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Feeling like you might need some warm-up? Too nervous by the nature of the  
competition? Or perhaps you’ve done everything and there’s not enough puzzles to last 
the week. Then you’d be happy to hear about our Bonus Rounds! 

During the World Sudoku + Puzzle Convention, you can participate in up to 5 Bonus 
Rounds. Each round will be similar to a typical online puzzle test but with a smaller scope 
of focus, shorter duration and slightly easier difficulty. We hope this will be enjoyable for 
newcomers and experts alike. 

Different rounds will become playable each day and solvers can participate at anytime 
until the end of the convention. Bonus Rounds are standalone tests and does not count 
towards the official Puzzle or Sudoku competition. 

 

Instant Grading: Instant grading will be implemented in Bonus Rounds; solvers will receive 
confirmation that the solution is correct or not. Each incorrect submission reduces the  
potential score for that puzzle. The first, second, third and fourth incorrect submissions  
reduce potential score to 90%, 70%, 40% and 0% respectively. 

Time Bonus: If you submitted all puzzles correctly, you will earn a bonus of x points per  
minute saved, computed up to seconds. 

Online Solving: All grids (except one) will have online solving links on Penpa available. 
These will be listed on the front page of the puzzle booklet. There will be no automatic  
answer checking on Penpa. The puzzle without online solving is Round 4’s Puzzle 12. 

Starting times: Rounds will be available everyday, starting from Sunday 14 November at 
12:00 PM GMT. All rounds will close on 12:00PM GMT on Sunday 21 November. 

 

 

 

 

Acknowledgments: Puzzles used in Bonus Rounds were written by Joseph Howard, Takeya 
Saikachi and Tawan Sunathvanichkul. We would like to thank Yanzhe Qiu and Prasanna 
Seshadri for test solving.  

12:00PM GMT London 
13:00 Berlin (UTC+1) 
17:30 New Delhi (UTC+5:30) 
20:00 Beijing (UTC+8) 

21:00 Tokyo (UTC+9) 
23:00 Sydney (UTC+11) 
04:00 Los Angeles (PST, UTC-8) 
07:00 New York (EST, UTC-5) 
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Baker Street  
Irregulars 

The throne is vacant. Show your arithmetic 
prowess in this opening round of tough 
Kakuro puzzles. 

“There is nothing more deceptive than an 
obvious fact. Careful here, Watson, not all 
puzzles are elementary.” 

Explore the uncharted space and unravel 
the intricacies of these interlinked nebulous 
areas. See you back on earth, cadet. 

]hC��y�ɷɺ�CIt�B��Y 
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This round features Snake puzzles and 
some of its variants. Can you wrangle your 
way out of the pit before being bitten? 

dh�]��y�ɷɼ�CIt�B��Y 

This is your captain speaking, we are  
approaching an armada of Battleships. 
Man your stations and brace for impact. 

w��C�]��y�ɷɽ�CIt�B��Y 
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Puzzle 1-4: Classic Kakuro (?, ?, ?, ? points) 
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. 

Answer key: Enter the content of the marked row or column. The example’s answer keys would 
be: 1634,31439 

Puzzle 5-6: Odd Even Kakuro (?, ? points) 
Normal Kakuro rules apply. In addition, cells marked a circle must contain odd digits. Cells 
marked with a square must contain even digits. 

Answer key: Enter the content of the marked row or column. The example’s answer keys would 
be: 68579, 37459 



Puzzle 8: Palindrome Kakuro (? points) 
Normal Kakuro rules apply. In addition, numbers along each grey line must form a palindromic 
sequence.  

Answer key: Enter the content of the marked row or column. The example’s answer keys would 
be: 91554, 96513 

Puzzle 7: Quad Max Kakuro (? points) 
Normal Kakuro rules apply. In addition, given arrows point to the largest number in that group of 
4 cells. There will only be one largest number in the marked groups of cells. 

Answer key: Enter the content of the marked row or column. The example’s answer keys would 
be: 12543, 8474 



Puzzle 9-10: KakurOH (?, ? points) 
Normal Kakuro rules apply. Large 2x2 cells are to be filled by a single digit which sits in multiple 
rows and columns.    

Answer key: Enter the content of the marked row or column. The example’s answer keys would 
be: 619, 87965 

Puzzle 11-12: Anti-Knight Kakuro (?, ? points) 
Normal Kakuro rules apply. In addition, two cells that are a chess knight’s move apart may not 
contain the same digit. 

Answer key: Enter the content of the marked row or column. The example’s answer keys would 
be: 65798,79645 



Puzzle 13: Sum or Product Kakuro (? points) 
Fill in numbers 1-9 so that either the sum or the product of each horizontal group equals the digit 
on the left, and either the sum or the product each vertical group equals the digit on the top. 
Numbers may not repeat in any single entry. 

