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The Theory of Magic
Spellcrafting

A 
bstract. Whether we want to play the isolated but dangerously intelligent 
wizard or the hag of {insert generic name here} Bog, one often missing feature 
of their characterization is how they notate their spells. In this paper, we will 
discuss a potential system for notating spells with a limited set of features in their 
attributes (for example, the level is an attribute with set features {0,1,2,. . . }) 
as well as detailing the underlying maths and theory that allows us to encode 
and decode these shapes. The essential idea behind the system is to use binary 

numbers to determine which sides of a shape with n-sides we draw to get a symbol to describe an individual 
feature. By changing shape, while using the same vertices, we can differentiate between separate attributes in 
a way that allows us to stack these symbols on top of each other without overlap. By removing cyclic pairs of 
these binary numbers, we can ensure a totally unique, rotationally asymmetric symbol for each feature of every 
attribute of a spell and hence unique symbols for unique spells. Giving us a basis for how magic users may write 
their spells. This has certain limitations in both computational times to calculate the binary numbers and the 
inability to encode continuous information such as exact range. Despite the limitations, this system is flexible 
enough to allow a huge variety of shape and line combinations such that every individual caster could create 
their own symbols while following the same basic principles.
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q
The primary idea of this theory is that we use the set of vertices on a regular polygon (the corner points) and the combinations of 
lines connecting them. In maths, this would fall into the purview of graph theory if you are interested in learning more. Initially, 
we might assume that the best system then is to assign each connecting line to a certain attribute of a feature. Say, for example, 
we choose to represent a spell with five levels by a pentagon, with each vertex labeled {1, 2, 3, 4, 5}, we might label level 1 as the 
line connecting 1 to 2, level 3, line 3 to 4 etc. Thus, every level is represented by a different line segment. Then we could represent 
another set of features (say they are fire, ice, and water spells). 

We can define fire as connecting 1 and 3, ice: 2 and 4, and water: 3 and 5. Going forward, we will use a useful factor ‘k’ defined 
such that we connect a line from point ‘i’ to point ‘i + k’ (i.e. if k = 1, you go to the next point along, k = 2, you skip to the second 
etc.). Therefore, in the example we just used (with a pentagon and a spell only describing level and spell type), the level is 
described by the k=1 lines and the spell type is described by k=2. We can then determine the value of n required (the number 
of vertices) by the largest length of any attribute list. So, in this case, we have five levels and three types of spell, therefore n = 5. 
However, should we add four more types of spells, we then have five levels and seven types of spells therefore n = 7. I will call this 
the ‘Single-Line Scheme’ (SLS).

2. Maths and Algorithm

Spell notation is an inherently fascinating problem, while it is 
vital to so much of the lore of magic. In almost every context, 
we rarely see a system which codifies magic in a written 
form such that anyone could gain literacy in it and learn the 
necessary skills of wizardry. In many games, we are told that 
wizards spend hours, even days, writing spells carefully into 
their Tomes, yet if I were to try and write the spell myself, I 
would find no internal consistency at best and more likely just 
nonsense. This is the problem we aim to solve here by creating 
a notation system that is consistent but flexible enough that it 
can apply to any magic system, given a few simple limitations. 
It is important to note that, despite my scientific language 
and background, this notation is entirely arbitrary and non-
scientific. It is not based on any evidence that I have seen. The 
aim is, however, to make a more grounded attempt at creating 
a consistent and useful spell notation style that may prove 

useful in further developments of my other projects, such as 
the Theory of Magic. In many ways, it might be considered 
analogous to the rules of writing equations in real life. Why 
we say E = mc2 and not c2m = E is entirely arbitrary, but we 
have agreed on the rule that the primary feature E should 
go on the left of the ‘=’ while the smaller components go on 
the right. Similarly, we write f(x) = mx + c or y = ax2 + bx 
+ c with no “scientific” basis. This is simply a disclaimer that 
this system is no better than any other, and if you can find 
a simpler method which achieves the same goals, then you 
should be celebrated. Before we begin writing a system, we 
must identify what we want it to achieve. Of all the possible 
features a spell-writing system might have, there are some 
that I would consider desirable:

The proposed solution for these issues is, in effect, quite simple but in order to fully grasp the concepts involves some more 
detailed maths. We will discuss these details in Section 2 and the actual notation system without these details in Section 3. 
However, the essential proposal is that we will use ‘nodes’ arranged as the vertices of regular polygons (the points of squares, 
pentagons, hexagons etc., with all sides equal length) and the shapes we can create with the straight lines connecting these 
vertices. Though, as we will see later, this system is general enough that we have more flexibility still beyond the limits of 
a regular polygon and straight lines. 

1.	 Distinguishing between different types of attributes (e.g. if a spell has attributes such as a school of 
magic and damage type, we don’t want these to overlap at all and be separately decodable).

2.	 Distinguish between different features within attribute sets (For example if spells have a ‘level’, we wish to 
distinguish between these levels (level 1 should not look like level 9). Here we use ‘set’ to describe the list 
of all unique elements in another list (e.g. the set of [0,1,0,0,1,0,2] is [0,1,2])). 

3.	 Simple encoding and decoding systems. 

4.	 Aesthetics: This is arguably the least important, but if we are going to have a system by which fantasy 
magic is written, it is worth making an effort to make it look as good as possible without ignoring the 
other requirements.

1. Introduction q
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Normally when we count, we will go 1,2 ,3 ,4 , 5,6,7,8,9 and 
then 10. We count within single digits until we reach the 10th 
number, and then we add a second digit which tells us how 
many 10s we have counted up to (breath-taking insight from 
me, I know). So, we know that 15 represents 1 × 101 and 5 × 
100 or just 5 as 100 = 1. When we count to 99, we then need 
to move to 100, and, the third digit tells us we have counted 
one 102(or ten tens). Therefore, 149 represents one 102s, four 
101s and nine 100s. Similarly, the fourth digit is 103, the fifth 
104etc. This is known as base 10 and is the most common 
counting system we use in day-to-day life. For our purposes 
here, we will instead use the second most well-known base, 
binary (or base 2).

In this base, when we reach the number 2, we instead move 
up one digit, so the first digit is 20, the second is 21, the third 
22etc., instead of 10, as we saw before. Thus the number will 
be comprised entirely of 1s and 0s (a surprise tool that will 
help us later). For example, in base-10, the twenty-first 
number is 21 (2 × 101 + 1 × 100), whereas, in binary, 21 
would be described as 10101 (1 × 24 + 0 × 23 + 1 × 22 + 0 × 
21 + 1 × 20). A binary number of length ‘n’ is described as 
an ‘n-bit’ number.
 
