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The game of � �� �� �� � 	  is based on the same 9x9 
grid as the SuDoku quiz, and in fact uses the rules of 
SuDoku for placement of numbers/letters/play pieces. 
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The origin of the ShenDoku™ game format:

Shen Kua was an 11th century Chinese 
mathematician, cartographer, 
astronomer and avid game player. 
Shen's contribution to this project was 
made between 1076 and 1095, when 
he introduced the following concepts:

1. Shen was commissioned to make maps of China, 
and in doing so,  realised the potential benefit of 
making the maps in book form. To achieve this, he 
invented  the  system  of  �� �� 
 � � �� � � �  � �  that 
allowed him to create the world's first atlas. 

2. Shen  was  also  the  first  person  to  calculate  the 
number of possible moves in the game of GO. He 
achieved  this  feat  despite  there  not  being  an 
equivalent  of  zero  in  the  Chinese  numbering 
system of  the  time.  Go is  played  on  boards  of 
19x19, 13x13 and ! " !  squares.

3. Shen was the person who first  documented the 
use of a magnetic compass, and how to make one. 
His  purpose  was  to  help  with  the  task  of 
accurately aligning  buildings and objects in order 
to best satisfy the requirements of Feng Shui. This 
was  part  of  a  6,000  year  old 
system that ruled many aspects 
of Chinese life and was based on 
the  magic  squares  shown 
here....###

copyright © DR Shenton & BM Clent 2006 
all rights reserved



What  the  creators  of  ShenDoku  have  done  is  taken  the 
methods,  interests  and  ideas  of  Shen  and  used  them  to 
develop a game from what is a simple logic puzzle, much as 
Shen may have done had he been born into our century. 

By utilising the elements of the 9x9 grid, the vast number of 
potential completed grids (300billion approximately) and 

introducing a variety of game play and skill based elements, 
allows for the creation of a series of games that can be played 
on paper, as a board game and in digital formats for a range of 

devices and for Internet based game play. For more 
information on these products or to register for future 
release information, contact �� ��$ � � � � � �� � � �� �
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� � � � � �� �  is a two player game based on the popular puzzle 
called SuDoku.
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 � � � � � �� �  is to  complete your attacking 
square  with  as  few  turns  of  game  play  as  possible.  To 
complete  the  grid,  you  must  follow  the  rules  of  SuDoku 
which are:
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 � � � � � �� �  involve cunning decisions as to 
which  squares  to  ask  for,  whether  to  aim for  a  complete 
nonet, row or column first, or simply ask for random squares 
with the hope that your ploy will reveal enough information 
first to complete your grid. 
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1. Select a page for each player and tear out one or both to 
use for play. (One player can use the book to play from)

2. Do not look at each others page.

3. Begin  by  asking  your  opponent  for  the  content  of  one 
square  of  your  attacking  grid  using  the grid  references 
provided. 

4. Write down the result in the corresponding attacking grid 
square.

5. Your  opponent  then  takes  a  turn  and  you  state  the 
corresponding number in that square from your defending 
grid. 

6. Agree a time limit for asking questions.  � �� � � � ��� � 	 �
 � �� �
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7. Repeat  this  in  turn  until  one  of  you  can  see  how to 
complete more squares without asking. 

8. At this point:

· / 0
1 / �  declare  that  you do not  need to ask more 
questions  and  continue  completing  the  grid  as  far  as 
possible before asking for your next square

· %�  stealthily  complete  more  squares  without  giving 
your  opponent  any  indication  and  continue  asking 
questions.

9. The first  person to  complete the attacking  grid  wins – 
providing the result is correct according to SuDoku rules. 
If there is an error, you forfeit the game.

On the following pages you will find pairs of corresponding 
Attacking and Defending grids. 

Choose two and begin to play.
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The Rules of Shendoku

Shendoku is  a  two  player  game  based  on  the  popular  puzzle  called 
SuDoku.

As you develop your skills at playing Shendoku, you will see that the use 
of stealth, cunning, and knowledge of SuDoku all play a part in achieving a 
completed grid. 

The Object of Shendoku is to  complete your attacking square with as 
few turns of game play as possible. 

To complete the grid, you must follow the rules of SuDoku which are:

         every row,
         every column, and
         every 3 x 3 box (nonet)
   contains the digits 1 to 9.

To play Shendoku:

Begin  by asking your opponent  for  the  content of  one square  of  your 
attacking grid using the grid references provided. Write down the result in 
the corresponding attacking grid square. Your  opponent then takes a turn 
and  you  state  the  corresponding  number  in  that  square  from  your 
defending grid. 

Agree a time limit for asking questions. ��� � �� ��� �	 �
 � � � �
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Repeat this in turn until one of you can see how to complete more squares 
without asking. 

At this point:

EITHER declare that you do not need to ask more questions and continue 
completing the grid as far as possible before asking for your next square

OR stealthily complete more squares without giving your opponent any 
indication and continue asking questions.

The first person to complete the attacking grid wins – providing the result 
is correct according to SuDoku rules. If there is an error, you forfeit the 
game.

Strategies to consider

Try not to make it obvious when you have found a key square and are 
completing lines  or  nonets  as a result.  Always give your opponent the 
sense of being able to succeed, until you declare yourself a winner

Your opponent will be trying to find the key squares to resolve the grid so 
mark every square asked for to assess your opponents play.

You should try to choose squares based on how you would play SuDoku. 
The  strategies  used  for  that  puzzle  are  relevant  to  completing  the 
Shendoku grid, but require skill and judgment to locate. 
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