SuL.ite One 0.3 User Guide

Overview

Normal game play is by using the stylus. If your device has the direction and select keys you may use
those instead. Users of older models can set the Hardkey navigation option under the General Preferences
screen. When this option is set the application and page up / down buttons substitute for the direction and
select keys.

Easy ~E Freeze Y] |Ceneral prefs. G Info.. ]
Mediumn N LUnfreaze e Display prefs.. D About. A
Hard «H
Tough T Reset C

Replace wrong 9
Blank ~B solua L
Stats. A%

Llzer game Tap to toggle game time, day time,

Easw garne
Mediurn garne diay date, o blank

Hard garne
Tough garme

[ suLive KRN -RPo- L0 ] Tap for
; Uze the # button @:a GiG[3i1 z["9 74 help
3 to select the one TEE (e e
4 | tap entry value Tyonins I 53 i 55 Tap clue digitz
g Lo toggle
& @EB CE] I 25 qi3 ﬁ 28 ]l
¥ '-'ig'i'#a-i EE] :5 FivE |a§=:a [EE] thmlf'lgh .
8 @55 B9 :@49|9 LENCER:E] solving aids
9 @ 2 EE| }l 53 B [N -] 4 EE| éi
_ B H IS Pencil
Hint T REEN SR R N LR RERHEL marks
i | [ [ Bt w51l s
R ve Wrong — S 1EY 63475

Tap non clue digits to
erter uzer digits or

pencil marks
Ma pencil marks
MWanual pencil rmarks |——— —

selected
Auto pencil rmarks —
ilegal
Unclo last move g
Check puzzle A — —
popLp box

list

Initial Screen

The screen you see after starting SuLite One for the first time is the about screen. This screen will be
displayed once a day.
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About Sulite

Elaa
1]9(4
HEE

SuLite 0.2 {a onesir garney
http:s donesiv.coms sulite. html
e-mail zudoku@oneszir.com

However if your device is earlier than PalmOS 2.0 you will see the following:

Incompatible Palm Q% version

9 This program requires
Falmds 2.0 or later.

In this case your device is incapable of running SuL.ite One version 0.3.

Main Screen
[suLite M (3]
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Title Bar

The bar at the top of the screen is referred to as the title bar.

SuL.ite
To follow the following you need to access the menus. If your device is earlier than PalmOS 3.5 you will

need to tap on the menu symbol in the bottom left of the silk-screen area otherwise tap on SuL.ite in the
title bar.

Select Game->Easy and OK the new game.
Time/Date

The game time should now be counting up in seconds in the Time/Date area.

Tap in the Time/Date area to cycle through day time, day date, blank, and finally back to game time
display.
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e Sulite RRIE 05-12-274#1
Day time  [ETMSgN 749 pm 05122741
Day date [N 12/27/05 05-12-27#1

S SuLite | 05-12-27#1

e @ I 1@

Game Name

Note that a name has appeared in the middle of the title bar. The name is made up of the date with a
number appended. The number increments for each puzzle you generate during a day.

Tips
Tapping on the information icon acts as a shortcut to the Help->Info command.

Buttons

Mediurn garne
Hard garne
Tough garne

Tapping on the Game button acts as a shortcut to the Game->new commands. The letter in the button
indicates the type of game. U indicates a user entered game. An E, M, H, or T will be shown for Easy,
Medium, Hard, or Tough level preset puzzles respectively.

Hash

|\.I:IGCI'\-JU\-U'I.B.L\JI'\J—&H

Tapping the hash button allows you to select a digit for one tap entry. Thereafter tapping squares will
toggle between entering the selected digit and a blank.

Hint

Hint
Show wrang
Rarnowve wrong

Use the hint button to get help:

Hint Shows the cell the software would complete next
Show wrong Highlights cells with incorrect entries by flashing their squares
Remove wrong Blanks cells with incorrect entries
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See the menu command Puzzle->Replace wrong for more details.

