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Appendix A: Ways of Indicating What Cubes Mean in Solutions 
Some General Principles 

1. Each Solution writer must not only create a correct Solution but must also clearly com-
municate the Solution to the Checker(s) so that they can verify that the Solution equals 
the writer’s interpretation of the Goal. 

2. A Solution writer must remove all ambiguity from the Solution and Goal so that there is 
no question that the two sides of the equation are equal. Removing ambiguity has two 
components: (a) using grouping symbols to specify the order of operations and (b) indi-
cating the value of any cube on either side of the equation that may have multiple 
meanings. It is component (b) that is the subject of this Appendix, although in some 
cases placement of parentheses may clarify the meaning of a symbol. 

3. In general, a Solution writer should write in the main line of the equation the value of 
each cube that represents something other than its “face value.” For example, write the 
value of the wild cube in the equation and indicate above or below that the value comes 
from a wild cube. This principle is implemented in the Recommended methods in this 
Appendix. The reverse technique, listing the wild cube in the equation and indicating its 
value from the side, is Acceptable only. 

4. If the Solution-writer does a good job, the Checker(s) should not have to ask a single 
question about the Solution. It should be clear what each symbol means and which in-
terpretation of the Goal the writer has chosen. 

5. In general, arrows are preferable for indicating what a cube means, like this. 
0 
↓ 
7 

The arrow can come from above or below and can point to or from the symbol in the 
Solution. Writing the meaning just above or just below the mainline of the equation 
without an arrow is acceptable but has the drawback that the two digits may overlap 
and confuse rather than clarify. This should not be the case where several letters like 
sw or ud indicate the meaning; hence an arrow is not needed (although acceptable) in 
these situations.  

Explanation of Terms 
Methods of writing entire Solutions or individual symbols in Solutions are divided into three 
categories in the list in this Appendix: Recommended, Acceptable, and Unacceptable. 
Here are the intended meanings of these terms. 
Recommended This is the method that should be taught to players. 
Acceptable Any method in this category will be accepted by judges as correct. 
Unacceptable These methods will cause the Solution to be ruled incorrect by judges.  
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