The 5-bit numbers go from 00000 → 11111. You might 
be thinking this was an interesting jump into some pure 
maths, but why should we care as people who want to write 
spells? Well, one way of looking at these lines connecting 
our vertices is to describe them as either “on” or “off” 
(or alternatively 1 or 0, this is why binary is often seen as the 
language of computers). For example, in Figure 2.1, we can 
see how the number 10110 can be used to express different 
shapes within a pentagon, regardless of k, as every k-shape 
of an n-sided regular polygon has n-sides as well. 

We can also notice that the 2nd and 3rd diagrams in Figure 
2.1 are rotationally symmetric, as are the 1st and 4th. This 
means that in order to maintain rotational symmetry, we 
must only use k values up to half of n rounded down. Thus, 
what we must do in order to find rotationally asymmetric 
shapes is to: 

1.	 Calculate the number of attributes ‘NAttributes’ we 
have and choose n ≥ 2 × NAttributes + 1 

2.	 Draw the vertices of an n-sides shape 
3.	 Generate all n-bit binary numbers 
4.	 Remove cyclic pairs of binary numbers (which I will 

discuss shortly) 
5.	 For each attribute, assign each feature a number in 

this list of binary numbers 
6.	 Use these numbers to draw the shapes to represent these 

features graphically 
7.	 Combine these separate feature plots into a single graph 

This is the core idea presented and will likely be paraphrased 
later in Section 3 for those who chose not to read the maths 
(not like me and you who are secretly much cooler). Step 
5 relies on removing so-called “cyclic pairs”. To cycle a list 
is to move every element one step to the left or right. When 
the element leaves the extent of the list (the 1st element being 
moved left, for example), it is moved to the other side. i.e. a 
list [a,b,c] can be cycled to [b,c,a], [c,a,b] and eventually 
back to [a,b,c] after n cycles. In our scheme, this represents 
rotations of our shape, and thus we must remove all but one 
of each group of cyclic pairs.

This scheme has the huge advantage of being exceptionally simple and results in fairly easy to read notation. If this were the 
system we settled on, I would be able to end this section here, yet for some reason, there are yet more words, and the section is far 
from over. The main issue with the SLS lies in its rotational symmetry (as pointed out by “Beeg Yoshi” in the Theory of Magic 
Discord). If you imagine yourself coming across a wizard’s scroll of spells, how will you know which way it was orientated when 
they were writing? A line connecting vertices 1 and 2 might actually be a line connecting vertices 3 and 5 had the wizard written 
it upside down to how you are reading. That is unless we explicitly label each vertex which seems to defeat the purpose of a simple 
yet informative notation. Rather than being a useful system, I would think of the SLS as the first step in spell notation, like how 
we might learn simple maths and writing before moving on to more complex prose and equations. Another solution is to add a 
simple, rotationally asymmetric element to the symbol as standard (for example, a T in the centre). While this might work, 
there is another, more elegant solution. 

Instead, I suggest the ‘Unique Binary Scheme’ (UBS). In this, we will seek to find a system that is rotationally asymmetric 
and allows us to computationally find these combinations of symbols more easily. For this, we will have to use binary numbers:

2.1 Cyclically Unique Binary Numbers  q
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One important consideration is to know how many possible shapes we have in this scheme, naively I thought this would 
be simple, I was wrong. The following proof only works for prime number values of n (only tested for up to n = 13). For 
a more exact answer you may want to look into “Pólya’s Enumeration Theorem” however, this is significantly beyond the 
scope of this book and a full explanation would likely take more pages than the rest of this guide. For small n (n¡13) this will 
be a good approximation and as we will see it likely won’t be too relevant for most casters. 
  First, we must calculate how many binary numbers exist in n-bits. Each bit can either be 1 or 0, or in other words, 
each bit has two options. To take this further: one bit has two options, two bits have two digits each with two options, thus 22 
total numbers; for n = 3, we have three bits each with two options therefore 23 combinations etc. Thus, we have in total 
2n total combinations of an n-bit binary number:

The first and last numbers (0000... and 1111...) have no cyclic pairs, as every element is equal.

Thus we have:

For an n-bit number

Only exact when ‘n’ is prime

numbers which have cyclic pairs. Each cyclic set (i.e., the number cycled until it looks the same as the initial number) 
has n elements thus in total we have:

total unique numbers. This is the step where the calculation stops working for non-prime ‘n’ as not all cyclic sets have 
n-elements. This lets us know how many different features of each attribute we can encode with our shape; however, it is 
worth noting that at higher n (which is likely for a large number of attributes), NUniques is likely far larger than n (e.g. for 
n = 11, which would work for at most five different attributes NUniques = 188). For clarity in the Binary Dictionary (Section 
5) I have included the number of unique elements. 

Thus, we have a scheme that allows us to uniquely create shapes that can represent spell features on a set list, where a 
feature set is the list of all possible elements in a list ordered alphabetically for consistency.

Figure 2.1. 
The various decoded shapes for a pentagon (n = 5) with input 10110 and varying k values. This shows us how 
we might use the same input to create different shapes. It also shows that with k values over n/2, the shapes 
become rotationally symmetric again. 

(1)

(2)

(3)

2.2 Further Detail  q
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Finally, as we will see in Section 3, the lines which connect points need not be straight as we have been using so far. 
The first variation I will discuss here is “Centred Circles”. If we want to connect two points, P = (x1, y1) and Q = (x2, 
y2), with a circle, the simplest is with the following steps. First, we set the circle centre (a, b) as the midpoint between 
the two points:

we can then define the radius ‘r’ as the distance between the centre and one of the points:

Finally, we can limit the circle such that the arc only exists within the polygon’s outermost borders (should that be 
something you want, this step could always be ignored by a more chaotic caster) by defining parametric equations:

The natural extension of the Centred Circle system is to make a similar system with circular arcs connecting points, except 
with the centre of these circles not being the midpoint of the two connecting points. This is simply the generalisation of the 
circular scheme to include a much larger variety of connecting lines (as we will see later). To derive the arcs describing 
these equations, we must first look at the general equation of a circle. All circles in 2D space (x,y) can be described by:

where:

An example of this scheme is shown below:

or

(4)

(5)

(6)

(7)

(8)

(9)

(10)

q

q

2.3.1 Centered Circles

2.3.2 Non-Centered Circles

2.3 Variations of Notationq

Please Nathalan!You have to take more care in scribing the 

correct lines. You’ve already lost your eyebrows, 

I dread to hear what will be gone next we meet.

