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In the spirit of Tokyo 2020, throughout the World Sudoku and Puzzle Convention, solvers can  
compete in the Puzzle Time Trials! One puzzle will be posted at a certain time and everyone 
around the world race to solve it. Penpa solving will be available for some puzzles. Flex your  
puzzle muscles and dash to the finish! How many medals can you sweep? 

Format: There are 33 puzzles throughout Puzzle Time Trials. They are split into 3 parts of 11 puzzles. 
Each puzzle will be dropped LIVE at a certain time, same time for everyone. We have tried to 
spread out the puzzles so every region have a roughly fair share of puzzles at convenient and  
not-so-convenient times. Download the PDF files beforehand and familiarize yourself with the rules 
and answer keys. Once each puzzle starts, the password will be released at the specified time.  
All puzzles will open for 3 hours. 

Instant Grading: Instant grading will be implemented in Time Trials; solvers will receive confirmation 
that the solution is correct or not. Each incorrect submission adds to the total solving time. The first 
penalty is 1 minute, the second penalty is 3 minutes, the third penalty is 5 minutes and the fourth 
penalty results in disqualification. The submission page will show the default “1 point” which will 
become “0” after four incorrect guesses. Penalty times will be reflected in the results page. 

Online Solving: Most grids will have online solving links on Penpa available. There will be no  
automatic answer checking on Penpa. Some grids may look different on Penpa from the PDF. 

Acknowledgments: Puzzles used in Time Trials were written by Joseph Howard, Takeya Saikachi 
and Tawan Sunathvanichkul. We would like to thank Yanzhe Qiu and Prasanna Seshadri for test 
solving. Icons used are attributed to author Tulpahn (flaticon.com/authors/tulpahn) 

Difficulty Scale: 

 Walk in the park 

 Light jog 

 Mini Marathon 

 Half Marathon 

 Full Marathon 
 

· Star ratings are generalizations of the puzzle’s difficulty. They may not be indicative to  
individuals’ experience. Some puzzles may involve easier steps but are given more stars 
due to its size, and some may have less stars due to its’ being smaller, but contains more 
difficult deductions. 
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PART 3 
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Event 1 21:00  (Friday 12 Nov) 

Event 2 03:00 (Saturday 13 Nov) 

Event 3 09:00 

Event 4 16:00 

Event 5 21:00 

Event 6 03:00 (Sunday 14 Nov) 

Event 7 09:00 

Event 8 15:00 

Event 9 21:00 

Event 10 03:00 (Monday 15 Nov) 

Event 11 09:00 

Event 12 15:00 

Event 13 21:00 

Event 14 03:00 (Tuesday 16 Nov) 

Event 15 09:00 

Event 16 15:00 

Event 17 21:00 

Event 18 03:00 (Wednesday 17 Nov) 

Event 19 09:00 

Event 20 15:00 

Event 21 21:00 

Event 22 03:00 (Thursday 18 Nov) 

Event 23 09:00 

Event 24 16:30 

Event 25 21:00 

Event 26 03:00 (Friday 19 Nov) 

Event 27 09:00 

Event 28 15:00 

Event 29 21:00 

Event 30 03:00 (Saturday 20 Nov) 

Event 31 09:00 

Event 32 15:00 

Event 33 21:00 

GMT 
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Sat 13th Nov 

Fri 12th Nov 

Football  21:00  22:00 02:30 05:00 06:00 08:00 13:00 16:00 

  

