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Table Tennis

Triathlon (Yajilin + Masyu + Tapa Like Loop)
Normal Yajilin, Masyu and Tapa-Like Loop rules apply for each grid. There will marked regions across
all three puzzles. Identical regions will contain the same loop segments and shaded/blank cells
across all 3 grids without rotation or reflection. Shaded cells in Yajilin will translate to Masyu/Tapa
Like Loop as blank cells.
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.
Tapa Like Loop: Draw a non-intersecting loop through the centres of horizontally or vertically
adjacent empty cells. Clues represent the number of consecutive cells visited by the loop each
time it enters the cells surrounding the clue. If there is more than one number in a cell; each number
is represented by a separate loop segment. There is no 2x2 rule of Tapa in this puzzle.
Yajilin: Blacken some white cells and then draw a single closed loop (without intersections or
crossings) through all remaining white cells. Blackened cells cannot share an edge with each other.
Numbered arrows in clued cells indicate the total number of blackened cells that exist in that
direction in the grid.
Answer key: Enter the lengths of loop segments 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: 2, 21, 21, 11

Judo (Inverse LITSO)
Shade some cells so that either one of L, I, T, S or O tetromino piece is in each bolded region.
Identical pieces may not be adjacent to each other, reflections and rotations are considered
the same shape. There cannot be any 2x2 regions that are entirely unshaded. In the end, all
unshaded squares must form one orthogonally connected region.
Answer key: Enter the tetrominoes that appear in the marked row or column, using L, I, T, S, O,
from top to bottom and left to right. The example’s answer keys would be: OIIL, OL

Cycling (Maxi Loop)
Draw a single closed loop passing through all white cells in the grid. If a bold region is clued,
the number indicates the total count of cells passed through by the largest connected loop
segment in that region.
Answer key: Enter the lengths of loop segments 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: 31, 11

Modern Pentathlon
This round consists of 5 previous disciplines that form the Modern Pentathlon. All 5 grids are to be
solved separately. The time will stop once all 5 correct submissions are made.

Fencing (Little Killer Sudoku): Place a digit from 1-8 (1-9 in the example) into each of the empty
cells so that each digit appears exactly once in each row, column and 3x3 outlined box.
Additionally, the numbers with arrows outside the grid indicate the sum of the digits appearing in
the cells in the corresponding direction. Digits can repeat in the direction of the arrow.
Answer key: Enter the content of the marked row or column. The example’s answer keys would be:
417593862, 796238541

Swimming (Aquarium): Shade some empty cells as water so that each number outside the grid
represents the number of water cells in that row or column. For each bolded region, water must be
filled from the bottom going up. All cells must be filled in before water rises to the next level. Each
body of water should have the same surface level. However, it is possible for a region to have
multiple bodies of water (such as top left region of the example).
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: 31, 22

Riding (Anti Knight Kakuro): Fill in numbers 1-9 so that the sum of each horizontal group equals
the digit on the left, and the sum of each vertical group equals the digit on the top. Numbers may
not repeat in any same sum. In addition, any two cells that are a chess knight’s move away cannot
contain the same digits.
Answer key: Enter the content of the marked row or column. The example’s answer keys would be:
65798, 79645

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

Running (Tile Wordsearch): Find the listed words hidden in the grid. Words can be spelled out
horizontally, vertically or diagonally and in both directions. Additionally, some blank tiles have been
placed in the grid. You must use the given set of tiles in the tile bank to fill in these cells. All tiles must
be used by at least one word. Each tile is used only once.
Answer Keys: For each marked row, enter the unused letters from left to right. The example’s
answer key would be: LANDSH, P

Skateboarding (Maze)
Find a path from START to FINISH without retracing your steps. Passing through certain skateboard
jumps means you are performing that jump. The order of jumps must be visited in the given order.
Answer key: Enter the letters that are visited by the path, in order. The example’s answer keys
would be: BEC

Boxing (Siamese Fences)
Draw a single, non-intersecting loop by connecting horizontally or vertically adjacent dots.
Numbers indicate how many edges of that cell are part of the loop. The loop cannot
touch itself at any point.
There are two puzzles and lines cannot appear in the same position in both grids.
Answer key: Enter the lengths of loop segments 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, 21

Tennis (Tetromino Slitherlink)
Draw a single, non-intersecting loop by connecting horizontally or vertically adjacent dots.
Numbers indicate how many edges of that cell are part of the loop. The loop cannot
touch itself at any point.
In addition, for each shaded group of 4 cells, all clue digits must be different (0,1,2,3).
Answer key: Enter the lengths of loop segments 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, 21

Volleyball (Trid on Umbrella)
Fill in digits 1-6 (1-5 in the example) into the circles, so that numbers repeat in any straight
line. The clues inside some triangles represent the sum of the three vertices surrounding it.

The actual puzzle will consist of overlapping grids, sharing the same outer line. The no repeat rule will only apply to each individual grid.
Answer key: Enter the content of the marked lines. The example’s answer keys would be:
2413, 4512

Canoeing (Twin Co-ordinates)
Find 2 pairs of cells that are identical to each other in the diagram below. Cells may be
rotated, but not reflected. Ignore any minor pixelations.
Answer key: Enter the co-ordinates of each tile from top to bottom and left to right. The
example’s answer keys would be: H1, J2, J4, I6.

Basketball (Aqre)
Shade some cells so that all shaded cells form one orthogonally connected area. Regions with
numbers must contain the indicate amount of shaded cells. There may not be more than three
horizontally or vertically consecutive shaded cells anywhere in the grid.
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: 13, 13

Table Tennis (Nosy Neighbours Yajilin)
Normal Yajilin rules apply: Blacken some white cells and then draw a single closed loop (without
intersections or crossings) through all remaining white cells. Blackened cells cannot share an
edge with each other. Numbered arrows in clued cells indicate the total number of blackened
cells that exist in that direction in the grid.
In addition, each clue may refer to the individual grid alone, or the combined count of black
cells in both grids in the direction of the arrow.
Answer key: Enter the lengths of loop segments for each marked row or column, along the
marked direction. Enter 0 if there are no loop segments along the marked direction. Count both
grids for marked columns. The example’s answer keys would be: 11, 12, 2112

