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75387 Where to put your fingers

ZF483% The left-hand grip
1B left thumb
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right ring finger left ring finger

G FE% The right-hand grip

BT left thumb
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Step3 : Solve the white layer
EoMERAGAHRENKPRZIE, RUTERRITAH.
(AR, BT EE RS R AR OR A AT AN )

Move the corner to the below position and solve it.
(Take red, blue, white corner as an example)

Case®

white corner
pieces

wRER
4P EBRR
Solve all 4

Case® EAEEYNHD, ABAREELTF.
Make the white side of the white corner facing
to youself, the corner is close to left hand.

Case@ FEREENEC, HBARELEF,
Make the white side of the white corner facing
to youself, the corner is close to right hand.

Case® HEFARAEEINE,
The white side of the white corner is on the top
side.

REIRT Tips:
| EREEAGAR, WERERNRKRBGARKELFIL,
| JIT—REFAR, BRBARBHETNR.
I If there are no white corner pieces in the top layer, put the
I unsolved corner piece in the bottom layer to your right hand.
I Then execute the Right algorithm 1 time, it will be placed in
I the top layer.

*RUEFERRERATEERHR, HBERERM!
*Solve all 4 white corner pieces to solve the white layer.

EHE
B left middle
right finger,

e i +
inger . . il

oCE :
i b | & ST ATE left ring finger
BT right ring finger
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R AFBEERMALER R'AFEELAER TR
Upward rotation by right Downward rotation by
hand right hand

F AFRIEMTREAIR  F' AF 8@ LR
Downward rotation by Upward rotation by right
right index finger thumb

—F-"' oy
| EFEEERRTER | ' EFEELER LR

Downward rotation by Upward rotation by left

left hand hand

HiENEE

3,

| EFREREKETR | ) EFRERAKEITR
Turn to the left by right Turn to the right by left
index finger index finger

HEMN: SFEHE
Step4 : Solve the middle layer

KIMERREEVER, BT SENERE—HHHT
RE, BRUTERRITAN.

Find the non-yellow edge and align with the center
color. Use one of the 2 algorithms below to solve it.

Case® ﬁiﬁg%
( Rlctate E&EBD
g the cube

BT
Rotate
the cube

Case® ZINEEAFTEBERRAN.

The top edge will move to the KREE
right of middle layer. 4RSS
Case@ ZIMBEERRBEBEPREN. ngﬁ';glfél\:
The top edge will move to the edge pieces
left of middle layer. Y4

EREET Tips:
| ATREEIFEELR, EREFTERBEEFL, RRERO
1 FARieT RighD- (e, BEamErEan =R,
I If there are no rignt pieces in the top layer, make the target
! edge on your right hand and execute the algorithm in Case 1
| for 1time and the target edge will be placed in the top layer.

R L ERORER 4N REER, PEERMIN!
*Solve all 4 non-yellow edge pieces to solve the middle
layer.

& 75 B30 Basic Knowledge of Cube

B RERHR | Pieces

bR 1R

Center pieces  Edge pieces  Corner pieces

BF#EARNTSRRER | Notation

« LeftZ, Downlg, Right4, Frontdi, Up_to
°« KEFE: |REYEH90°

« KEF&+': iTEH%90°

« AEFE+2: $180° f: R2=R+R.

« Left, Down, Right, Front, Up.

e Letter: Turn 90° clockwise.

o Letter+': Turn 90° counter-clockwise.
« Letter+2: Turn 180°. e.g. R2=R+R.

PRA: EFEGTF

Stepb5 : Build a yellow cross

THE S SRR B R LT 4R, ME— AR AR A FT—R
s EEEEERERTR,

There are 4 cases in this step, keep doing the algorithm
until yellow cross is built.

BERT Tips:
| FeEhid A2, 75 TRE % BIA L HRIR M L EIR 75 M TR
I In the process of rotation, the top side of the cube should

I always be placed in the direction as shown as the figures
I above.

Eti2xX | Basic Algorithm

[ 2 Jl Right Grip |

EFEMAR(mHRELD > (U'L'U L))
(iBlZoRk:BELET)

Left hand algorithm ->(U'L'UL)
(rotation:right-up-left-down)

HFEMAR(EHRELD > (URU'RY))
(IBlZORk:£ELETF)

Right hand algorithm (Right) = (U R U’ R")

(rotation: left-up-right-down)

MITIFEMARN TR R RERMMEE,
The two grip methods may need to be used in turn
when executing the non-basic algorithm.