Take care of yourself.

G.o.D

Hope you’re well dear Principal.

I thank you for your concern and I 
will absolutely be more careful with my 

experimentation. I haven’t lost my william yet.

Respectfully
Nathalan
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Figure 2.2. 
Eldritch Blast from 5e as described 
by a centred circular diagram

Figure 2.3. 
A breakdown of the centre-circular representation of 5e’s Eldritch Blast diagram 

Where (a, b) is the centre of the circle and r is the radius. If we are connecting points P = (x1, y1) and Q = (x2, y2) 
with the same circle, we can replace ‘x’ and ‘y’ in Equation 10 with these points’ values. Since P and Q will both lie on 
this mystery circle, they will have the same radius: 

We can then solve for the centre ‘a’: 

(11)

(12)
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Figure 2.4. 
How varying values of b change how spell notation appear.

This means we can then calculate the radius:

(13)

We can see here that ‘b’ is somewhat arbitrary. Since 
we centre our polygon on (0,0), we calculate ‘a’ and 
‘r’ twice, once as above and again with the negative ‘b’ 
value. We then choose the values with a smaller arc length 
such that our circular arcs are within the bounds of our 
polygon. We can then use Equations 6 and 7 with θ0 
and θ1 defined such that we choose the shorter arc of the 
connecting circle. By varying the value of ‘b’ we can 
change how our connecting lines arc as shown in Figure 2.4. 

There is also nothing stopping a caster from using even more 
chaotic connecting lines, but for simplicity, we will stop 
here. However, I think this inherent creativity is perfect 
for the overall goal of our system as even with varying line 
styles, we can still use the same base rules of connections 
making our system decodable and personal (similar to 
handwriting, though sometimes I question if mine is as 
decodable as I like to think). 

The natural extension of the Centred Circle system is to make a similar system with circular arcs connecting points, except 
with the centre of these circles not being the midpoint of the two connecting points. This is simply the generalisation of the 
circular scheme to include a much larger variety of connecting lines (as we will see later). To derive the arcs describing 
these equations, we must first look at the general equation of a circle. All circles in 2D space (x,y) can be described by:

Another interesting way we can vary our notation and add that all-important personal spark is that we can also change our 
base shape such that it isn’t a regular polygon. So long as the points can be clearly connected, we can notate spells in multiple 
different base styles. For example, Non-centered circles with base points in a semi-circular shape Figure 2 .5. Non-centered 
circle arcs connecting base points defined by the cubic function with general form y = ax3+bx2+cx+d Figure 2 .6. Non-centered 
circle arcs connecting base points defined by the quadratic function of general form y = ax2 + bx + c Figure 2 .7. A quarter circle 
base Figure 2 .8. And finally, quadratic (Figure 2 .9) and quarter circles (Figure 2.10) with straight-line connections. The 
benefit of this is the flexibility of the scheme to have unique shapes and combinations for every individual caster, both in their use 
of shapes and linestyle.

q2.3.3 Non-Polygon Bases
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Figure 2.5. 
Acid Splash written with non-centered circle arc connections and a semi-circular base.

Figure 2.6. 
Fire Bolt written with non-centered circle arc connections and a cubic function base.
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Figure 2.7. 
Ice Storm written with non-centered circle arc connections and a quadratic function base.

Figure 2.8. 
Lightning Bolt written with non-centred circle arc connections and a quarter-circle base.
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Figure 2.9. 
Scorching Ray written with straight-line connections and a quadratic base.

Figure 2.10. 
Blight written with straight-line connections and a quarter-circle base.
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q
Above was a lot of detailed maths and exploration of the concepts 
that underline this process. For details on why certain decisions 
have been made, you may wish to read that section (if you haven’t 
already), but otherwise, this section will act as a more qualitative 
explanation of how to write spells. To quickly cover some of 
the language we are using, attributes refer to the number 
of different types of information we wish to encode about our 
spell (e.g. [‘level’, ‘range’, ‘damage type’ etc.], features are 
the individual elements within the set of attributes (e.g. levels 
0,1,2,3,...,9 are features of the level attribute), with this we 
can describe the process as follows:

To read the binary numbers and no longer rely on the shapes 
is relatively straight forwards. First, you must pick a starting 
point (by design, the shapes are rotationally asymmetric, so 
this choice shouldn’t matter, but personally, I like to start 
at the highest point, the rightmost if there are two). Then 
you read the first element of the binary number; if it is a 1, 
you draw the line connecting that point to the point ‘k’ steps 
along. Where different values of ‘k’ represents different spell 
attributes. The exact order you write attributes is not strictly 
important if you are consistent, but given my experience with 
notation it is probably worth noting down what attribute each 

‘k’ represents. If the element is a 0, you do not draw the line. 
You continue this process until you reach the end of the binary 
number, et voila; you have a spell shape. 
In order to create your own dictionaries, an understanding of 
the maths may be necessary, but below I will try to include 
several options. Another detail is that the dictionaries will not 
include variations in line connections, but you may style them 
as you please so long as they are distinguishable. There are, of 
course, some more interesting consequences this system might 
have within your world.

These are spells which share an edge, though difficult to find if you use a system with regular polygons (say a hexagon, 
which famously tile together in a very satisfying way). You can draw them in a tiled pattern so long as the shared sides 
are both “On” or “Off”. 

The discovery of these might prove difficult, but perhaps, when written, the effects might range from casting multiple 
spells at once to simply having a more efficient use of space in your spell book (which is obviously the far cooler option). 
The search for these cluster (or complimentary) spells may be a field of research of its own, trying to find spells which 
not only work together on paper but complement each other’s effects.

What are stars but points in the sky? Since we have shown that the base shape of a spell does not necessarily need to be 
regular or sensible, could it be possible that, like ancient civilizations in the real world, druids, wizards, and other scholars 
of the night sky have learned ancient spells by learning constellation shapes. Could this lead to casters who only know 
spells seasonally as they study the ever-moving sky? How might this be affected by elements that move in stranger ways? 
Would they be disturbed, or perhaps enhanced, by a different stellar body like the moon or a distant planet coming 
into contact with their constellations?

