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1) Hviezdy

Vlozte do mriezky niekolko hviezd (velkosti jedného policka). Poli¢ka s hviezdami sa navzajom
nedotykaju, a to ani $ikmo. V kazdom riadku a stipci sa musia nachadzat prvé dve hviezdy.
Zaciernené poli¢ka hviezdy neobsahuiju.

1) Stars

Place some stars (having size of one cell) into the grid. Cells with stars should not touch each
other, not even diagonally. There should be exactly two stars in every row and column. Black cells
do not contain any stars.

Priklad:
Example:
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Odpovedovy klué: Napiste kofko prazdnych poliCok sa nachadza medzi hviezdami v jednotlivych
riadkoch. Ratajte iba biele prazdne poli¢ka leziace v mrieZke (neratajte Cierne poli€ka a politka
leZiace za okrajom mriezky). Priklad: 111111111

Answer key: Write the number of empty cells between the stars in every row. Count only the white
empty cells in the grid (no black cells and cells outside the border). Example: 111111111
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2) Ciselka

Vlozte do mriezky 20 Cisel (kazdé ma velkost jedného poli¢ka) tak, aby ste pouZili ¢isla od 0 do 9,
kazdé z nich prave dva krat. Polika s &islami sa nesmu dotykat, a to ani Sikmo. Cisla vlavo a hore
udavaju pocet &isel v jednotlivych riadkoch alebo stipcoch. Cisla vpravo a dolu udavaju sudet
vSetkych &isel v danych riadkoch a stipcoch.

2) Numbers

Place 20 numbers (each having size of 1 cell) into the grid. Use numbers from 0 to 9, each of them
exactly twice. Cells with numbers should not touch each other, not even diagonally. Numbers
above and left to the grid indicate the amount of numbers in corresponding row or column.
Numbers below and right to the grid indicate the sum of all numbers in corresponding row or
column.

Priklad s Cislami 0-2:
Example with numbers 0-2:
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Odpovedovy kl'ué: Napiste, aké Cisla (v spravnom poradi) sa vyskytuju v jednotlivych riadkoch.
Priklad: 02, 1, 0, 2, 1.

Answer key: Write the numbers (in corresponding order) from every row. Example: 02, 1, 0, 2, 1.
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3) Miny 4x4

Vlozte do Styroch mriezok 64 min, pricom kazda z mriezok obsahuje 16 min. Kazda mina ma
velkost jedného poli¢ka a nesmie sa nachadzat’ v poliCku s Cislom. Zadané Cisla udavaju pocet
min, ktoré sa nachadzaju v polickach s ktorymi susedia vodorovne, zvisle alebo Sikmo. Po
vyrieSeni vSetkych Styroch mriezok musi kazda suradnica obsahovat' prave jednu minu.

3) Minesweeper 4x4

Place 64 mines into the four grid, so that every grid contains 16 mines. Each mine has size of one
cell and no mines should be placed into the cells with numbers. The given numbers indicates the
number of mines placed in adjacent cells. When all four grids are solved, every single coordinate
should contain exactly one mine.

Odpovedovy klué:
Vypiste pocet min v jednotlivych riadkoch.
Priklad: 0112, 0121, 0211, 4000.

Answer key:
Write the number of mines from each row.
Example: 0112, 0121, 0211, 4000.

Priklad so 16 minami:
Example with 16 mines:

2
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4) Obvodova namorna flotila

Vlozte do mriezky 10 plavidiel namornej flotily tak, aby sa lode navzajom nedotykali, a to ani
Sikmo. Na obvode mriezky su zakreslené kusky lodi, ktoré su v danom smere viditelné ako prvé.

4) Frame battleship

Place 10 ships from the given fleet into the grid. No ships should touch each other, not even
diagonally. The first visible parts of the ships are shown outside the grid.

Priklad:
Example:

U

Odpovedovy klué: Napiste obsah niektorych riadkov/stipcov. Pre lode pouzite &isla 1-4, ktoré
udavaju velkost lode. Pre prazdne poli¢ka pouzite 0. Priklad: 1. riadok 3330, 4. Riadok 0002.

Answer key: Write the content of some rows/columns. For ships use numbers 1-4, which indicate
the lenght of corresponding ship. Use 0 for empty cells. Example: 1st row 3330, 4th row 0002.
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5) Koral

Zakreslite do mriezky koral. Koral je rozvetvena stena tvorena cCiernymi poliCkami, ktora nikde
nevytvori zhluk 2x2 a sama seba sa nedotyka. VSetky prazdne policka musia byt prepojené
s okrajom mriezky (takZe vo vnutri koralu nevzniknu biele ostrovéeky). Cisla na obvode oznaduju
dizku vyfarbenych zhlukov poligok v danom smere (podobne ako v malovanej krizovke), avsak
tieto Cisla su zoradené vzostupne a nie v poradi v akom sa objavia. Medzi jednotlivymi zhlukmi
Ciernych poli€ok musi byt asporn jedno poli¢ko prazdne.