Answer key: Enter the content of the marked row or column. The example’s answer keys would 
be: 215, 174 
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Puzzle 1-5: Classic Snake (?, ?, ?, ?, ? points) 
Find a one-cell wide snake in the grid whose path travel along horizontally or vertically adjacent 
cells. The snake cannot touch itself, not even diagonally. The head and tail of the snake are given 
as black circles. A number outside the grid represents how many cells in the corresponding row or 
column is occupied by the snake. The length of the snake is unknown. 

Answer key: For each marked row or column, enter the length of the snake segments seen in that 
row or column from left-right or top-bottom. Enter 0 if there are no snake segments in that row or 
column. The example’s answer key would be: 1, 241, 43 

Note: The length of each snake is unknown unless stated otherwise. 
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Puzzle 6-7: First Seen Snake (?, ? points) 
Find a 45-cell long snake (15-cell long in the example) in the grid whose path travel along  
horizontally or vertically adjacent cells. The snake cannot touch itself, not even diagonally. The 
head and tail of the snake are given as black circles. A number outside the grid represents the 
length of the first snake segment seen from that row or column. 

Answer key: For each marked row or column, enter the length of the snake segments seen in that 
row or column from left-right or top-bottom. Enter 0 if there are no snake segments in that row or 
column. The example’s answer key would be: 12, 3, 12 

Puzzle 8-9: Graffiti Snake (?, ? points) 
Find a one-cell wide snake in the grid whose path travel along horizontally or vertically adjacent 
cells. The snake cannot touch itself, not even diagonally. The head and tail of the snake are given. 
All cells not visited by the snake are shaded. The numbers outside the grid indicate the lengths of 
consecutive shaded cells seen in order from the corresponding row or column. For multiple 
lengths, there must be at least one white cell separating the shaded cells. 

Answer key: For each marked row or column, enter the length of the snake segments seen in that 
row or column from left-right or top-bottom. Enter 0 if there are no snake segments in that row or 
column. The example’s answer key would be: 31, 1, 221 



Puzzle 10: Dotted Snake (?, ? points) 
Find a 45-cell long (15 cell-long in the example) snake in the grid whose path travel along horizon-
tally or vertically adjacent cells. The snake cannot touch itself, not even diagonally. The head and 
tail of the snake are given as ‘1’ and ‘45’. Every 3rd cell of the snake is marked. Numbers outside 
the grid represent the number of marked cells in that row or column. The snake cannot pass 
through black cells. 

Answer key: For each marked row or column, enter the length of the snake segments seen in that 
row or column from left-right or top-bottom. Enter 0 if there are no snake segments in that row or 
column. The example’s answer key would be: 111, 31, 5 

Puzzle 11: Snake Egg (?, ? points) 
Find a one-cell wide snake in the grid whose path travel along horizontally or vertically adjacent 
cells. The snake cannot touch itself orthogonally but can touch itself at corners. The head and tail 
of the snake are given as black circles. All cells not occupied by the snake will form 9 regions of  
orthogonally connected cells, each with sizes 1-9 (1-5 in the example). Cells with numbers cannot 
be shaded and represent the size of the area they are in. 

Answer key: For each marked row or column, enter the length of the snake segments seen in that 
row or column from left-right or top-bottom. Enter 0 if there are no snake segments in that row or 
column. The example’s answer key would be: 13, 5, 11 



Puzzle 12-13: Cipher Snake (?, ? points) 
Find a 45-cell long snake in the grid whose path travel along horizontally or vertically adjacent 
cells. The snake cannot touch itself, not even diagonally. Clues outside the grid represents how 
many cells in the corresponding row or column is occupied by the snake. All numbers are  
substituted with a letter. Different letters stand for different numbers from 0-9. Two digit numbers 
cannot start with a zero. 

Answer key: For each marked row or column, enter the length of the snake segments seen in 
that row or column from left-right or top-bottom. Enter 0 if there are no snake segments in that 
row or column. The example’s answer key would be: 24, 11, 211 

Puzzle 14: Sea Serpent (?, ? points) 
Find a one-cell wide snake in the grid whose path travel along horizontally or vertically adjacent 
cells. The snake cannot touch itself orthogonally but can touch itself at corners. Clues show the 
total number of cells occupied by the snake in the directions indicated by the arrows. Clue cells 
do not block each other’s vision. Snakes may not occupy clue cells. 

Answer key: For each marked row or column, enter the length of the snake segments seen in 
that row or column from left-right or top-bottom. Enter 0 if there are no snake segments in that 
row or column. The example’s answer key would be: 13, 211 
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Puzzle 1-4: Classic Battleships (?, ?, ?, ? points) 
Locate a fleet of battleships in the grid. Each ship segment occupies a single cell. Ships can be 
placed horizontally or vertically but not diagonally. Different ships cannot touch each other, not 
even diagonally. Some ship segments may be given in the grid. Ships may not occupy sea cells 
(represented by waves). Numbers outside the grid represent the number of ship segments in that 
row or column. 