Popup

[E
Sticky List
Box
Sticky Box

Use the popup button to select the popup type:

@) List appears centred adjacent to the entry cell; dismissed as soon as an entry is made

@ Sticky  appears centred adjacent to the entry cell; stays displayed until explicitly dismissed by
List tapping outside the board area

appears close to the entry cell but does not obscure any entries in its row, column, or box;
dismissed as soon as an entry is made

Box

Sticky  appears close to the entry cell but does not obscure any entries in its row, column, or box;
Box stays displayed until explicitly dismissed by tapping outside the board area

Pencil Marks

I:E:] Mo pencil rmarks

Manual pencil rarks

Auto pencil rmarks

In pencil marks mode digit entry is by toggling. i.e. if a digit isn't in the cell it is added,; if it is in the cell it
IS removed.

There are two exceptions to this rule.

o |f you enter the same digit again when there is only one digit on display this toggles between the
digit being a pencil mark or not. To remove single digits in this mode select blank from the digit
list.

o |f you select blank in a blank cell this fills in the legal pencil marks for that cell.

Use the Pencil marks button to select:

@ No pencil marks any pencil marks on display are cleared and pencil marks may not be entered

any pencil marks on display are unchanged and pencil marks may be entered

Manual pencil marks
O P manually.

Automatic pencil

marks pencil marks are automatically refreshed as board entries are made.

Undo
(il

The undo button is used to backtrack through your digit entries.

The undo history is cleared whenever the puzzle is known to be solvable from the current position (after a
successful hint, check, solve, show, remove or replace wrong).

Check
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The check button is used to see if the puzzle can be solved given the current puzzle position.
A little bar will rotate within the Check button during a solution search.

See the menu command Puzzle->Solve for more details.

Board

Clue Digits

By default the clue digits are displayed in a large bold font in red. Tapping clue digits cycles through the
following solving aids.

Tap a clue digit once to cross hatch that digit.

2:3: | SN
1|5 2
2 i i
I
hib |17 3&
i b b
7:56 '
2367 |ih
17 4] 7%

....... ﬁ 2.3
5 2
5 o 5
7 ]
i F 34
i hi
7ih ?
2367 Fﬁ
It
User Digits

Tap on other cells to make entries using the current choice of popup.

Menus

There are four menus
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Game
Puzzle
Prefs
Help

You gain access to the menus by tapping the menu icon in the bottom left of the silk-screen area or (for
PalmOS 3.5 or later) by tapping SuL.ite in the title bar.

Menu Game

This menu is used to automatically generate preset puzzles, to blank the board to allow entry of user
defined puzzles, and to view game statistics.

Easy «E
Mediumn V1
Hard «H
Tough Fa )
Blank B
S5tats.. -5

Game->Easy, Medium, Hard, Tough

Select Easy, Medium, Hard, or Tough to automatically generate a SuL.ite puzzle. You will have to
confirm this action:

& Do you really want to
start a new game ¥

The levels are a little arbitrary but in general they should reflect the relative difficulty of solving the
puzzle. It's not our fault that one person's easy is another persons hard and vice versa. Only the simplest
techniques are required to solve easy puzzles. Additional techniques are required for medium. Hard
introduces the need to be able to plan several stages ahead as well as requiring the other techniques. Some
of the techniques required are given in the how to play guide at the onesir site.

All our automatically generated puzzles are true Sudoku puzzles with the following properties:

e They have only one solution
e They may be solved by logic alone

The following shows a newly generated easy level puzzle.

2:3
1 b Z
2 1 1
1 g: 19
hih 1:2 3 1
1 hik
1:ih Z
2:3|6:7 1:h
1 4| :h

Timing starts as soon as the puzzle is generated.

Regardless of whether the game time is displayed or not the current game time is always shown on the
Stats screen.
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We use the following terms:

Clue digits these define the puzzle and may not be altered (default large bold red)
User digits these are the digits you enter (default large blue)
Auto digits these are digits entered by the program when you request a solution (default small gold)

Pencil these are one or more digits you enter in a cell as an aide-memoir of the candidate digits for
marks a cell (tiny default black)

The visual distinction between clue digits, user digits, auto digits, and pencil marks depends upon the
capabilities of your device and the preferences selected in menu Help->Display prefs.

To solve the puzzle you have to enter digits in the blank cells such that the same digit does not appear
more than once in any one row, column, or 3x3 box.