3. Qualitative Notation System
1.	 Choose the number of attributes you wish to encode, 

then draw a regular polygon (or another shape if you 
wish) with 2 × (number of attributes) + 1 (e.g. five 
attributes means we draw an 11-sided shape)

2.	 List the features you are going to use (i.e. what level, 
range, and damage type the spell does) 

3.	 Either:
	 1.	 Identify the relevant shapes for each feature in 

the dictionary below and copy these into your diagram
	 2. 	 Find a cyclically unique binary number (also in 

the dictionary below) and connect the points using the 
number as a guide (I will detail that below as well).

4.	 Combine your individual features into one single 
diagram.

3.1 Lore Based Consequencesq
q

q

3.1.1 Cluster Spells

3.1.2 Stellar Spells
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Another possible use of this system is for simple notes by those who imbue objects with magical enchantments. Perhaps 
the blacksmith writes the simple shape for “Fire” and the level on her latest sword so she can remember not to reveal its 
hidden power in a small wooden cottage. Perhaps these symbols might even work as warnings to other casters. While 
they might be hard to decode quickly, a cautious caster who takes the time to read them, could learn that the seemingly 
endless cave of ice is not as inviting as it first seemed.

q3.1.3 Enchantment

3.2 Conclusionq
While the implications of this system stretch as far as your own imagination, there are a few things I’d like to note. This 
notation system is system agnostic but does require spell attributes to have sets of features and not continuous values (for 
example, I can say “Range is 40 meters” in my notes, but I cannot say that in this specific instance, I am actually casting 
the spell to 26.451 meters). There are also aesthetic challenges where it can often become difficult to read without sitting 
down and decoding. I would be thrilled to see others take this work further and develop simpler systems if they can. 

In spite of this, I believe this system to be flexible enough to work for almost any magic system with hard rules while also 
aesthetically flexible enough to allow casters to show their individuality through their notation without breaking the rules. 
Below is an example page of a Wizard’s spell book using this system, and further down is the “Dictionary” which I will split 
into two parts, the first being diagrams in various shapes so that if you wish, you can simply copy the diagrams for your own 
spell writing needs, with their corresponding binary numbers to their side. For more general purposes, I will also include 
the list of binary numbers for each spell shape up to N = 13 (the number of numbers increases exponentially, so beyond that 
would probably start breaking computers if we weren’t careful). 
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q4. Symbolic Dictionary 
These are simply example spell shapes for the attributes Level, School, Damage Type, Area, and Range. These are the examples 
that I believe would be most useful for 5e, though you may choose to use higher or lower values of n.

4.1 Level k = 1

4.2 School k = 2

4.3 Damage Type k = 3

q

q

q
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4.4 Area Type k = 4q
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4.5 Range k = 5q
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q5. Binary Dictionary 
5.1 n = 3

5.2 n = 4

5.3 n = 5

5.4 n = 6

5.5 n = 7

q

q

q

q

q

NUniques = 4

NUniques = 6

NUniques = 8

NUniques = 14

NUniques = 20

[0 0 0]
[0 0 1]

[0 1 1]
[1 1 1]

[0 0 0 0]
[0 0 0 1]

[0 0 1 1]
[0 1 0 1]

[0 1 1 1]
[1 1 1 1]

[0 0 0 0 0]
[0 0 0 0 1]
[0 0 0 1 1]

[0 0 1 0 1]
[0 0 1 1 1]
[0 1 0 1 1]

[0 1 1 1 1]
[1 1 1 1 1]

[0 0 0 0 0 0]
[0 0 0 0 0 1]
[0 0 0 0 1 1]
[0 0 0 1 0 1]
[0 0 0 1 1 1]

[0 0 1 0 0 1]
[0 0 1 0 1 1]
[0 0 1 1 0 1]
[0 0 1 1 1 1]
[0 1 0 1 0 1]

[0 1 0 1 1 1]
[0 1 1 0 1 1]
[0 1 1 1 1 1]
[1 1 1 1 1 1]

[0 0 0 0 0 0 0]
[0 0 0 0 0 0 1]
[0 0 0 0 0 1 1]
[0 0 0 0 1 0 1]
[0 0 0 0 1 1 1]
[0 0 0 1 0 0 1]
[0 0 0 1 0 1 1]

[0 0 0 1 1 0 1]
[0 0 0 1 1 1 1]
[0 0 1 0 0 1 1]
[0 0 1 0 1 0 1]
[0 0 1 0 1 1 1]
[0 0 1 1 0 1 1]
[0 0 1 1 1 0 1]

[0 0 1 1 1 1 1]
[0 1 0 1 0 1 1]
[0 1 0 1 1 1 1]
[0 1 1 0 1 1 1]
[0 1 1 1 1 1 1]
[1 1 1 1 1 1 1]
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[0 0 0 0 0 0 0 0]
[0 0 0 0 0 0 0 1]
[0 0 0 0 0 0 1 1]
[0 0 0 0 0 1 0 1]
[0 0 0 0 0 1 1 1]
[0 0 0 0 1 0 0 1]
[0 0 0 0 1 0 1 1]
[0 0 0 0 1 1 0 1]
[0 0 0 0 1 1 1 1]
[0 0 0 1 0 0 0 1]
[0 0 0 1 0 0 1 1]
[0 0 0 1 0 1 0 1]

[0 0 0 1 0 1 1 1]
[0 0 0 1 1 0 0 1]
[0 0 0 1 1 0 1 1]
[0 0 0 1 1 1 0 1]
[0 0 0 1 1 1 1 1]
[0 0 1 0 0 1 0 1]
[0 0 1 0 0 1 1 1]
[0 0 1 0 1 0 1 1]
[0 0 1 0 1 1 0 1]
[0 0 1 0 1 1 1 1]
[0 0 1 1 0 0 1 1]
[0 0 1 1 0 1 0 1]

[0 0 1 1 0 1 1 1]
[0 0 1 1 1 0 1 1]
[0 0 1 1 1 1 0 1]
[0 0 1 1 1 1 1 1]
[0 1 0 1 0 1 0 1]
[0 1 0 1 0 1 1 1]
[0 1 0 1 1 0 1 1]
[0 1 0 1 1 1 1 1]
[0 1 1 0 1 1 1 1]
[0 1 1 1 0 1 1 1]
[0 1 1 1 1 1 1 1]
[1 1 1 1 1 1 1 1]