Answer key: Enter the coordinates of all 4 submarines (one-cell ships) from top to bottom and left 
to right. The example’s answer key would be: D10,E4,I1,I10 

Note: All puzzles will use the standard fleet (10-ships), except for Irregular Battleships. 
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Puzzle 5: Sky Battleships (?, ? points) 
Normal Battleships rules apply. The size of the ship is also its height (from 1 to 4). Numbers outside 
the grid indicate how many ships are visible from that row or column. Taller ships block sight of the 
shorter ships behind them. 

Answer key: Enter the coordinates of all 4 submarines (one-cell ships) from top to bottom and left 
to right. The example’s answer key would be: C1,E3,G8,H2 

Puzzle 6: Myopia Battleships (? points) 
Normal Battleships rules apply. Ships may not occupy cells with arrows. Arrows indicate the closest 
direction(s) that a cell with a ship segment is seen horizontally or vertically from that cell. 

Answer key: Enter the coordinates of all 4 submarines (one-cell ships) from top to bottom and left 
to right. The example’s answer key would be: A7,C1,C3,C8 



Puzzle 7-8: Minesweeper Battleships (?, ? points) 
Normal Battleships rules apply. Ships may not occupy numbered cells. Numbers inside the grid  
represent the number of cells that contain ship segments surrounding that square. 

Answer key: Enter the coordinates of all 4 submarines (one-cell ships) from top to bottom and left 
to right. The example’s answer key would be: B3,B6,D2,I10 

Puzzle 9-10: Slitherlink Battleships (?, ? points) 
Normal Battleships rules apply. Ships can only be placed inside the Slitherlink loop. Numbers inside 
the grid are Slitherlink clues; 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. 

Answer key: Enter the coordinates of all 4 submarines (one-cell ships) from top to bottom and left 
to right. The example’s answer key would be: C7,E6,E8,G7 



Puzzle 13: Retrograde Battleships (? points) 
Normal Battleships rules apply. Possible outlines of ship segments are given in the grid. If a cell is 
used, it must be of that given segment. 

Answer key: Enter the letters of all 4 submarines (one-cell ships) from top to bottom and left to 
right. The example’s answer key would be: CDFH 

Puzzle 11-12: Irregular Battleships (?, ? points) 
Locate the given fleet of battleships in the grid. Each ship segment occupies a single cell. Ships 
may be rotated and reflected. Different ships cannot touch each other, not even diagonally. 
Some ship segments may be in the grid. Ships may not occupy sea cells (represented by waves). 
Numbers outside the grid represent the number of ship segments in that row or column. 

Answer key: Enter the coordinates of the marked segments from top to bottom and left to right. 
The example’s answer key would be: B5, C3, E2 
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Puzzle 1: A Study in Scarlet (Word Nurikabe) 
Shade some empty cells black so that the grid is divided into white islands, each containing  
exactly one letter. Islands may not be adjacent to each other; they can only touch diagonally. All 
black cells must be connected to each other and no 2x2 groups of cells can be entirely shaded. 
Then fill in letters in the islands so that they spell out all the listed words, by reading across  
horizontally and vertically adjacent cells. Words must use all cells of the island exactly once. 

* There are different rules for Word Nurikabe among other sources. Some allow multiple given  
letters in an island, and some requires the islands to be ‘snake-like’ (not touching itself). This puzzle 
uses one given letter per island and no restriction on snake-like words. 

Answer key: Enter the content of the marked row or column. Enter only the letters and ignore the 
shaded cells. The example’s answer keys would be: HO, TE 

 $  $ 

 %  % 



Puzzle 3: The Speckled Band (Column Dance) 
Remove some columns so that there is exactly one symbol in each row. 

Answer key: Enter the letters of the remaining columns from left to right. content of the marked 
rows and column. The example’s answer keys would be: BDF 

Puzzle 2: The Noble Bachelor 
Find the image with no identical pair. Rotations are considered the same shape, whereas  
reflections are not considered the same shape. 

Answer key: Enter the coordinate of the odd image out.  
The example’s answer keys would be: B2 

Puzzle 4: The Sign of Four (Four Winds) 
Draw arrows in the empty cells in the grid. Arrows begin at a cell with a number and can only 
branch out vertically or horizontally. Each empty cell must be covered by one arrow. Numbers 
indicate the total length of all the arrows that begin from that cell. 