Game->Blank

Select Blank to clear the board so that you can enter your own puzzle. You will have to confirm this
action.

& Do you really want to
start a new game ¥

SET UP at the left of the title bar indicates that the game is in board set up mode for user game entry. In
this mode you enter puzzle clue digits, perhaps those found in a puzzle in your daily newspaper. When
you have completed entering clue digits select menu Puzzle->Freeze to start solving the puzzle.

Timing starts as soon as the puzzle is frozen.

Game->Stats

Select Stats to view play statistics. The first screen displayed deals with the current game.

Count Incremented

Moves Every time a digit is selected (toggles included)
Undos Every time the Undo button is tapped

Checks Every time the Check button is tapped

Hints Every time the Hint function is requested

Shows Every time the Show wrong function is requested

Removes  Every time the Remove wrong function is requested
Replaces  Every time the Replace wrong function is requested
Solves Every time the Solve function is requested

Resets Every time the Reset function is requested. The other counts are zeroed
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[ Statistics |
User | Easy [Mediurn] Hard

05-12-27#1

Time 154

hMoves 2  Undos a

Checks 0 Hints 1

Shows 1 Removes 0

Replaces 0 Solves a

Resets a

A game is considered played when you have entered at least 5 moves. Automatically generating a puzzle
or entering the clue digits does not increment the played count.

A game is considered solved when you enter the final correct digit. Once a game is solved the statistics
are no longer updated. If you want to play the puzzle again use Puzzle->Reset which resets the puzzle to
its base state.

Historical data is kept separately for User, Easy, Medium, Hard, and Tough level games - consisting of
the games played, solved, and time taken.

Eosy  |[Mediurn] Hard |
T-:-ugh| All | Garne |

Flayed 0

S5olved
Min. Time
MNax. Time
Avg. Time
Total Time

eVt R RN ]

Totals are given on the All screen.

Versions of SuL.ite One earlier than 0.2 did not record time statistics. This means that the average solution
times will be incorrect if you have solved games in prior versions of SuLite One. To correct this situation
you should select the Reset Stats option on the All screen.

[ User | Easy [Mediurn| Hard |
[ Tough |

Played 0

Solved
Min. Time
MhMax. Tirne
Avyg. Time
Total Tirne

R RN R

You will need to confirm the Reset Stats request.

Reset Statistics

& Are you sure?

Menu Puzzle

This menu is used to manipulate user generated puzzles, to reset puzzles to their initial state, to replace
wrong entries with the correct values, and to solve puzzles.
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Freeze -
Unfresze s
Reset i
Replace wrong 9
Solue L

Puzzle->Freeze, Unfreeze

You may only freeze and unfreeze user generated puzzles. If you use this command on an automatically
generated puzzle the following will be displayed:

FreezesUnfreeze Invalid

@ You can't freeze or
unfreeze preset puzzles.

When you wish to enter your own puzzle you start by blanking the board and then enter the clue digits by
tapping on the screen cells. When all the clues have been entered use freeze to fix those digits in place.
The frozen digits will be displayed in bold and may not be altered. If you make a mistake unfreeze allows
you to edit the board before freezing it again.

N.B. in board SET UP mode pencil marks are not allowed and you are only allowed to enter legal digits
for the cell.

You will have to confirm the action of re-freezing an already frozen user puzzle:

Puzzle Already Frozen

& Do you really want to
freeze the puzzle ¥

Puzzle->Reset

Use reset to restore an automatically generated puzzle to its initial state and a user puzzle to its frozen
state. You may need to do this if you get hopelessly lost in your search for a solution.

You will have to confirm the action of resetting an unfrozen user puzzle as this is equivalent to blanking
the puzzle:

Puzzle Mot Frozen

Do you really want to
clear the puzzled

Puzzle->Replace wrong

Use replace wrong to replace all incorrect entries with the correct ones.

User puzzles must be frozen to use Hint, Show wrong, Remove wrong, and Replace wrong. If the puzzle
isn't frozen the following alert will be given:

Puzzle Mot Frozen

The puzzle must be
frozen to use this
feature.
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If Show, Remove, or Replace wrong is used and there are no incorrect entries the following alert will be
given:

Mothing Wrong

The puzzle has no wrong
entries.