GMT PST    EST  +1      +5:30 +8  +9 +11 

Wrestling  09:00  10:00 14:30 17:00 18:00 20:00 01:00 04:00 

Field Hockey 16:00  17:00 21:30 00:00 01:00 03:00 08:00 11:00 

Archery  21:00  22:00 02:30 05:00 06:00 08:00 13:00 16:00 

Sun 14th Nov 

Handball  03:00  04:00 08:30 11:00 12:00 14:00 19:00 20:00 

Rugby Sevens 09:00  10:00 14:30 17:00 18:00 20:00 01:00 04:00 

Sport Climbing 15:00  16:00 20:30 23:00 00:00 02:00 07:00 10:00 

Shooting  21:00  22:00 02:30 05:00 06:00 08:00 13:00 16:00 

Mon 15th Nov 

Badminton  03:00  04:00 08:30 11:00 12:00 14:00 19:00 20:00 

Karate  09:00  10:00 14:30 17:00 18:00 20:00 01:00 04:00 

Baseball  03:00  04:00 08:30 11:00 12:00 14:00 19:00 20:00 



Football (Football Sudoku) 

Place a digit from 1-9 into each of the empty cells so that each digit appears exactly once in 
each row, column and 3x3 outlined box. In addition, there are 14 football players divided into 
two teams. Players of each team are marked with numbers from 1 to 7. One team plays with a 
ball number 8, the other with a ball number 9. Player number 1 has a ball number next to him in 
a direction of a horizontal, vertical or diagonal pass to the player number 2. And so on up to 
the pass between players 6 and 7 of each team. No other player stands in the way of every 
pass. The example shows these footballers in grey circles. The actual puzzle will not have grey 
circles, it will be part of the puzzle to figure out where the footballers are. 

Answer key: Enter the content of the marked row or column. The example’s answer keys would 
be: 536872491, 183274965 

 $ 

 % 

 $ 

 % 

Baseball (Tapa Hybrid) 

Normal Tapa rules apply: Shade some empty cells black to create a single connected wall. Numbers 
in a cell indicate the length of consecutive shaded blocks in the neighbouring cells. If there is more 
than one number in a cell, then there must be at least one white (unshaded) cell between the black 
cell groups. Cells with numbers cannot be shaded, and the shaded cells cannot form a 2×2 square 
anywhere in the grid. 

There will be Modern Tapa and Tapa Possible clues throughout the grid. Modern Tapa: Clues represent 
the distinct group of shaded cells in exact circular order (without reflection). Tapa Possible: For each 
white diamond, use only one of the given clues. For each grey diamond; use at least two of the given 
clues. 

Answer Keys: For each marked row or column, enter the lengths of shaded cell blocks, from left to 
right or top to bottom. The example’s answer key would be: 21, 211 

 $  % 



Field Hockey (Borderless Sashigane) 

Divide the grid into L-shaped regions that are one-cell wide. Each L-shaped region must consist 
of a knee (where the region bends) and two arms that are each at least one cell long. Circles 
must be at the knee; and the number, if given, represents the total area of that region. Arrows 
must be at the end of an arm and pointing to that region’s knee. All cells must be used, and no 
invalid L-shaped blocks may be formed. 

* The actual puzzle will be 10x10. However, you will be given a 15x15 grid. It is part of the solving 
to find where the 10x10 Sashigane grid is. 

Answer Keys: For each marked row or column, enter the length of consecutive cells that form 
each region, from left to right or top to bottom. If the grid does not reach that row or column, 
enter 0. The example’s answer key would be: 11121,123 

Wrestling (Rock Paper Scissors) 
Divide the grid into regions so that every cell is part of exactly one region. In every region, there 
must be only two different symbols. The winning symbol of the two appears once while the losing 
symbol must appear at least twice in every region. Rock (R) beats scissors (S), scissors beat paper 
(P) and paper beats rock. 

Answer Keys: For each marked row or column, enter the length of consecutive cells that form 
each region, from left to right or top to bottom. The example’s answer key would be: 3111, 13 

 % 

 $ 

 % 

 $ 

 % 

 $ 

 % 

 $ 



Handball (Rebus Scrabble) 
3lace the listed words into the grid so they read from top-bottom or left-right. No unlisted words 
may be formed, and all the words must be interconnected. All instances of HAND and BALL will 
be squeezed into one rebus square. All rebus squares are given. 

The example shows a puzzle with all instances of TREE appearing in one cell. 