5.6 n = 8

5.7 n = 9

5.8 n = 10

q

q

q

NUniques = 36

NUniques = 60

NUniques = 108

[0 0 0 0 0 0 0 0 0]
[0 0 0 0 0 0 0 0 1]
[0 0 0 0 0 0 0 1 1]
[0 0 0 0 0 0 1 0 1]
[0 0 0 0 0 0 1 1 1]
[0 0 0 0 0 1 0 0 1]
[0 0 0 0 0 1 0 1 1]
[0 0 0 0 0 1 1 0 1]
[0 0 0 0 0 1 1 1 1]
[0 0 0 0 1 0 0 0 1]
[0 0 0 0 1 0 0 1 1]
[0 0 0 0 1 0 1 0 1]
[0 0 0 0 1 0 1 1 1]
[0 0 0 0 1 1 0 0 1]
[0 0 0 0 1 1 0 1 1]
[0 0 0 0 1 1 1 0 1]
[0 0 0 0 1 1 1 1 1]
[0 0 0 1 0 0 0 1 1]
[0 0 0 1 0 0 1 0 1]
[0 0 0 1 0 0 1 1 1]

[0 0 0 1 0 1 0 0 1]
[0 0 0 1 0 1 0 1 1]
[0 0 0 1 0 1 1 0 1]
[0 0 0 1 0 1 1 1 1]
[0 0 0 1 1 0 0 1 1]
[0 0 0 1 1 0 1 0 1]
[0 0 0 1 1 0 1 1 1]
[0 0 0 1 1 1 0 0 1]
[0 0 0 1 1 1 0 1 1]
[0 0 0 1 1 1 1 0 1]
[0 0 0 1 1 1 1 1 1]
[0 0 1 0 0 1 0 0 1]
[0 0 1 0 0 1 0 1 1]
[0 0 1 0 0 1 1 0 1]
[0 0 1 0 0 1 1 1 1]
[0 0 1 0 1 0 0 1 1]
[0 0 1 0 1 0 1 0 1]
[0 0 1 0 1 0 1 1 1]
[0 0 1 0 1 1 0 1 1]
[0 0 1 0 1 1 1 0 1]

[0 0 1 0 1 1 1 1 1]
[0 0 1 1 0 0 1 1 1]
[0 0 1 1 0 1 0 1 1]
[0 0 1 1 0 1 1 0 1]
[0 0 1 1 0 1 1 1 1]
[0 0 1 1 1 0 1 0 1]
[0 0 1 1 1 0 1 1 1]
[0 0 1 1 1 1 0 1 1]
[0 0 1 1 1 1 1 0 1]
[0 0 1 1 1 1 1 1 1]
[0 1 0 1 0 1 0 1 1]
[0 1 0 1 0 1 1 1 1]
[0 1 0 1 1 0 1 1 1]
[0 1 0 1 1 1 0 1 1]
[0 1 0 1 1 1 1 1 1]
[0 1 1 0 1 1 0 1 1]
[0 1 1 0 1 1 1 1 1]
[0 1 1 1 0 1 1 1 1]
[0 1 1 1 1 1 1 1 1]
[1 1 1 1 1 1 1 1 1]

[0 0 0 0 0 0 0 0 0 0]
[0 0 0 0 0 0 0 0 0 1]
[0 0 0 0 0 0 0 0 1 1]
[0 0 0 0 0 0 0 1 0 1]
[0 0 0 0 0 0 0 1 1 1]
[0 0 0 0 0 0 1 0 0 1]
[0 0 0 0 0 0 1 0 1 1]
[0 0 0 0 0 0 1 1 0 1]

[0 0 0 0 0 0 1 1 1 1]
[0 0 0 0 0 1 0 0 0 1]
[0 0 0 0 0 1 0 0 1 1]
[0 0 0 0 0 1 0 1 0 1]
[0 0 0 0 0 1 0 1 1 1]
[0 0 0 0 0 1 1 0 0 1]
[0 0 0 0 0 1 1 0 1 1]
[0 0 0 0 0 1 1 1 0 1]

[0 0 0 0 0 1 1 1 1 1]
[0 0 0 0 1 0 0 0 0 1]
[0 0 0 0 1 0 0 0 1 1]
[0 0 0 0 1 0 0 1 0 1]
[0 0 0 0 1 0 0 1 1 1]
[0 0 0 0 1 0 1 0 0 1]
[0 0 0 0 1 0 1 0 1 1]
[0 0 0 0 1 0 1 1 0 1]
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5.9 n = 11q
NUniques = 188

[0 0 0 0 0 0 0 0 0 0 0]
[0 0 0 0 0 0 0 0 0 0 1]
[0 0 0 0 0 0 0 0 0 1 1]
[0 0 0 0 0 0 0 0 1 0 1]
[0 0 0 0 0 0 0 0 1 1 1]
[0 0 0 0 0 0 0 1 0 0 1]
[0 0 0 0 0 0 0 1 0 1 1]
[0 0 0 0 0 0 0 1 1 0 1]
[0 0 0 0 0 0 0 1 1 1 1]
[0 0 0 0 0 0 1 0 0 0 1]
[0 0 0 0 0 0 1 0 0 1 1]
[0 0 0 0 0 0 1 0 1 0 1]
[0 0 0 0 0 0 1 0 1 1 1]
[0 0 0 0 0 0 1 1 0 0 1]
[0 0 0 0 0 0 1 1 0 1 1]
[0 0 0 0 0 0 1 1 1 0 1]
[0 0 0 0 0 0 1 1 1 1 1]
[0 0 0 0 0 1 0 0 0 0 1]
[0 0 0 0 0 1 0 0 0 1 1]
[0 0 0 0 0 1 0 0 1 0 1]
[0 0 0 0 0 1 0 0 1 1 1]
[0 0 0 0 0 1 0 1 0 0 1]
[0 0 0 0 0 1 0 1 0 1 1]
[0 0 0 0 0 1 0 1 1 0 1]
[0 0 0 0 0 1 0 1 1 1 1]
[0 0 0 0 0 1 1 0 0 0 1]

