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This book is more than a how-to — it’s your personal key to solving the Rubik’s Cube. Simple, reliable, and one-of-a-kind.

The method inside isn’t like anything you’ve seen before. It’s not based on speed-solving or complex intuition like CFOP, and you don’t need any special background to use it. It’s a clear, logical system that works for everyone — kids, teens, and adults alike.

From your very first move to the final twist, this method guides you step by step with confidence. You won’t just memorize moves — you’ll understand them. You’ll see how and why they work together to solve the puzzle.

That’s what The Simplest Method is all about — making the Cube not only doable, but enjoyable. If you’ve never solved a Cube before, this book will help you do it for the first time. If you’ve already tried other methods, you’ll be amazed at how simple it can really be.
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Preface
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Back in the 1980s, the Rubik's Cube was arguably the most popular puzzle in the Soviet Union. There was no internet yet, and the only real source of information was popular science magazines — the most prominent among them being the monthly Science and Life. It was in this very magazine that the first and most detailed article on how to solve the Rubik's Cube appeared — a method that would later become known as CFOP.

I was thirteen when my fascination with this little cube turned into something of an obsession. The cube was always with me: in my school bag, under my pillow, stretching the pockets of my pants as I ran off into the woods to be alone with it... And of course, one day, I came across that very May issue of Science and Life, from 1983.

Alas, despite all my efforts, I couldn't master the Rubik's Cube back then. I could confidently solve the first two layers, but I always got stuck at the final stage. Still, my passion never faded. I was determined to solve it — no matter what! And so, sometime in the late '80s, I developed a method that I now proudly call The Simplest Method for Solving the Rubik's Cube.

Why the simplest? Because it truly is easier than all other known methods. For example, the widely-used CFOP method includes around 120(!) core algorithms. In contrast, the Simplest Method contains just 58. What's more, most of these are only three to six moves long — and very easy to remember.

The Simplest Method for solving the Rubik's Cube, as described in this book, is perfect for beginners — especially because it was created by a rural teenager, and can be learned by absolutely anyone.

This book covers all possible scenarios and challenges you may encounter during solving, offering simple yet effective solutions. Any pattern you see on your Cube has already been addressed here — all that remains is to find the matching situation and apply the solution. That's why there's no need to wish you "luck" in learning this method — instead, I wish you success!

Yevgen Ponomarov
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Introduction
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Before you begin solving the Cube, it's important to get familiar with it.

As of today, there is one universally accepted system for naming the sides of the Cube:

U — Upper side (Up)
D — Bottom side (Down)
L — Left side (Left)
R — Right side (Right)
F — Front side (Front)
B — Back side (Back)
There are also three layers: the Top, Middle, and Bottom — see figure 1.
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Please note that all illustrations in this book use the standard Rubik's Cube color scheme. However, not all manufacturers follow this standard, especially when it comes to cheaper cubes. If your cube has a different color layout — that's okay. Just keep it in mind as you read and adjust how you understand the images and instructions.

In the solving algorithms, each letter stands for a 90° clockwise turn of a specific face. If there is a prime symbol after the letter (like L´), it means a 90° counterclockwise turn.

It's important to note that the turning direction of each side is determined based on the situation where that side is facing you. Because of this, it might seem like the D, L, and B sides are rotating in the opposite direction. 

Here's a simple example: L´ B R´ It means: turn the left side counterclockwise, then the back side clockwise, and finally the right side counterclockwise — see fig. 2.
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As you can see, three simple moves are enough to completely scramble the Rubik's Cube. But here's the good news — to restore the Cube to its original state, simply repeat the algorithm in reverse order: R B´ L — figure 3.
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However, there's another way to return the Cube to its original state — by repeating the same algorithm many times. The number of repetitions depends on the algorithm. For example, you would need to repeat L´ B R´ 90(!) times, while the R B´ R´ B algorithm only takes six repetitions. Try it out for yourself!

Have you noticed that no matter which sides you turn, the center pieces always stay in the same place? This is a special feature of the Cube's design — it helps you keep track of its orientation while solving.

In addition to the six center pieces (fig. 4a), the Cube also includes twenty moving pieces: eight corner pieces (with three colors each) and twelve edge pieces (with two colors each) — see figures 4b and 4c.
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Sometimes, it may be necessary to turn a side not by 90°, but by 180°. In this case, the number "2" is added to the move in the algorithm. For example, take the algorithm L2 R2 B2 F2 U2 D2 — see figure 5.
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It's important to note: when any side is turned by 180°, the direction of the turn doesn't matter.

Well, that's pretty much everything you need to know before starting to solve the Cube. Now take your brand-new Rubik's Cube and scramble it thoroughly with a series of random moves — figure 6.
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Let's begin with that!

The main difference between the Simplest Method and all other existing Rubik's Cube solving methods lies in its step-by-step placement of the corner and edge pieces. And we'll start by placing the corner pieces. This task is completed in three stages.
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​STAGE 1
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In the first stage, you need to build a small triangular pyramid made of four corner pieces. This doesn't require any special knowledge, formulas, or prior experience. It's a simple task that anyone can handle — even someone holding a Rubik's Cube for the very first time. The only important thing is to carefully make sure that the colors of the corner pieces match the colors of the center pieces, as shown in fig. 7.
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The colors of the other pieces don't matter at this stage.

