GETTING STARTED
THERE WILL COME A TIME WHEN YOUR
STUDENTS WILL WANT TO COMPETE
You Can Do The Rubik’s Cube Competition Guide
makes it easy - just follow our step-by-step guide:
Step 1 - Competition Format
Step 2 - Supplies you’ll need
Step 3 - Help you’ll need
Step 4 - Rules
Step 5 - The “Solved” State
Step 6 - Score Sheets
Step 7 - Checklist

Competitions can be organized just for fun, but can be
so much more. What a great idea for a fund-raiser or a
family math night! You can also post on our website under
the “Compete Now” tab and challenge other schools in
your area!
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Step 1

COMPETITION FORMAT

Solo or Team Solving?
•

•

Solo = Individuals competing against each other for the
fastest time. You may have several rounds calculating
results either by best of “x” number of rounds or average of
“x” number of rounds.
Team = Team solving is “x” number of cubes solved by “x”
members of a team.

Tip:
Tip:

Teams only need to be able to solve collectively - i.e.
all teams members do not need to know how to solve all
stages.
Don’t make your teams too large - teams of 6 or 8 are
a good size.

Who will Compete?
•

Students in your class, the entire school or youth organization,
members of a cubing club? You decide!

Tip:

Cubing Clubs offer an environment for teamwork as
those who are able to do the cube, teach those who
are just learning.

Should you set a time limit?
•

•
•

You may choose not to set a time limit for the rounds
thereby encouraging all competitors to complete the solving.
Naturally, the first one to solve is the winner, but others
could continue and vie for position ranking. You could then
hold multiple competitions over time and watch competitors
move up the ranking ladder.
Solo - In the beginning consider 10 minutes as a maximum
per round for solo solving, but don’t be surprised as your
students get faster, they will solve in under 2 minutes.
Teams - Increase the time limit exponentially based upon
the size of the team and number of cubes to be solved.
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Step 2

SUPPLIES YOU’LL NEED

Venue:
•

This could be a classroom, gym, all-purpose room. You will
probably need several tables (6’ or 8’ if you are holding a
team event) and chairs.

Cubes:
•

If you are holding a “Solo” competition you need to make
sure everyone has a cube who is competing at the same time.
•
A “Team” event, requires sufficient cubes for the number of
teams competing.
Tip: Use an odd number of cubes that cannot be divided
equally by the number on the team - e.g. Teams of 8
collectively solving 25 cubes.

Timers:
•

You will need at least one stopwatch or other timer with a
second-hand. Additional timers will be needed for team
events - each team will require a separate timer.

Tip:
Rules:
•

Don’t forget extra batteries if your timer(s) use them.

Make up your own Rules or follow our suggestions in Step 4.

Score Sheets:
•

We’ve provided sample score sheets for “Solo” and “Team”
in Step 6.

Pens & Pencils:
•

Needed to record the scores.

Prizes:
•
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Certificates make great prizes. You can download for free:
English: http://www.youcandothecube.com/solution-kit/
downloads-english.aspx
Spanish: http://www.youcandothecube.com/solution-kit/
downloads-espanol.aspx
Or visit our on-line shop and purchase Medals, T-shirts and
other cool stuff.

HELP YOU’LL NEED

Step 3

Organization:
•

You will need someone responsible for making all arrangements
and appointing the Competition Officials....This is probably
you!

Officials:

Competition Judge:
•

Responsible for overseeing the entire competition;
monitoring competition to make sure the rules are followed,
making decisions on penalties and disqualification, and
starting the competition.

Judge(s):
•

For team events, you will need a Judge for each team. This
can be the teacher or coach from another team.

Scramblers:
•

Responsible for scrambling the cubes.
(Scrambling = mixing up the cubes)

Score Takers:
•

Responsible for recording the scores.

Teacher/Coaches:
•

Responsible for teaching the team to compete and making
sure the competitors are aware of the Rules.

All Officials, Teachers, Coaches, and Competitors
can help with Judging, Scrambling and Scoring. BUT,
competitors should not judge or scramble their own
cubes nor record their own scores.

Tip:

One person can act as a Judge, Scrambler and Score
Taker. Just be sure you have sufficient Officials for
your competition to run smoothly.
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Step 4

RULES -

General

GENERAL RULES:
1.

Your competition should be a fun experience. However, some
general rules of conduct should be stated. Most often, your
school policy covers what is expected of students in the areas of
order and deportment, respect, courtesy and use of profanity.
You may wish to restate some of these policies as a reminder.

2.

Competitors may talk among themselves, shout and encourage
their team mates but should not distract other competitors.

3.

No items whatsoever are allowed on the competition table(s)
including cell phones, pagers, or any other electronic equipment.

4.

Use of notes or any form of reference material can be permitted
if you want. If so, this should be clearly stated in the competition
rules.

Tip:

To be more inclusive - for students who cannot solve
without using the Solution Guide, consider a competition
or special round permitting use of the Guide.

5.

Competitors may sit or stand during the competition round(s).

6.

Disqualification: The Competition Judge may disqualify a team
and/or a single competitor or issue a warning for any of the
following reasons:
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•

Cheating.

•

Competitor fails to comply with School Policy, your
competition rules or the rules of the venue.

•

Competitor is disruptive and/or interferes with other
competitors..

