FACULTY OF NATURAL SCI ENCES
CONSTANTI NE THE PHI LOSOPHER UNI VERSI TY I N NI TRA
ACTA MATHEMATI CA 17

SUDOKU GAME SOLUTION BASED ON GRAPH THEORY AND
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ABSTRACT. This article focuses on the logical-mathematicaladitic game Sudoku.

Analysis of individual fields filling possibilities mainly based on Graph theory. Ideas,
procedures and methods presented in this papematedemanding and they can be
transmitted to secondary school students. In thigla the rules of the game and

winning strategies analysis derived from Graph tlyeare mentioned as well as the
reasons why this game can be considered a logicakga

KEY WORDS: didactic game, Graph theory, winning strategygit@l thinking
CLASSIFICATION : D40, A20, E30
Received 18 April 2014; received in revised formAp@il 2014; accepted 1 May 2014

Author’s Address

Mgr. Vlastimil Chytry, Ph.D. ) )
Katedra matematiky a ICT, Pedagogicka fakulta U3BBsti nad LabemCR — 400 01 Usti
nad Labem, e-mail: vlastimilchytry@centrum.cz

In. (Eds.) Sedivy, O., Svecova, V., Vallo, D., iidenova, K. Acta Mathematica
17: Conference ProceedingsmiMathematical Conference in Nitra, Department of
Mathematics, Faculty of Natural Sciences, Congtarttie Philosopher University in
Nitra, Slovakia, June 19, 2014. Edition PrirodoveNe. 578. Nitra: CPU (2014). P.
55-62. ISBN 978-80-558-0613-6