AXPIES () R —HERFEMIAWENICIZ, ESEE
5&FapmARHER.

The () in the algorithm only contributes with better
fingetricks, and helps with the memorization, which
will not affect the rotation of the algorithm.

SEHPE Steps

> >
ERAGNE EREGE+F EREGE
Build a daisy Build a white cross  Solve the white layer

>
ERYE EREE+TF
Solve the Build a yellow cross ~ Solve the yellow side
middle layer

EREBAR SREGHER(BEHER)
Solve the yellow Solve the yellow edges
corners (and the cube)

HEN: EREAR
Step 6 : Solve the yellow side

ARECHRERE AGERE— T EENEC (FENLEEN
Bl) , HEIREES T ARNTEMAT, RUATERTAR.

Place the yellow side on the bottom layer and then
choose another side to face yourself (the red side is
taken as an example). Rotate the bottom layer to make
the lower right corner as shown below. Execute the
algorithms below to solve it.

ase® 2x(ERD) |
o ®ighDx2 =

¢
‘:..:
@

KR (D), EEHITAR.
Rotate the bottom

‘—

layer and repeat
-===|. algorithms
[ o .. according to
--‘... Casel or Case 2.
S
\
\ RREFAN RO ARG,
.. Solve all the yellow

sides of 4 corner
pieces.

=
i
2

Case® HEAREGEETER.

The yellow side of corner piece is on the front.

Case@ #HEMREEEENE,

The yellow side of corner piece is on the side.

TREIRT Tips:
| EREEH, BAEERNFARERRITI, YRCRAERSE, 51/
| Bth2EHER.
! During the solving process, the first two layers of the cube will
! be disturbed. When the Yellow side is solved, the first two layers
! will also be solves automatically.
\
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SH—: ERAGNE (ERTEREERNEE)
Step1 :Build a d(]isy(4 white edges around yellow center)

BHRRES:
Target:

BIrERIERIFAGPOREAT,
|, Put the white side at the bottom during solving.

|
Case® BBIERENR
White edge in the top layer

Case@ BBEREHE
White edge in the middle layer

i
-’

L 5]

Case® HBERERE
White edge in the bottom layer

If there's already a white edge in target position,
rotate the upper face to create space.

R EFERRER AT EEER, A8/NEERMI!
*Solve all 4 white edge pieces to build the daisy.

SRt EREEHAR
Step 7 : Solve the yellow corners

KRB SN EAGHERN AR, BRDBIESEHE
FEAKE,ANESZEREYED, MTAREE4MUER
BREAEE S FIEE,

Find the corners with the same color on the side by
turning the top layer, then rotate the cube to place that
side on the bottom layer and the yellow side facing to
yourself. Execute the algorithm till all the corners are
placed correctly.

BB ES
u'/u/u2 Rotate the cube
-> ->
[ (RU R D2 (R UR)D2R2 |
\ \ \
I i\ N
= @ == ===

*MERRMEACHR—, SRTRLAXBIXNEENRHR.
*1f none of the corners are placed correctly, do the algorithm
1time to look for the correct corner.

O FHHE, EREARNERES TRERE K.

Turn the top layer to align the side color with
below layers.

PR EFEB1+F
Step2 : Build a white cross

HEhTnE, 0 SERNEAE 5P O0R—5, BEIZPIOR
1EME180°, TR H &+FH—il,

(B EERAF])

For each white edge, align the side color with the center
color and rotate 180°.

(Take white blue edge as an example)

RRERATBEER
Solve all 4 white edge pieces

RUAEFERRER4TAEER, A&+FERM!
*Solve all 4 white edge pieces to build the white cross.

SR\ EREBBER @ErER
Step 8 : Solve the yellow edges (and the cube)

IHEMNERNE, RTEE, EEREAN.

Put the solved side to the back, do the algorithm
until the cube is solved.

[ (RU'R) (UR) (UR) (UR'U'R2) |

IS AEERENE, WERE—XRANX, EREF—HE,
*If none of the sides are solved, do the algorithm at
random position once to solve one side.

BRIET Tips:

| ARHE (UR) (UR) AT 51 (UR)2, |
I The (UR)(UR) can be written as (UR)2 in the algorithm above. |
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Follow GANCUBE on Instagram |
for more speedcubing stuff