Let's go over a few of the more interesting cases — this will not only help complete the task, but also improve your ability to navigate the Rubik's Cube's playing field.

I usually start by placing the tip of the pyramid — the corner piece colored white, blue, and red. It can be located anywhere on the Cube, but to place it correctly, you typically only need two moves:  turn the appropriate side of the Cube by 90° (choose the turning direction based on the situation) or 180° to align the white side of the moving piece with the white center piece, then turn the white (Up) side by 90° (choose the turning direction based on the situation) or 180°, so that the blue and red sides of the corner align with the blue and red center pieces, respectively.

Example — figure 8.
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For this case, the solution is written as the R2 U algorithm:

R2 — turn the right (blue) side 180°;
U — turn the upper (white) side 90° clockwise.
The order in which the remaining elements forming the base of the pyramid are placed does not really matter. Now place the white-blue-orange corner piece — see figure 9.
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To solve this case, you'll need 4 moves — the algorithm is D B´ D´ B:

D — turn the bottom (yellow) side 90° clockwise;
B´ — turn the back (green) side 90° counterclockwise;
D´ — turn the bottom (yellow) side 90° counterclockwise;
B — turn the back (green) side 90° clockwise.
Next, place the white-red-green corner piece — see figure 10.
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The D´ L2 algorithm:
D´ — turn the bottom (yellow) side 90° counterclockwise;
L2 — turn the left (green) side 180°.
We finish the first stage by placing the red-blue-yellow corner piece into its correct position — see figure 11.
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Here we use the D L´ D L algorithm:
D — turn the bottom (yellow) side 90° clockwise;
L´ — turn the left (green) side 90° counterclockwise;
D — turn the bottom (yellow) side 90° clockwise;
L — turn the left (green) side 90° clockwise.
Of course, not all possible cases were covered — simply because it makes no sense. There are far too many of them, and solving the first stage is quite straightforward.
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STAGE 2
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Build the second pyramid without breaking the first one — see figure 12.
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For convenience, rotate the cube 90° clockwise around the vertical axis, as shown in figure 13.
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Thus, the front and side orientation of the cube has changed — which, in fact, doesn't really matter. During the solving process, the cube will be rotated several more times.

If you compare figure 12 and figure 13(b), it becomes clear that at this stage you need to insert the missing corner pieces: the white-orange-green and the blue-orange-yellow ones. Moreover, they can only be inserted simultaneously.

Stage 2 may seem complicated due to the large number of possible cases, but in reality it's much simpler — we'll break it down into two parts.

Part 1

The goal of the first part is to move the corner pieces with the required colors into their correct positions, without paying attention to the orientation of their colors relative to the center pieces.

Important: if one of the pieces is already in its correct position with the correct orientation, while the other one is not — simply ignore this and proceed with completing the task of part 1.

Case 1

Let's suppose the required pieces are arranged as shown in figure 14(a).
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Using the simple D R D R´ D´ algorithm, we move them into the position shown in figure 14(b):

D — turn the bottom (yellow) side clockwise;
R — turn the right (orange) side clockwise;
D — turn the bottom (yellow) side clockwise;
R´ — turn the right (orange) side counterclockwise;
D´ — turn the bottom (yellow) side counterclockwise.
Case 2

The required elements are positioned as shown in figure 15(a).
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In this case, the D R D´ R´ D´ algorithm helps:

D — turn the bottom (yellow) side clockwise;
R — turn the right (orange) side clockwise;
D´ — turn the bottom (yellow) side counterclockwise;
R´ — turn the right (orange) side counterclockwise;
D´ — turn the bottom (yellow) side counterclockwise.
Case 3 

The required elements are positioned as shown in figure 16(a).
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This case can be solved in just four moves using the     R D´ R ´D algorithm:

R — turn the right (orange) side clockwise;
D´ — turn the bottom (yellow) side counterclockwise;
R´ — turn the right (orange) side counterclockwise;
D — turn the bottom (yellow) side clockwise.
Case 4 

The required elements are positioned as shown in figure 17(a).
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In this case, use the B´ R´ B R B algorithm:

B´ — turn the back (green) side counterclockwise;
R´ — turn the right (orange) side counterclockwise;
B — turn the back (green) side clockwise;
R — turn the right (orange) side clockwise;
B — turn the back (green) side clockwise.
Case 5 

And the last of the possible situations — the elements are positioned as shown in figure 18(a).
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Apply the B´ R´ B´ R B algorithm:

B´ — turn the back (green) side counterclockwise;
R´ — turn the right (orange) side counterclockwise;
B´ — turn the back (green) side counterclockwise;
R — turn the right (orange) side clockwise;
B — turn the back (green) side clockwise.
As you can easily see, the task of the first part of the second stage is solved in 4–5 moves regardless of the position of the necessary corner pieces.
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