[0 0 0 0 0 1 1 0 0 1 1]
[0 0 0 0 0 1 1 0 1 0 1]
[0 0 0 0 0 1 1 0 1 1 1]
[0 0 0 0 0 1 1 1 0 0 1]
[0 0 0 0 0 1 1 1 0 1 1]
[0 0 0 0 0 1 1 1 1 0 1]
[0 0 0 0 0 1 1 1 1 1 1]
[0 0 0 0 1 0 0 0 0 1 1]
[0 0 0 0 1 0 0 0 1 0 1]
[0 0 0 0 1 0 0 0 1 1 1]
[0 0 0 0 1 0 0 1 0 0 1]
[0 0 0 0 1 0 0 1 0 1 1]
[0 0 0 0 1 0 0 1 1 0 1]
[0 0 0 0 1 0 0 1 1 1 1]
[0 0 0 0 1 0 1 0 0 0 1]
[0 0 0 0 1 0 1 0 0 1 1]
[0 0 0 0 1 0 1 0 1 0 1]
[0 0 0 0 1 0 1 0 1 1 1]
[0 0 0 0 1 0 1 1 0 0 1]
[0 0 0 0 1 0 1 1 0 1 1]
[0 0 0 0 1 0 1 1 1 0 1]
[0 0 0 0 1 0 1 1 1 1 1]
[0 0 0 0 1 1 0 0 0 1 1]
[0 0 0 0 1 1 0 0 1 0 1]
[0 0 0 0 1 1 0 0 1 1 1]
[0 0 0 0 1 1 0 1 0 0 1]

[0 0 0 0 1 1 0 1 0 1 1]
[0 0 0 0 1 1 0 1 1 0 1]
[0 0 0 0 1 1 0 1 1 1 1]
[0 0 0 0 1 1 1 0 0 0 1]
[0 0 0 0 1 1 1 0 0 1 1]
[0 0 0 0 1 1 1 0 1 0 1]
[0 0 0 0 1 1 1 0 1 1 1]
[0 0 0 0 1 1 1 1 0 0 1]
[0 0 0 0 1 1 1 1 0 1 1]
[0 0 0 0 1 1 1 1 1 0 1]
[0 0 0 0 1 1 1 1 1 1 1]
[0 0 0 1 0 0 0 1 0 0 1]
[0 0 0 1 0 0 0 1 0 1 1]
[0 0 0 1 0 0 0 1 1 0 1]
[0 0 0 1 0 0 0 1 1 1 1]
[0 0 0 1 0 0 1 0 0 1 1]
[0 0 0 1 0 0 1 0 1 0 1]
[0 0 0 1 0 0 1 0 1 1 1]
[0 0 0 1 0 0 1 1 0 0 1]
[0 0 0 1 0 0 1 1 0 1 1]
[0 0 0 1 0 0 1 1 1 0 1]
[0 0 0 1 0 0 1 1 1 1 1]
[0 0 0 1 0 1 0 0 0 1 1]
[0 0 0 1 0 1 0 0 1 0 1]
[0 0 0 1 0 1 0 0 1 1 1]
[0 0 0 1 0 1 0 1 0 0 1]

[0 0 0 0 1 0 1 1 1 1]
[0 0 0 0 1 1 0 0 0 1]
[0 0 0 0 1 1 0 0 1 1]
[0 0 0 0 1 1 0 1 0 1]
[0 0 0 0 1 1 0 1 1 1]
[0 0 0 0 1 1 1 0 0 1]
[0 0 0 0 1 1 1 0 1 1]
[0 0 0 0 1 1 1 1 0 1]
[0 0 0 0 1 1 1 1 1 1]
[0 0 0 1 0 0 0 1 0 1]
[0 0 0 1 0 0 0 1 1 1]
[0 0 0 1 0 0 1 0 0 1]
[0 0 0 1 0 0 1 0 1 1]
[0 0 0 1 0 0 1 1 0 1]
[0 0 0 1 0 0 1 1 1 1]
[0 0 0 1 0 1 0 0 1 1]
[0 0 0 1 0 1 0 1 0 1]
[0 0 0 1 0 1 0 1 1 1]
[0 0 0 1 0 1 1 0 0 1]
[0 0 0 1 0 1 1 0 1 1]
[0 0 0 1 0 1 1 1 0 1]

[0 0 0 1 0 1 1 1 1 1]
[0 0 0 1 1 0 0 0 1 1]
[0 0 0 1 1 0 0 1 0 1]
[0 0 0 1 1 0 0 1 1 1]
[0 0 0 1 1 0 1 0 0 1]
[0 0 0 1 1 0 1 0 1 1]
[0 0 0 1 1 0 1 1 0 1]
[0 0 0 1 1 0 1 1 1 1]
[0 0 0 1 1 1 0 0 1 1]
[0 0 0 1 1 1 0 1 0 1]
[0 0 0 1 1 1 0 1 1 1]
[0 0 0 1 1 1 1 0 0 1]
[0 0 0 1 1 1 1 0 1 1]
[0 0 0 1 1 1 1 1 0 1]
[0 0 0 1 1 1 1 1 1 1]
[0 0 1 0 0 1 0 0 1 1]
[0 0 1 0 0 1 0 1 0 1]
[0 0 1 0 0 1 0 1 1 1]
[0 0 1 0 0 1 1 0 1 1]
[0 0 1 0 0 1 1 1 0 1]
[0 0 1 0 0 1 1 1 1 1]