5) Coral finder

Select a connected set of squares - the coral - so that it does not touch itself, not even diagonally.
Numbers outside the grid indicate the lengths of consecutive parts of the coral in the given row or
column (similary as in the “Paint it black” puzzles). However, numbers belonging to the same row
or column are in increasing order and not in the order they appear. No 2x2 area may be covered
by the coral. The coral can have no island inside itself.

Priklad:
Example:
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Odpovedovy klué: Vypiste obsah niektorych riadkoch/stipcov. Pre &ierne policka pouzite znak
O pre prazdne znak X. Priklad: 1. riadok OXXXOO, 6. riadok XOXXOO.

Answer key: Write the content of some rows/columns. Use O for black cells and X for empty cells.
Example: 1st row OXXXOO, 6th row XOXXOO.
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6) Steny

Do kazdého prazdneho poli¢ka vloZte vodorovnu alebo zvislu &iaru. Cisla znazorfiuju sucet dizok
vSetkych Ciar, ktoré z daného poli¢ka vychadzaju.

6) Walls

Place a horizontal or a vertical line in every blank cell. A number indicates the total length of the
segments connected to that square.

Priklad:
Example:

Odpovedovy klué: Napiste obsah niektorych riadkov/stipcov. Pre vodorovné (horizontalne) &iary
pouzite H, pre zvislé (vertikalne) Ciary pouzite V. Priklad: 1. riadok HHV, 4 riadok HH.

Answer key: Write the content of some rows/columns. For horizontal lines use H, for vertical lines
use V. Example: 1st row HHV, 4th row HH.
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7) Pismenova ohrada

Nakreslite do mriezky uzavretu slucku, prechadzajucu po hranach poli¢ok, ktora sa nikde nekrizi
a ani sa sama seba nedotyka. V mriezke sa nachadzaju pismena, ktoré urcuju akym spésobom
prechadza okolo daného policka slucka. Rovnaké pismena znamenaju rovnaky tvar arbzne
znamenaju rézny spdsob ohranicenia.

7) Fences with letters

Draw a single closed loop. The loop moves along the edges of the cells and does not cross and
touch itself. The letters indicate the way how the loop passes around each cell. The same letters
indicate the same shape, different letters indicate different shape.

Priklad:
Example:

Odpovedovy klué: Napiste pocet policok mimo slu¢ky. Zacnite lavym hornym polickom
a pokracujte v smere hodinovych ruciCiek. Priklad: 3, 3.

Answer key: Write the number of cells outside the loop. Start with the upper left corner and
continue clockwise. Example: 3, 3.
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8) Kapsule

Vlozte do mriezky €isla od 1 po 5, tak aby sa v kazdom ohrani¢enom regione nachadzalo kazdé
z nich prave raz. Rovnaké Cisla sa nesmu navzajom dotykat, a to ani Sikmo.

8) Capsules

Place the digits from 1 to 5 in every bold outlined area. Equal digits must not touch each other, not
even diagonally.

Priklad:
Example:
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Odpovedovy klué: Napiste obsah niektorych riadkov/stipcov. Priklad: 2. riadok 232451, 4. riadok
534153.

Answer key: Write the content of some rows/columns. Example: 2nd row 232451, 4th row
534153.

Sudokucup 10 - Turnaj HALAS ligy on-line 20. - 22. 9. 2013 stranka 8/9

Sudokucup 10 - Tournament of HALAS league on-line 20. - 22. 9. 2013 page 8/9



SUDOKUCUP Turnaj
10 HALAS HA:AS ligy

SUDOKUCUP.COM

9) Trojice

Vyplite celd mriezku Cislami, ato tak, aby kazdy ohraniCeny utvar obsahoval rovnaké Ccisla.
Regidény s rovnakym tvarom moézu obsahovat rézne Cisla. Mriezka je farebne rozdelena na
niekolko trojcifernych Cisel. Tieto Cisla su vypisané vedla mriezky vo vzostupnom poradi.

9) Triplets

Fill in the whole grid with numbers. Each outlined region contain the same numbers. The regions
with same shape may contain different numbers. The grid is divided (by gray colour) into some
three-digit numbers. There numbers are given outside the grid in ascending order.

Priklad:

Example:
112 334 3131212122
155 445 S| /1112
222 644 313141155
311 635 614144 /4]|5
332 666 6l 6l6l6l5]5

Odpovedovy klué: Napiste obsah niektorych riadkov/stipcov. Priklad: 2. stipec 31346, 5. stipec
21545.

Answer key: Write the content of some rows/columns. Example: 2nd column 31346, 5th column
21545.
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