolgt £ 7+ Aboo wihzt
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11 ~ 12. A& 3 XV (XV Sudoku) [25 + 33 H]

Classic Sudoku rules apply. Adjacent cells with digits summing to 5 are marked by V, while those
summing to 10 are marked by X. All possible V and X are marked.
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52t&E - Calcudoku (Round 5 - Calcudoku)
16 24|, 45 &, 4004 (16 puzzles, 45 minutes, 400 points)

1 ~ 16. Calcudoku (KenKen) [8 + 10 + 13 + 36 + 22 + 17 + 15 + 23 + 24 + 21 + 35 + 41 +

44 + 27 + 33 + 33 H]

Place a digit from 1 to N, in an NxN grid into the grid, into each cell so that no digit repeats in any row
or column. Also, the number in the upper-left corner of each bold cage indicates the value of a
mathematical operation (addition, subtraction, multiplication, division) applied successively to all
digits in the cage, starting with the largest digit for subtraction and division (e.g. 1, 2, 4 with
subtraction is a 1- clue as 4-2-1 = 1). The operation may or may not be given in the cage, but at least
one of the four operations must apply. Digits can repeat within a cage.
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6 2-+E (Round 6)
14 24|, 60 &, 6004 (14 puzzles, 60 minutes, 600 points)

1~ 2 edHl A3 (Classic Sudoku) [14 + 17 H]
Place a digit from 1 to 6 into each of the empty cells so that each digit appears exactly once in each

row, column and 2x3 outlined box.
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3~4. 2& &2 AEF (Little Killer Sudoku) [51 + 80 H]

Classic Sudoku rules apply. Numbers with arrows outside the grid is the sum of the digits in the
direction pointed by the arrow.
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5~6. MEQ|X|] AX3F (Sandwich Sudoku, Between 1 and 6 Sudoku) [45 + 59 ]

Classic Sudoku rules apply. Clues outside the grid indicate the sum of the digits that have to be
placed between the digits 1 and 6 in the respective row or column.
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7 ~8 2 H/siamE A3 (Arrow/Thermo Sudoku) [32 + 64 H]

Classic Sudoku rules apply. Some thermometer shapes are placed in the grid. Digits are strictly
increasing from the round bulb of the thermometer to each flat end. Also, the sum of the digits along
the path of each arrow equals the digit in the circled cell. Digits may repeat within an arrow shape.
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9 ~ 10. XV/Kropki Pairs Sudoku [30 + 29 H]

Classic Sudoku rules apply. Adjacent cells with digits summing to 5 are marked by V, while those
summing to 10 are marked by X. A white circle between two cells indicates that the neighbouring
digits are consecutive. A black circle between two cells indicates that one of the digits is twice as big
as the other digit. The dot between two cells with digits 1 and 2 has any of these two dots. NOT all
possible V, X's and dots are marked.
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11 ~ 12. QtE|L}O|E AL 3 (Anti-Knight Sudoku) [30 + 38 H]

Classic Sudoku rules apply. No cell that is a knight-step away can contain the same digit.
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13 ~ 14. 2|E& Zg & AT (Little Killer Killer Sudoku) [55 + 56 H]

Classic Sudoku rules apply. The number at the top-left corner of each cage equals the sum of digits
inside the cage. Digits do not repeat inside a cage. Also, numbers with arrows outside the grid is the
sum of the digits in the direction pointed by the arrow.
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Bl 72t2E - A X AT (Round 7 - (TEAM) Passing the Parcel)
18 24|, 40 &, 1600 & (18 puzzles, 40 minutes, 1600 points)

This round contains 18 independently solvable sudokus. At the beginning of the round, each player
gets a sudoku(1 to 4). After solving the sudokus independently for every 2 minutes, each player must
pass the puzzle to the next player (player 1 will pass the puzzle to player 2, player 2 will pass the
puzzle to player 3, player 3 will pass the puzzle to player 4, player 4 will pass the puzzle to player 1).
This process continues. When one of the players completes his/her sudoku, then player can solve the
next puzzle. The process continues for 40 minutes. After the end of 40 minutes, all the papers are
taken back.
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1, 10. &dt Az 3 (Classic Sudoku) [35 + 25 H]

Place a digit from 1 to 6 into each of the empty cells so that each digit appears exactly once in each
row, column and 2x3 outlined box.
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2. LE|X] A3 (No Touch Sudoku) [40 H]

Classic Sudoku rules apply. Equal digits don't touch each other diagonally.
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3. [jZt Ax 3 (Diagonal Sudoku) [200 H]

Classic Sudoku rules apply. Each main diagonal contains each digit from 1 to 6.
Uk Az 0] Falg wpEc), F thZd £ Zo|E 1 2E 671X 2312 ZEglo] Aogatich

4 3| ||l2]14|5]|3|6

”
-
.
i
-
-
-

&
LN
w | h|lo|o|=
oo |w| = (o
o =[N K|w
AN oo
CIANES
vlo|s ||| =

4. 255 A3 (Greater Than Sudoku) [1007]

Classic Sudoku rules apply. The cells should satisfy * > ' (greater than) and ' < ' (less than] signs.
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5. 2574 Az 3 (Thermo Sudoku) [957]