Puzzle->Solve

Use solve to complete the current puzzle. A little bar will rotate within the Check button during the Solve
process. Use Undo to cancel the Solve.

The digits filled in by the solve process are termed Auto digits and will be highlighted as per the
preferences set in Help->Display prefs.

The default for non-box symbols is gold.

2:3
1 b Z
2 1 7
z 6:1:9
hih 1:2 Tidid
1 hib 2
1:h:6 2:3
92 3[(6:7:94|1:5:6
1:58:4|2:h =

For boxes the auto digits are displayed as small centred boxes.

If a user puzzle has been entered incorrectly there may be no solution for the clue digits in which case the
following will be shown:

Mo solution for clues

& Mo solution possible for
the given clue digits.

If you have made incorrect entries there may be no solution from the given position in which case the
following will be shown:

& Mo solution possible.

If you have the same digit more than once in any row, column, or box, the first such mistake found will be
highlighted by flashing squares. The flashing will stop after 10 seconds or when you tap anywhere on the
screen.
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Menu Prefs

This menu provides access to the preferences screens.

General prefs. G
Display prefs.. D

Prefs->General prefs

The default preferences (shown checked below) mean that by default the game is played in the same
fashion as earlier versions of SuL.ite One.

Pop-Up Digit List

O Dizplay at top left
= <nly show valid digits
= “alidate digit antry
Niscellaneous

O Dotted pencil marks
' Symmetric puzzles
O Solwer ignores rarks
O Hardkey navigation

[l 2] 2[4 5[5 7 | Aute off minutes

The following preferences are available:
e Pop-Up Digit List

o Display at top left
o Only show valid digits
o Validate digit entry

e Miscellaneous

Dotted pencil marks
Symmetric puzzles
Solver ignores marks
Hardkey navigation
Auto off minutes

o O O O O

Display at top left

If this is checked the popup list is displayed at a fixed position at the top left of the screen. Otherwise the
popup list appears centred to the left of the tapped cell. Note, the positioning of the popup box is
unaffected.

Only show valid digits

If this is checked the popup only contains digits that are currently legal for the tapped cell, i.e. it only
contains digits not already in the cell's row, column, or box. Otherwise all digits are present in the popup.

There is one exception to this rule. If you have used pencil marks and one of the digits is no longer legal
for the cell it will still be in the popup (so that it can be removed by toggling). Such digits are indicated
by a hyphen '-'.

11 of 19



SuL.ite One 0.3 User Guide

Validate digit entry

If this is checked invalid entries are rejected with a beep. Otherwise invalid entries are allowed. N.B. this
setting is irrelevant if the "Only show valid digits" preference is checked.

Dotted pencil marks

If this is checked ks are represented by dots as shown below.

Y4E {48 561 2 35'{51'{5 I4:15
B9:9 :BHE ;89 (3 :BO:EH
FRRE MR HHEA
? Gsasls | eslsa s
E'IE'IIE?'IEEEBI H
5 ﬁ g I B8 |1 3 4
87 pafds s aa (B 6:'°
AR MEE TR
B3 2 3 ? :B I 5 B
RS HoH

The position of a dot within the cell indicates the particular pencil mark, e.g.

represents pencil marks 1, 3, 4, 5, 6, 9.
Symmetric puzzles

If this is checked the automatically generated puzzles will have rotational symmetry in the clue cells (a bit
like the blocked off squares in a crossword puzzle).

Solver ignores marks
If this is checked the software ignores pencil marks as far a solution checking is concerned.

Hardkey navigation
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If this is checked use page up / down for up / down. Use outer hard keys for select. Use inner hard keys
for left / right.

Auto off minutes
After the chosen number of minutes of inactivity your device will be switched off.

Prefs->Display prefs

The default preferences are shown checked below.

