Astro Cube Mapping

Introduction

In the mapping process of the Astro Cube cube texture, stickers are numbered from 0 to 53, following the
numbering scheme of a reference 3x3x3 numbered cube. Alternately, stickers can also be marked with a letter
followed by a number representing the orbit the pieces move in. By doing so, each cube sticker can be uniquely
identified. The mapping process is used to find short algorithms that will move stickers to and from selected
positions, using the on-line JavaScript version of Algorithm Picker.

Using these algorithms to visit each of the 6 cube faces in a row, the Astro Cube can then be animated to show
how Comet Halley revolves around its orbit.
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Edge Mapping

3x3x3 Cube — Edge Mapping — Numbered Cube & Orbit Cube
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Algorithms
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Astro Cube — Edge Mapping — Movable Edge Stickers
Orbit Cube

Edge Mapping — From Numbered Cube to Orbit Cube
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Algorithms — Face R (URANUS) — Three-Cycles of Midges — Orbit 12

Orbit Cube Algorithm
(BJF) SRDR'MURD'R' MU' L
(BJN) B'MR'B'L'B MR B'L B2

Algorithms — Face U (JUPITER) — Three-Cycles of Midges — Orbit 12
Orbit Cube Algorithm
(B FJ) L'MURDR MU' RD' SR’
(BFV) U MRU R UMR'U R U2

Algorithms — Face L (MARS) — Three-Cycles of Midges — Orbit 12

Orbit Cube Algorithm
(BN J) B2L'BMR'B'L B MR B
(BN V) R'MF R'F'R MF'R' F R2

Algorithms — Face D (NEPTUNE) — Midge Flips — Orbit 12

Orbit Cube Algorithm

(BR) (CO) DLMFL'DFLD MF'DL'FD2
(BR) (J V) FMUFRDFRMURFDR
(BR) (FN) UMRUFLUFMRFUL'F
(B R) (M X) FMUFLDFLMULFDL'

Algorithms — Face B (SATURN) — Three-Cycles of Midges — Orbit 12
Orbit Cube Algorithm
(BVF) U2R'UMRU RUMR'U
(B'VN) R2F RMFR'FR MF'R

Moves
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12
12
12

Moves
9
9

Any of the algorithms listed above will bring Comet Halley to a specified cube face, without messing up the rest

of the cube. For example, algorithm U' MR U' R' U MR' U' R U2 will bring the comet to the JUPITER face.
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Comet Halley — Algorithms

EARTH: CF2
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JUPITER: UMRU'R'UMR'U'RU2 CR' CF MARS: R'"MF R'F' R MF'R'F R2 CU'

NEPTUNE: UMRUF LU FMR'FUL'F CR SATURN: R2 F'RMF R'F R MF' R CU2 CF
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