Classic Sudoku rules apply. Some thermometer shapes are placed in the grid. Digits are strictly
increasing from the round bulb of the thermometer to each flat end.
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6. A& AL 3 (Consecutive Sudoku) [40 H]

Classic Sudoku rules apply. In ALL cases where two neighbouring digits are consecutive, this is
indicated with a bar.
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7. 2 7|/3Hd85 AT F (Arrow/Thermo Sudoku) [140 H]

Classic Sudoku rules apply. Some thermometer shapes are placed in the grid. Digits are strictly
increasing from the round bulb of the thermometer to each flat end. Also, the sum of the digits along
the path of each arrow equals the digit in the circled cell. Digits may repeat within an arrow shape.
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8. 3atE AEX3F (Arrow Sudoku) [100H]

Classic Sudoku rules apply. The sum of the digits along the path of each arrow equals the digit in the
circled cell. Digits may repeat within an arrow shape.
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9. XV/Kropki Pairs Sudoku [50 H]

Classic Sudoku rules apply. Adjacent cells with digits summing to 5 are marked by V, while those
summing to 10 are marked by X. A white circle between two cells indicates that the neighbouring
digits are consecutive. A black circle between two cells indicates that one of the digits is twice as big
as the other digit. The dot between two cells with digits 1 and 2 has any of these two dots. NOT all
possible V, X's and dots are marked.
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11. X|34& A= 3 (Irregular Sudoku) [257]

Place a digit from 1 to 6 into each of the empty cells so that each digit appears exactly once in each
row, column and irregular shaped outlined regions.
2x3 utA Al F2 Moz Eeiwel 7 gejol 1 2E 671219 £Ag F2glo] Holgsrich
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12. HHEE AR (Extra Region Sudoku) [50 H]
Classic Sudoku rules apply. Within each coloured region each digit must appear exactly once.
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13. @A A= 3 (Fortress Sudoku) [70H]

Classic Sudoku rules apply. If a shaded cell and a white cell are adjacent then the digit in the shaded
cell is greater.
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14. Ae| A3 (Killer Sudoku) [75 H]

Classic Sudoku rules apply. The number at the top-left corner of each cage equals the sum of digits
inside the cage. Digits do not repeat inside a cage.
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15. 2|& Zg ZUZ A= (Little Killer Killer Sudoku) [220 H]

Classic Sudoku rules apply. The number at the top-left corner of each cage equals the sum of digits
inside the cage. Digits do not repeat inside a cage. Also, numbers with arrows outside the grid is the
sum of the digits in the direction pointed by the arrow.
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16. 2|& Z2| AEF (Little Killer Sudoku) [130 E]

Classic Sudoku rules apply. Numbers with arrows outside the grid is the sum of the digits in the
direction pointed by the arrow.
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17. 2% AL 3 (Odd/Even Sudoku) [55H]
Classic Sudoku rules apply. Cells with a circle contain odd digits, cells with a square contain even
digits.
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18. 28 A3 (Clone Sudoku) [100 H]

Classic Sudoku rules apply. In grey areas with the same shape, all digits on equal places must be
identical.
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Eld 8atE - of H4E: FahA
(Round 8 - (TEAM) The Connector: Classic)
14 24|, 40 &, 1600 M (14 puzzles, 40 minutes, 1600 points)

Classic Sudoku rules apply for each grids. Some cells of each grid are connected to one or more
grids via grey connectors. The connected cells must contain same digits. Partial points are 100
points per grid.
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El 92t2E (Round 9 - (TEAM))
7 24|, 45, 1800 A (7 puzzles, 45 minutes, 1800 points)

There will be 6 variant sudokus and 1 classic sudoku. The classic sudoku will have all incidences of
each digit at exactly the same position as one of the variants. It is a part of solving to determine
which digit comes from which variant. For example, all 1s come from variant 1, all 2s come from
variant 2 and so on.
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1. 28] 2= 3 (Disjoint Sudoku) [250 H]

Classic Sudoku rules apply. Numbers cannot be repeated at the same relative positions within the
outlined 2x3 boxes.
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2. 27 AEF (Thermo Sudoku) [250H]

Classic Sudoku rules apply. Some thermometer shapes are placed in the grid. Digits are strictly
increasing from the round bulb of the thermometer to each flat end.
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3. ZEHM AEF (Slot Machine Sudoku) [2507]

Classic Sudoku rules apply. The three shaded columns are like the rolls on a slot machine. The 6
numbers they contain have to be in exactly the same order, taking into account that they wrap around
the grid from top to bottom.
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4. 3|2 AX3F (Palindrome Sudoku) [250 &]

Classic Sudoku rules apply. The digits on the grey lines form a palindromic sequence from one end to
the other. i.e. the Xth digit on the grey line is identical to the Xth digit on the opposite end of the line.
(example: 1234321)
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5. [jZtM A g3 (Diagonal Sudoku) [250 H]
Classic Sudoku rules apply. Each main diagonal contains each digit from 1 to 6.
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6. QtE|L}O|E A3 (Anti-Knight Sudoku) [250 H]

Classic Sudoku rules apply. No cell that is a knight-step away can contain the same digit.
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7. &dl Az 3 (Classic Sudoku) [300 ]

Place a digit from 1 to 6 into each of the empty cells so that each digit appears exactly once in each
row, column and 2x3 outlined box.
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