1) Place white edges layer 1 5) Permutate vellow edges layer 3

3x3 BASICS turn E] that one edge is in right spot (not two)
put it in back
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2) Place white corners layer 1 6) Orient yellow corners layer 3
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turn cube that white is on top
* put misorientated corner in front-right-bottom
* after doing algoritl«m, turn for next corner
* repeat steps until correct orentation
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@ | ?) Permutate L/e_“ow corners lou./er 3

turn cube that white is on top
look at corner \cron‘t-ﬁglo\t-l:ot‘tom

* pu‘t n temporary place:
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= back * turn until target Positilfn is
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Fi indicates view v l * put corner Back:
‘{) Orient ye“ow e_o(ge_s lat/er 3 * choose another ye“ow cornor and turn @
R: OIOOCW R': OIOOCCW R2: 180 ° until it is in ‘FFOV\t"ﬁgL\t"bOttOM
* repeat stemps until correct permutation
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Turn cube: U U U
X: like ‘turning R ||
Y: like turning @] I
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3x3 LAST LAYER
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