Answer key: Enter the number whose arrow covers the dot, reading the dots from left to right 
(ignoring rows). The example’s answer keys would be: 62224 



Puzzle 6-7: The Empty House (Statue Park) 
Place the given shapes into the grid, pieces can be rotated and reflected. Shapes cannot be 
orthogonally adjacent to each other. In the end, all unoccupied cells must be connected. 
Black circles in the grid represent spaces that must be contained in one of the shapes, and 
white circles represent spaces that may not be contained in a shape.  

Answer key: For each marked rows, enter the letters of the shapes that appear in that row from 
left to right. The example’s answer keys would be: OL,T 

Puzzle 5: The Five Orange Pips 
Enter the given shapes into each 3x3 box. Rotations and reflections are allowed. The relationship 
signs between the boxes describe the number of cells occupied by the shapes for that particular 
row or column. 

Answer key: For each marked rows, enter the columns which contain the shapes. 
The example’s answer keys would be: 12456,136 
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Puzzle 8: The Dancing Men 
Find the listed words in the grid. Words can be read in any one of eight straight directions. 
Treat each name as separate words. 

Answer key: Enter the coordinates of all first letters, from top to bottom and left to right.  
The example’s answer keys would be: A1,B2,C4,E2,F3,G1 
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Puzzle 9-10: The Second Stain (Cross Maths) 
Enter digits from 1-9 into the blank cells so that all numbers are used once. All equations are read 
from left to right or top to bottom (ignore order of operations) and must be correct.  

Answer key: Enter the content of the empty cells. Start with the top row, going left to right, followed 
by the middle row then the bottom row.  
The example’s answer keys would be: 537428691 



Puzzle 11: The Red-Headed League (Scrabble) 
Place 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 particular letters are 
given. In the example, all N’s are given. 

Answer key: Enter the content of each marked row or column. Ignore any spaces. The example’s 
answer keys would be: DUNCAN, UI, NN 

Puzzle 12: A Case of Identity 
Find the two matching images, ignoring 
any rotations. Differences will be clear and 
will not be due to colour gradient or minor 
pixelations. 

Answer key: Enter the two images, starting 
with the lesser number. The example’s  
answer keys would be: 112 
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Puzzle 13-14: The Crooked Man (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: 21, 111 



Puzzle 15: The Naval Treaty (Anglers) 
Draw a line from each number (representing fishermen) to a fish, so that each fish is caught by  
exactly one angler. The lines run horizontally and vertically, and the length of each line is equal to 
the number from which it starts. The lines may not cross or overlap each other. 

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

Puzzle 16: The Cardboard Box (Half-Dominoes) 
Place all the nine half dominoes into the grid. Clues outside the grid indicate the number of dots 
in that row, column, or diagonal. All nine pieces are used once, and they may not be rotated or 
reflected. 

Answer key: Enter the half-dominoes used.  Start with the top row, going left to right, followed 
by the middle row then the bottom row. The example’s answer keys would be: 697428351 
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Puzzle 17: The Final Problem (Letter Weights) 
Write a number from the given range under each letter 
so that the numbers corresponding to the letters in each 
word have the given sum. Different letters must stand for 
different numbers.  

Answer key: Enter the numbers for each letter, from left 
to right. The example’s answer keys would be: 25431 

 $ 

 % 
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Puzzle 1-6: Sudoku Nebulous Areas 
This round contains 6 Sudoku puzzles. Standard Sudoku rules apply; place digits 1-9 into each row, 
column and bolded 3x3 regions. There are 2 shaded areas in each grid. These areas will obey  
different rules. Determining which rule applies to which area is part of the puzzle. 

Among the 12 shaded areas are: 

3x Extra Regions: All digits from 1-9 appears exactly once. 
1x Fortress: Digits in shaded cells must be larger than all its adjacent neighbours. 
1x Anti-Fortress: Digits in shaded cells must be smaller than all its adjacent neighbours. 
2x Clone: Two of the shaded areas will contain the same number in the same location. 
2x Consecutive Clone: Digits in the same place in both of the shaded areas must be 
consecutive. 
1x Sum to 21: All digits add up to 21 
1x Odd: All digits are odd. 
1x Even: All digits are even. 

 

Answer key: Enter the contents of the marked row or column. 

Scoring: It is sufficient to just provide the answer keys. You do not need to label the shaded areas. 
Points are awarded based on how many grids are solved. 
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Example: 
The example shows 3 smaller Sudoku puzzles with 6 shaded areas. The following set of rules are 
used in this example: 

1x Extra Regions: All digits from 1-6 appears exactly once. 
1x Fortress: Digits in shaded cells must be larger than all its adjacent neighbours. 
2x Clone: Two of the shaded areas will contain the same number in the same location. 
1x Sum to 21: All digits add up to 21 
1x Odd: All digits are odd. 

Answer key: Enter the contents of the marked row or column.� 

The example’s answer key would be: 352461,461352,542163,416532,654321,416253 
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