[0 0 1 0 1 0 0 1 0 1]
[0 0 1 0 1 0 0 1 1 1]
[0 0 1 0 1 0 1 0 1 1]
[0 0 1 0 1 0 1 1 0 1]
[0 0 1 0 1 0 1 1 1 1]
[0 0 1 0 1 1 0 0 1 1]
[0 0 1 0 1 1 0 1 0 1]
[0 0 1 0 1 1 0 1 1 1]
[0 0 1 0 1 1 1 0 1 1]
[0 0 1 0 1 1 1 1 0 1]
[0 0 1 0 1 1 1 1 1 1]
[0 0 1 1 0 0 1 1 0 1]
[0 0 1 1 0 0 1 1 1 1]
[0 0 1 1 0 1 0 1 0 1]
[0 0 1 1 0 1 0 1 1 1]
[0 0 1 1 0 1 1 0 1 1]
[0 0 1 1 0 1 1 1 0 1]
[0 0 1 1 0 1 1 1 1 1]
[0 0 1 1 1 0 0 1 1 1]
[0 0 1 1 1 0 1 0 1 1]
[0 0 1 1 1 0 1 1 0 1]
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[0 0 0 1 0 1 0 1 0 1 1]
[0 0 0 1 0 1 0 1 1 0 1]
[0 0 0 1 0 1 0 1 1 1 1]
[0 0 0 1 0 1 1 0 0 1 1]
[0 0 0 1 0 1 1 0 1 0 1]
[0 0 0 1 0 1 1 0 1 1 1]
[0 0 0 1 0 1 1 1 0 0 1]
[0 0 0 1 0 1 1 1 0 1 1]
[0 0 0 1 0 1 1 1 1 0 1]
[0 0 0 1 0 1 1 1 1 1 1]
[0 0 0 1 1 0 0 0 1 1 1]
[0 0 0 1 1 0 0 1 0 0 1]
[0 0 0 1 1 0 0 1 0 1 1]
[0 0 0 1 1 0 0 1 1 0 1]
[0 0 0 1 1 0 0 1 1 1 1]
[0 0 0 1 1 0 1 0 0 1 1]
[0 0 0 1 1 0 1 0 1 0 1]
[0 0 0 1 1 0 1 0 1 1 1]
[0 0 0 1 1 0 1 1 0 0 1]
[0 0 0 1 1 0 1 1 0 1 1]
[0 0 0 1 1 0 1 1 1 0 1]
[0 0 0 1 1 0 1 1 1 1 1]
[0 0 0 1 1 1 0 0 1 0 1]
[0 0 0 1 1 1 0 0 1 1 1]
[0 0 0 1 1 1 0 1 0 0 1]
[0 0 0 1 1 1 0 1 0 1 1]
[0 0 0 1 1 1 0 1 1 0 1]
[0 0 0 1 1 1 0 1 1 1 1]
[0 0 0 1 1 1 1 0 0 1 1]
[0 0 0 1 1 1 1 0 1 0 1]
[0 0 0 1 1 1 1 0 1 1 1]
[0 0 0 1 1 1 1 1 0 0 1]
[0 0 0 1 1 1 1 1 0 1 1]
[0 0 0 1 1 1 1 1 1 0 1]
[0 0 0 1 1 1 1 1 1 1 1]
[0 0 1 0 0 1 0 0 1 0 1]
[0 0 1 0 0 1 0 0 1 1 1]

[0 0 1 0 0 1 0 1 0 1 1]
[0 0 1 0 0 1 0 1 1 0 1]
[0 0 1 0 0 1 0 1 1 1 1]
[0 0 1 0 0 1 1 0 0 1 1]
[0 0 1 0 0 1 1 0 1 0 1]
[0 0 1 0 0 1 1 0 1 1 1]
[0 0 1 0 0 1 1 1 0 1 1]
[0 0 1 0 0 1 1 1 1 0 1]
[0 0 1 0 0 1 1 1 1 1 1]
[0 0 1 0 1 0 0 1 0 1 1]
[0 0 1 0 1 0 0 1 1 0 1]
[0 0 1 0 1 0 0 1 1 1 1]
[0 0 1 0 1 0 1 0 0 1 1]
[0 0 1 0 1 0 1 0 1 0 1]
[0 0 1 0 1 0 1 0 1 1 1]
[0 0 1 0 1 0 1 1 0 1 1]
[0 0 1 0 1 0 1 1 1 0 1]
[0 0 1 0 1 0 1 1 1 1 1]
[0 0 1 0 1 1 0 0 1 1 1]
[0 0 1 0 1 1 0 1 0 1 1]
[0 0 1 0 1 1 0 1 1 0 1]
[0 0 1 0 1 1 0 1 1 1 1]
[0 0 1 0 1 1 1 0 0 1 1]
[0 0 1 0 1 1 1 0 1 0 1]
[0 0 1 0 1 1 1 0 1 1 1]
[0 0 1 0 1 1 1 1 0 1 1]
[0 0 1 0 1 1 1 1 1 0 1]
[0 0 1 0 1 1 1 1 1 1 1]
[0 0 1 1 0 0 1 1 0 1 1]
[0 0 1 1 0 0 1 1 1 0 1]
[0 0 1 1 0 0 1 1 1 1 1]
[0 0 1 1 0 1 0 0 1 1 1]
[0 0 1 1 0 1 0 1 0 1 1]
[0 0 1 1 0 1 0 1 1 0 1]
[0 0 1 1 0 1 0 1 1 1 1]
[0 0 1 1 0 1 1 0 1 0 1]
[0 0 1 1 0 1 1 0 1 1 1]

[0 0 1 1 0 1 1 1 0 1 1]
[0 0 1 1 0 1 1 1 1 0 1]
[0 0 1 1 0 1 1 1 1 1 1]
[0 0 1 1 1 0 0 1 1 1 1]
[0 0 1 1 1 0 1 0 1 0 1]
[0 0 1 1 1 0 1 0 1 1 1]
[0 0 1 1 1 0 1 1 0 1 1]
[0 0 1 1 1 0 1 1 1 0 1]
[0 0 1 1 1 0 1 1 1 1 1]
[0 0 1 1 1 1 0 1 0 1 1]
[0 0 1 1 1 1 0 1 1 0 1]
[0 0 1 1 1 1 0 1 1 1 1]
[0 0 1 1 1 1 1 0 1 0 1]
[0 0 1 1 1 1 1 0 1 1 1]
[0 0 1 1 1 1 1 1 0 1 1]
[0 0 1 1 1 1 1 1 1 0 1]
[0 0 1 1 1 1 1 1 1 1 1]
[0 1 0 1 0 1 0 1 0 1 1]
[0 1 0 1 0 1 0 1 1 1 1]
[0 1 0 1 0 1 1 0 1 1 1]
[0 1 0 1 0 1 1 1 0 1 1]
[0 1 0 1 0 1 1 1 1 1 1]
[0 1 0 1 1 0 1 0 1 1 1]
[0 1 0 1 1 0 1 1 0 1 1]
[0 1 0 1 1 0 1 1 1 1 1]
[0 1 0 1 1 1 0 1 1 1 1]
[0 1 0 1 1 1 1 0 1 1 1]
[0 1 0 1 1 1 1 1 0 1 1]
[0 1 0 1 1 1 1 1 1 1 1]
[0 1 1 0 1 1 0 1 1 1 1]
[0 1 1 0 1 1 1 0 1 1 1]
[0 1 1 0 1 1 1 1 1 1 1]
[0 1 1 1 0 1 1 1 1 1 1]
[0 1 1 1 1 0 1 1 1 1 1]
[0 1 1 1 1 1 1 1 1 1 1]
[1 1 1 1 1 1 1 1 1 1 1]
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5.10 n = 12q
NUniques = 352