Display Preferences

O Monochrome B Large fonts
Swmbals: w Digit O Left handed
Tapbox to change
B Golidlines
] Crotted lines
Board
B e digits
] User digits
Auta digits
B el morks
Cancel || Defaults

The following preferences are available:
e Check boxes

o Monochrome
o Large fonts
o Left handed

e Pop-up List
o Symbols

= Digits
m |etters
= Maths
= Boxes

e Rectangles

Solid lines
Dotted lines
Board

Clue digits
User digits
Auto digits
Pencil marks

o O 0O O O O O

Monochrome
If this is checked the display will be limited to monochrome.
Large fonts

If this is checked the largest fonts your device supports will be used.
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Use this to select whether you want to play with digits ...

Sl elE Cigit
Letter
MWlath
B

Symbols

or boxes (PalmQOS 3.5 or later devices only)

wnm:wm unm L' w wmm W W m bl X HLT H L H r r
—Lo:mm:mLw ﬂ 4 -_ mm:m mr TR ST b n -5 X T (SIC] - T i+ _ - - + 3o + +
Tm:im m Q—x —_ LI B 1
Tom | iemiem e um i it 1= S L R TI [_ FW T o 1 Y I T ol T R
wm Tm Trm wmm w (= =K LL = r e e ol
Tm 2 muwu ﬂ { 5 mu — mr =a— B (ST H {C] E [SNTH iH (SIC] n - +r “l.—.- n—l—- i e
1o o im0 M [T o im HE_WH_B mm bR w=lowi= o=[S_ix iu= Mt ira o el G| i e
O a|mnin imo|TEirmium L i owir bx|arin—ime LR S S il L i
wmm Ll m m L — 'S = =4 ol r =5 S
oL S L T L = o) - — Pl S L H T o B0 || i R T S
m FmiTrm m = =0 — |03 — = - + 9 LLECIER N L BN B + 9
EHE N P e L L . BT |emisdim—jE iy = . ER R o e e L
= ™ om:wmm|u m umm - —ul 13—l — |m — m—|x - .—.-.. LK Ol I O] 1 D ES
M.ﬂ L0 LN m | =— m = | Lo m - 4 m M.m W WX |m x C X | — E n S .—u-u_u L= -5 =9 =L | Tl + n
— = e -
@ R - o = A a P 1 -
i mml wDir|umieuin [ m.u:..Hr_Hr_ (T L} [T = = foioele IFf aesln B
1o - B o PP S e 1 = i
Eoimmied|T lmizolein fe— @ srimgimm|s lwiT (g =X = Dk A S = B T
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102 0s-12-27#1 @

u
548 567 ERECHEHE
9ig ! 213 el

;9 B9 H:E B9 :EH
SRR R

2 Gaaals 1 aales 7 aa
Iqy:3y:|a }I'lﬁggln_l H
sl o
E:HEEH“ﬂ 6" (@)
EREE MR EN] © ERCRE!
Y 39 1 :n .5 ] @I
(R VS HEH S EHI )]
Rectangles

Tap a rectangle to change the appearance of the labeled object. Provided your device supports this feature
(PalmOS 3.5 or later) the following example screen will be displayed:

R:
L1 rorprepu T 11

Gz

B: 00

S

- hoe

Use the sliders to alter the red, green, and blue components of the selected objects. If your display is
limited to grey scale the sliders will all be set to the same setting.

Click on RGB at the bottom right of the screen to optionally use the palette selection screen.

Aute digits

Menu Help

This menu provides access to the information, and about screens.

Help

Info.. ]
About... « A

Help->Info

Use Info to view on-screen help.
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To solve a Sulite puzzle
every digit from 1 to 9 must
appear in each of the nine
rows, ineach of the nine
colurnns, and in each of the
nine boxaes.

Morrnal gare play is by using
the stylus. If your device has
the direction and select keys
you may use those instead.

&

Help->About

Use About to view SuL.ite details.

About Sulite

Elaa
1]9(4
HEE

SuLite 0.2 {a onesir garney
http:s donesiv.coms sulite. html
e-mail zudoku@oneszir.com

Game Play

To solve the puzzle you have to fill all the blank cells with digits while obeying the following rules:

e A digit cannot appear more than once in any one row.
e A digit cannot appear more than once in any one column.
¢ A digit cannot appear more than once in any one 3x3 box.

