1) Turn corners

PYRAMINX use @, , ete.

2) Place bottom eo(ges

front view: blue on bottom

/

\
\
Front view:
L\ 3) Place remaining eo(ges
v
D
corner
edge
cycle three edges: orient last two e_o(ges:

U: 90° cw
-U: 90° cew [Ru-RuRu-R] f(-RLR-L)-z(L-R-LR)]
U2: 180°

other way around:
Zz ——= turn pyraminx so that
bottom becomes left [R R Nl -RJ

and left becomes rigl«t
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1) Match all corner eagetés eé)ze

Iit's ¢ orr'e_\'fomai/v‘g Mi

Feond view:

éﬁfé two ea‘jeSi
rp (RLR E’)Dr'

2) Solve Al edaesS Llike A NoRMAL pyeAminx
3) Permutate cewter pieces

Case | Case 2

Swap Y cewiers: Swap 3 Centlrs:
R—=>| =D —->R
(R'LrL)2x




) Solve the edqe pieces
L:’ke A NormAal pj,eﬂm)/vx

?) Place Al the SmalL Sectoes

3) Place. All twe bij sector S
Use Lhis Algoritm Lo swap Lwo peces:
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