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#7144 (disorden

#e® (reorder)
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#A (Rulesto solvethe Puzzle game)
> 1R4E Lt d@mey patterns T LA A48 E F & 18 rules:

> rulel:

if (pattern 1)
then (direct shift)

> rule 2:

if (pattern 2)
then (convert into pattern 1)

> rule 3:

if (pattern 3) and (not pattern 7)
then (convert into pattern 2)

> rule 4:

if (pattern 4)
then (do some conversion)

> ruleb:

if (pattern 5)
then (convert into pattern 4)

> rule6:

if (pattern 6)
then (convert into pattern 5)

> rule7:

if (pattern 7)
then (do some conversion)
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