•

Any warning will result in a 5 second Competition penalty per
incident.

•

In the event of any dispute, competitors must accept the
final ruling of the Competition Judge.

RULES - Cubes & Scrambling
CUBES:
1.

The competition requires the use of 3x3x3 Rubik’s Cube.

2.

Competitors may use their own cubes or you can provide the cubes.
If competitors borrow cubes from other teams you will need to
schedule the teams so cubes are available for each team.

3.

Cubes should not be damaged, marked, or otherwise altered. It is
acceptable to allow a small marking on the center cube with the
Rubik’s logo, so a personal cube can be identified. By small, we
mean a colored dot, other symbol or initials.

4.

Lubricating and/or sanding cubes is acceptable to make the cubes
twist smoothly. However, if or any reason the cube does not
function correctly, falls apart or moves out of the solved state
accidentally once the timer has stopped, the cube is considered
unsolved and will not justify grounds for a “do over”.

SCRAMBLING:
1.

A Scrambler mixes up the cubes so they are completely scrambled.

2.

The number of moves to scramble a cube (a scramble sequence)
from the solved state to scrambled state must be at least 25
moves. A move is one 90˚ turn.

3.

Cubes must be scrambled from the solved position, with the logo on
top (that is the white face).

4.

If there is any doubt a cube is sufficiently scrambled, the
scrambler may re-scramble.
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RULES - Competition Procedure
COMPETITION PROCEDURE:
1.
2.
3.
4.
5.
6.
7.

A Scrambler scrambles the cube(s) according to Scrambling
procedure on Page 6.
A Judge must call “PENALTY” at the time of the infraction and
such penalty should be noted by the Score Taker.
Competitors must place their hands flat on the table and must
not have any physical contact with the cubes before the solving
begins. Penalty for infraction: 5 seconds.
Judges do a quick general inspection to ensure thorough
scrambling. If in doubt, scrambler must re-scramble. Judges
should also count the cubes to ensure the correct number.
Scrambler covers the cubes (use a sheet of paper or a cloth) and
places the covered scrambled cubes on competition table.
Competition Judge gives 1-minute warning before the start of
the round by calling “READY” followed “GO” when the warning
minute has elapsed.
As soon as the Competition Judge calls “GO” the timers are
activated and the competitors begin the solve OR, you may
wish to have the Competition Judge call “GO” and let the team/
competitor start their own timer when they are ready to begin.

Competitors may operate their own timers, provided
they keep their hands flat on the table until “GO” is
called and fully release all cubes before stopping the
timer. Penalty for infraction: 5 seconds.
8. If a time limit is set, the Competition Judge should call “TIME”.
Otherwise, the timer is stopped (by whomever started the timer)
when the competitor has solved and released the cube(s).
9. Once the time is stopped, competitors must not touch or move
the cubes or timer until the score taker has inspected all the
cubes and the time is recorded together with any penalty on the
score sheets. Penalty for Infraction: Disqualification.
10. If there is a dispute, the cubes must not be touched until
the judges have resolved the issue.
Penalty for Infraction:
Disqualification.

Tip:
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Step 5

RULES - The “Solved” State

SOLVED STATE:
1.

The solved state is when each of the six sides of the cube have
one solid color per side.

2.

A cube is considered solved if less than a 45 degree move is
required to align the colors.

3.

If one move is required of more than 45 degrees there is a 5
second penalty.

4.

If more than one move is required the cube is considered not
solved.

5.

Examples:
Solved - No Penalty
Less than a 45˚ turn to align
Solved with 5 second penalty
1 turn more than 45˚to align
Solved with a 5 second penalty
Top row - 1 turn more than 45˚
Bottom row - 1 turn less than 45˚
Not Solved
2 turns more than 45˚ to align

Not Solved
2 turns more than 45˚to align
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SCORE SHEETS -“SOLO” Solving

Step 6

®

Event:
Judge:

Contestant
Name

Score Taker:

Round 1 Round 2 Round 3
Min/Sec

Min/Sec

Min/Sec

Other

Choose One

Penalties*

Best Time Average

Time:
Penalty
Result:
Time:
Penalty:
Result:
Time:
Penalty:
Result:
Time:
Penalty:
Result:
Time:
Penalty:
Result:
Time:
Penalty:
Result:
Time:
Penalty:
Result:
Time:
Penalty:
Result:
Time:
Penalty:
Result:
Time:
Penalty:
Result:
Time:
Penalty:
Result:
Time:
Penalty:
Result:
* Other Penalties - See Penalties under Step 4, General Rules - Page 5
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Position
Rank

SCORE SHEETS -“TEAM” Solving
®

Event:
Team Name

# Of
Cubes
Solved

Time
Min/
Sec

Less
Final Position
Penalty
Judge
Result Rank
Points

Score
Taker
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Step 7

CHECKLIST:

Venue:
Where:
When:

Competitors:
Solo: How many competitors:
Teams: # of Teams:
# per Team:
Competition Objective:

# Of cubes to be solved:

Time Limit:

Competition Eligibility Requirements:

Officials:
Main Judge - Name:
Other Judges - How many?
Scramblers - How many?
Score Takers - How many?

Supplies:
Rules				

Cubes

Timers			

Score Sheets

Pens/Pencils			

Prizes
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