1) Solve centers

BIG CUB ES * first solve white center on bottom (lat/er 1)
v

* then solve centers in middle layers, clockwise

red —> blue — orange —s green
*if n (number of layers) is odd, the middle face of center will
determine the color of the center
* when solving middle layer centers, use top layer as temporary
container
* F?na“y last (L/e“ow) lat/er is auto»«atica“y solved

[1] create horizontal middle line in front face and turn it vertical
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[2] create full lines on top and insert them in front
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* Tip for last (gre_en) center on 5x5
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center * tip for last (green) center on cubes n 2 5
F: indicates view B = back
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T [1] slice 1 down
7z % [2] turn F or F' so vellow face on~
R: 90°cw R': 90°cew R2: 180 ° bes E other side of the middle line
Shee [3] slice 2 down @
[4] turn front back (F or F') .

Turn cube:  X: like turning R [5] shice 1 (back) up .
[6] turn front again as step 2

Y: like Turning U [7] slice 2 (back) up ..
Z: hke turn?ng F mio(o(le_ l.W\e_ Shce 1 [8] restore front .
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2) Pair edges

* white on bottom, yellow on top

* use w, E, d layers to pair vertical edges

the middle lat/er centers can be (temporary) broken but the
center pieces have to remain in the same horizontal layer

* look at the top piece of front-left edge, and find other
two edge pieces

[1] when edge piece in upper layer
*if green in front (not top)

in position 1 or 2
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* if green on top (not in front)
in position 3 or 4
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[2] when edge piece in bottom layer
* it green in front (not bottom)
in position 5 or 6
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L *1f green on bottom (not front)
in position 7 or 8
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[3] when edge piece in middle layer (2, 3, or 4)
* if it is in correct layer

* if it is in wrong layer (or mirrored)
then use edge flipping algorithm

and then @ or ﬁ[RUR' = R,F,R]
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* when an edge is correct, first put it in top layer in one of
the 4 available slots on (yellow) top
* then Fh(a cube and build ¢ edges on (white) top
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* now 4 correct edges are in white layer

and 4 correct e_o(ge_s are in t/e“ow la(/er 3) Solve_ hke 3x3

* for the last 4 (vertical) edges, first repair the middle

layer centers so all centers are correct by using: * now all centers are correct and all edges are paired, the cube can

@ . and. be solved like a normal 3x3 cube

* ‘ °
from now on, side faces furn only 180° (ot 40°) * however there can be some parity (some edge pieces seemes to
or use eo( e Fln(a(amg algohtl«w\

* look at the eo(ge in the front-left side, look at the middle bj conted:' B‘;t QCtuallV |tL‘e;/ need to be swopped with other
e.o(ge pue_ce_, 'tl'\us s le_o\o(mg (m tlms case 9ree_n/re_o() edge pece wi same colors
* put matching edge piece on the front-right edge by using:

* parity if n (number of layers) is even
& &
[1] one eo(ge need to be thpeo(

[1] if front color matches
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* use algoritl«\m described in
previous column

slice 2 slice 1

[2] if front color doesn't match
* first th the edge

NER 2] two of the four top edges have incorrect position
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then Pu‘t n place i
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* swap places of top-@ront
and ‘top-l;ack ea(ge
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* use 3x3 algor?‘tl«ms to solve
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* if only one edge is incorrect, because some of the pieces
have to be flipped (in this case, two of the three
edges have to be flipped), use this algorithm to solve
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put the edge in front-top [3] corners are well orientated, but can't be placed correctly
l Pg using 3x3 algoritlr\ms
//
P ru? [F2 |'F2
» L r202 ¢U2 r'U?
// F2r2F2
//
slice 2 slice 1 §
< symmetric > in this case:
‘n this cose: * use o«lgoritl«m [2] to swap two eo(ges
((/ou can also turn both a instead of onl(/ . * use 3x3 algoritl«ms to solve

or turn Botl« instead of onlc/ .)
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