Answer Keys: For each marked row or column, enter the letters from left to right or top to bottom. 
Ignore the rebus squares. The example’s answer key would be: GIAND, ON 
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Archery (Equal Targets) 
Use all the given darts below each target to shoot at different numbers. Achieve an identical 
target sum for all boards. All darts must be used only for their respective boards. You cannot hit 
the same number in the same board. 

Answer Keys: For each board, enter the two lowest numbers that were hit in order, from left to 
right. Enter the numbers back-to-back, starting with the lower number. The example’s answer 
key would be: 829, 1324 



Sport Climbing (Multi Skyscrapers) 

Place a number from 1 to n (where n is the size of the grid) into each cell so that each row and  
column contain every number exactly once. Each number represents a building of that height so 
that when viewing a line of buildings from outside the grid, the taller building would obscure the  
shorter building. Clues outside the grid represents how many buildings are seen from that direction.  

This puzzle contains 5 grids linked by adjacent grey cells. Clues in these grey cells apply to the two 
grids it is adjacent to. 

The 5 rule sets are:  
- Classic Skyscrapers: rules as above 
- Haido: clues indicate the size of the building that must be seen from that direction 
- Diagonal: numbers appear on the main diagonals exactly once each 
- Mixed Information: clues are either Classic Skyscraper clues or the first building seen 
- Regions: every region contains all digits exactly once 

Answer key: Enter the content of the marked row or column.  
The example’s answer keys would be: 51423,43215,51342,35142 

Rugby Sevens (Masyu Scrummage) 
Enter the given pieces into the grey area of 
the grid, so that no pieces overlap each oth-
er. Pieces may not be rotated or reflected. 
Then solve the resulting Masyu; draw a single 
closed loop passing through all circles in the 
grid. The loop must make a turn at all black 
circles and go straight for at least two cells in 
both directions before turning again. The loop 
must go straight through all white circles and 
turn immediately before and/or after in the 
next cell. 

Answer key: Enter the lengths of loop seg-
ments for each marked row or column, along 
the marked direction. Enter 0 if there are no 
loop segments along the marked direction.  
The example’s answer keys would be: 11, 1 

 $ 

 % 

 $ 

 % 



Shooting (Kin-Kon-Kan) 
Fill some cells with diagonal lines (mirrors) so that every bolded region contains exactly one mirror. 
Letters outside shoots a laser beam into the grid. Beams will bounce off mirrors at right angles. The 
beams must enter/exit from and to the same letter. Numbers indicate how many mirrors the beam 
hits. Every mirror must reflect at least one laser beam. 

In the actual puzzle, no letters will be given. Figuring out the number pairings is part of the puzzle. 

Answer Keys: Enter the content of each marked row or column. Use N for backslash mirrors ( \ ),  
Z for forward slash mirrors ( / ) and X for blank cells.  
The example’s answer key would be: XXNZX, NNXZX 

Badminton (Double Choco) 
Divide the grid along dotted lines into blocks. Each block must contain a single area of white cells 
and a single area of grey cells. White and grey areas of each block will have the same size and 
shape but may be a rotated or reflected form of each other. Numbered cells indicate the size of 
that colour’s area in that block. A block may contain any number of numbered cells. All cells 
must be used by a block. 

Answer Keys: For each marked row or column, enter the length of consecutive cells that form 
each region, from left to right or top to bottom. The example’s answer key would be: 112, 22 
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Karate (Corral Crates) 

Normal Cave rules apply: Shade some cells to leave behind a single connected group (the cave) 
with no enclosed, shaded cells. In other words, all shaded cells must be connected by other 
shaded cells to an edge of the grid. All numbered cells must be a part of the cave, with each 
number indicating the total count of cells connected vertically and horizontally to the numbered 
cell including the cell itself. 

In addition, inside the loop are some empty, single-square boxes that do not touch each other or 
the loop, not even diagonally.  

Answer key: For each marked row or column, enter the length of consecutive cells that are inside 
the cave (and are not boxes) from left to right or top to bottom.  
The example’s answer key would be: 22, 111 


