Partilha de uma Visdo Estratégica

L3N .

e




Agradecimento

~" IBERDATA
S’ TG AS(ENGSEUSLTTAOORES SISTEMAS
CIBERSUR

&> Actual Training WielD

technologies

h 4 Pz
masterlink

........

TECNI (1, -
LISCBOE\O tlce.pt ﬂ

U

OOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOO IS( :A( :
DE INFORMA

inesc e inovacao






How CERESN -
How to Solve a Rubik's Cube (Easy

Move Notation)

Edited by Matk, Krystle, Mimi, BohemianWikipedian and 62 others
Four Parts: M First Layer W Middle Layer W Last layer W Notations

The Rubik's Cube can be very frustrating and may seem next to impossible to restore to its
original configuration. However, once you know a few algorthms, it is very easy to solve. The
method described in this article is the layer method: we first solve one face of the cube (first

layer), then the middle layer, and finally the last layer.

. Part 1 of 4: First Layer

1 Familiarize yourself with the Notations at the bottom of the page.



" Part 1 of 4: First Layer

Solve the cross. Set into position the four edge

pieces that contain white. (You should be able to do
this by yourself without needing algorithms.) All four edge
pieces can be placed in a maximum of eight moves (five or — ;orrecT HCORRECT
six in general).

* Place the cross at the bottom. Turn the cube over 180° so that the cross is now
on the bottom.

4 Solve the four corners of the first layer, one by one. You should also be able to
place the corners without needing algorithms. To get you started, here is an
example of one corner being solved:

B R

« At the end of this step, the first layer should be complete, with a solid color (in
this case, white) at the bottom.



. Part 2 of 4: Middle Layer

1 Place the four edges of the middle layer. Those edge pieces are the ones that
do not contain yellow in our example. You need to know only one algorithm to
solve the middle layer. The second algorithm is symmetrical to the first.

+ |f the edge piece is located in the last layer :
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symmetrical to (1.a)

+ |f the edge piece is in the middle layer but in the wrong place or with the wrong
orientation, simply use the same algorithm to place any other edge piece in its
position. Your edge piece will then be in the last layer, and you just have to use
the algorithm again to position it properly in the middle layer.

2 Verify correct positioning. Your cube should now have the first two layers
complete and look like this (from the bottom side) :
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. Part 3 of 4: Last layer

4 Orient the edges. You will need to know two algorithms for that last step :
Topview  Dedmore "H" Pattern
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Top View Dedmore "Fish™ Pattern
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+ Note the DOWN, LEFT, UP, RIGHT, sequence to most of the Dedmore "H" and
"Fish" algorithms. You really have only one algorithm to remember since :

[E}:+[5}+|E|

+ |f all four edges are flipped, perform the "H" pattern algorithm from any side,
and you will have to perform that algorithm one more time to solve the cube.




Tal como na Geracao de Software

e Sequéncia definida de passos (procedimento)

Four Parts: First Layer Middle Layer Last layer MNotations
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Padroes no Genio

Padrdes de persisténcia (estrutura de dados)

Padroes relacionados com os processos e o fluxo de trabalho
Padroes relacionados com logica de negdcio

Padroes relacionados com pesquisas, listas, formularios e interfaces
Padrdes de seguranca e auditoria

Padroes de identificacao e depuracao de erros (debugging)

Padrdes de administracao dos sistemas

Padroes que suportam a utilizacao internacional dos sistemas
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Padrdes que garantem a integracao e a interoperabilidade
10. Padroes que suportam a engenharia do software

11. Padroes especificos de uma funcao ou area de negodcio
12. Padroes e meios que facilitam a transicao para Genio



Os Padroes reduzem a dificuldade!
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Os Padroes sao reprodutiveis!
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Os Padroes sao facilmente ensinados!
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Os Padroes sao automatizaveis!
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Os Padroes sao melhoraveis!
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Os Padroes sao escalaveis!

55075 | Lgrelor
i *‘/% T 1

* padroes’contemplados e _
: 3 “,(W e
» tecnologias / argquiteturasintegradas

>))}“‘?§§; e -

—

e =8

ol £
o | -




QuidNet







Sistemas desenvolvidos




Pessoas que dominam o Genio
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Paises em que o Genio esta presente

Estamos em todos OB tinentes
Integramos, as comitivas oficiais




Padroes contemplados
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Tecnologias / arquiteturas integradas
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