Note that digits in bold are clue digits and cannot be altered.

To enter a digit into a cell tap the cell with your stylus. A popup will be displayed showing digits and a
blank. The digits will be determined by the preferences you have chosen. Tap your selection to make the
entry. Tap outside the board to cancel the command.

You can choose to use a popup list ...

7:3
1% 7
7 i 7
— |7 8 9
G KRE: 34
fe| | 5 b
7 5[] 7
67 (16
Y

... Or a popup box.
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|2:3

3|5 2
q 1 fi
a|f= H] ]
L1 J1:2 3:4
1 bl
1:5 2
2:3|6:7 1:5
1 | 5

After a few entries the screen will contain a mixture of bold and non-bold digits.

2:3

2 1

(L HE -
(w1 B N —ER-EEE |

7
1:2

&
3|67 401
4|3:5: 2

00 OO [0 ok &) L TN —

El
1

==
000 Peedt i 22| = i 2T

Remember that the bold digits are the clue digits and that the non-bold digits are ones that you have
entered.

Or if you have been using pencil marks ...

:E g E; 2 E; 48 :4E 1
:'l ;B 5 :B ;B HE El

g'l :E:] :B II EB ;"I ? 5
EEREL] 2 ? YE EE ﬂ 1 ﬂ

6T
:‘l ? éﬂ :B :B :B 5 ﬁ 2
? 5 El B3:89 éB 4 2 3
92 3[(6:7:94|1:5:6
1i8i4[(3:hiZ|° (9"

After a while you may be worried that you have made a mistake in solving the puzzle. Tap the Check
button. If the digits already entered are correct than the following will be displayed.

Solvable

@ The puzzle is solvable.

If you have gone wrong somewhere and the puzzle is no longer solvable the following will be displayed.

& Mo solution possible.

Tap the Undo button to back track through your history of digit entries.

The last 64 changes are held in the undo list. When there is nothing left to undo the following is
displayed.

Mothing to Undo

@ Mothing left toundo.
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When you successfully complete a puzzle the following will be displayed.

Congratulations!

@ You have completed the
puzzle.

If this is not displayed use Check to check the solution.

6:4i5|2/3.7|9i81
Si1i7|aag[ziae
2OE[416]3i7 5
NE - BB - D
hi6:9]1728[73°4
IRARN R 1A 1)
GBI ERIERE
92367 4[1:8 8
17814[37h:2]619i7

If you have the same digit more than once in any row, column, or box, the first such mistake found will be
highlighted by flashing squares. The flashing will stop after 10 seconds or when you tap anywhere on the
screen.

Finally, the point of the exercise, a completed puzzle.

6i4:5(2:3:7|9:8:1
317 hiB:9|2:i46
2:9:8|4:1:6|3:T:5
4:3:21 P 6:o(8:i1:9
hif:9[(1:2:8|7:3:4
Bi7:1|92:4:3|hib:2
T:hiB|Bi9i1|4:2:3
9i2:3[(6:7:4|(1:5:8
1:8:4(3:ih:i2|6:9:7

Once a game is completed you will need to use undo or a menu option to start a new game.

Puzzle Solved

@ LUse undo or a menu
option to continue.

Cheats

Any help the program gives which is not available to the pencil and paper player will be considered
cheating by Sudoku purists.

The following functions fall into this category:

Function Action

General Preferences - Only show valid Limits popups to the display of digits not in the current row,
digits column, or box

General Preferences - Validate digit

Beeps and rejects invalid digit entries
entry

Clue Digits - Tap 1, 2, 3 times Cross hatch, show legal cells, show present cells
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Hint Button - Hint Shows the cell the software would complete next

Hint Button - Show wrong Shows incorrect entries

Hint Button - Remove wrong Removes incorrect entries

Pencil Marks Button - Auto pencil Automatically fills in pencil marks to show valid digits for the
marks cells

Check Button Checks to see if the current board is solvable

Menu Puzzle - Replace Wrong Replaces incorrect entries with the correct ones

Menu Puzzle - Solve Solves the puzzle

You must decide for yourself what type of cheats are acceptable.
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