[0 0 0 0 0 0 0 0 0 0 0 0]
[0 0 0 0 0 0 0 0 0 0 0 1]
[0 0 0 0 0 0 0 0 0 0 1 1]
[0 0 0 0 0 0 0 0 0 1 0 1]
[0 0 0 0 0 0 0 0 0 1 1 1]
[0 0 0 0 0 0 0 0 1 0 0 1]
[0 0 0 0 0 0 0 0 1 0 1 1]
[0 0 0 0 0 0 0 0 1 1 0 1]
[0 0 0 0 0 0 0 0 1 1 1 1]
[0 0 0 0 0 0 0 1 0 0 0 1]
[0 0 0 0 0 0 0 1 0 0 1 1]
[0 0 0 0 0 0 0 1 0 1 0 1]
[0 0 0 0 0 0 0 1 0 1 1 1]
[0 0 0 0 0 0 0 1 1 0 0 1]
[0 0 0 0 0 0 0 1 1 0 1 1]
[0 0 0 0 0 0 0 1 1 1 0 1]
[0 0 0 0 0 0 0 1 1 1 1 1]
[0 0 0 0 0 0 1 0 0 0 0 1]
[0 0 0 0 0 0 1 0 0 0 1 1]
[0 0 0 0 0 0 1 0 0 1 0 1]
[0 0 0 0 0 0 1 0 0 1 1 1]
[0 0 0 0 0 0 1 0 1 0 0 1]
[0 0 0 0 0 0 1 0 1 0 1 1]
[0 0 0 0 0 0 1 0 1 1 0 1]
[0 0 0 0 0 0 1 0 1 1 1 1]
[0 0 0 0 0 0 1 1 0 0 0 1]
[0 0 0 0 0 0 1 1 0 0 1 1]
[0 0 0 0 0 0 1 1 0 1 0 1]
[0 0 0 0 0 0 1 1 0 1 1 1]
[0 0 0 0 0 0 1 1 1 0 0 1]
[0 0 0 0 0 0 1 1 1 0 1 1]
[0 0 0 0 0 0 1 1 1 1 0 1]
[0 0 0 0 0 0 1 1 1 1 1 1]
[0 0 0 0 0 1 0 0 0 0 0 1]
[0 0 0 0 0 1 0 0 0 0 1 1]
[0 0 0 0 0 1 0 0 0 1 0 1]
[0 0 0 0 0 1 0 0 0 1 1 1]
[0 0 0 0 0 1 0 0 1 0 0 1]
[0 0 0 0 0 1 0 0 1 0 1 1]
[0 0 0 0 0 1 0 0 1 1 0 1]
[0 0 0 0 0 1 0 0 1 1 1 1]
[0 0 0 0 0 1 0 1 0 0 0 1]
[0 0 0 0 0 1 0 1 0 0 1 1]
[0 0 0 0 0 1 0 1 0 1 0 1]
[0 0 0 0 0 1 0 1 0 1 1 1]
[0 0 0 0 0 1 0 1 1 0 0 1]
[0 0 0 0 0 1 0 1 1 0 1 1]
[0 0 0 0 0 1 0 1 1 1 0 1]

[0 0 0 0 0 1 0 1 1 1 1 1]
[0 0 0 0 0 1 1 0 0 0 0 1]
[0 0 0 0 0 1 1 0 0 0 1 1]
[0 0 0 0 0 1 1 0 0 1 0 1]
[0 0 0 0 0 1 1 0 0 1 1 1]
[0 0 0 0 0 1 1 0 1 0 0 1]
[0 0 0 0 0 1 1 0 1 0 1 1]
[0 0 0 0 0 1 1 0 1 1 0 1]
[0 0 0 0 0 1 1 0 1 1 1 1]
[0 0 0 0 0 1 1 1 0 0 0 1]
[0 0 0 0 0 1 1 1 0 0 1 1]
[0 0 0 0 0 1 1 1 0 1 0 1]
[0 0 0 0 0 1 1 1 0 1 1 1]
[0 0 0 0 0 1 1 1 1 0 0 1]
[0 0 0 0 0 1 1 1 1 0 1 1]
[0 0 0 0 0 1 1 1 1 1 0 1]
[0 0 0 0 0 1 1 1 1 1 1 1]
[0 0 0 0 1 0 0 0 0 1 0 1]
[0 0 0 0 1 0 0 0 0 1 1 1]
[0 0 0 0 1 0 0 0 1 0 0 1]
[0 0 0 0 1 0 0 0 1 0 1 1]
[0 0 0 0 1 0 0 0 1 1 0 1]
[0 0 0 0 1 0 0 0 1 1 1 1]
[0 0 0 0 1 0 0 1 0 0 0 1]
[0 0 0 0 1 0 0 1 0 0 1 1]
[0 0 0 0 1 0 0 1 0 1 0 1]
[0 0 0 0 1 0 0 1 0 1 1 1]
[0 0 0 0 1 0 0 1 1 0 0 1]
[0 0 0 0 1 0 0 1 1 0 1 1]
[0 0 0 0 1 0 0 1 1 1 0 1]
[0 0 0 0 1 0 0 1 1 1 1 1]
[0 0 0 0 1 0 1 0 0 0 1 1]
[0 0 0 0 1 0 1 0 0 1 0 1]
[0 0 0 0 1 0 1 0 0 1 1 1]
[0 0 0 0 1 0 1 0 1 0 0 1]
[0 0 0 0 1 0 1 0 1 0 1 1]
[0 0 0 0 1 0 1 0 1 1 0 1]
[0 0 0 0 1 0 1 0 1 1 1 1]
[0 0 0 0 1 0 1 1 0 0 0 1]
[0 0 0 0 1 0 1 1 0 0 1 1]
[0 0 0 0 1 0 1 1 0 1 0 1]
[0 0 0 0 1 0 1 1 0 1 1 1]
[0 0 0 0 1 0 1 1 1 0 0 1]
[0 0 0 0 1 0 1 1 1 0 1 1]
[0 0 0 0 1 0 1 1 1 1 0 1]
[0 0 0 0 1 0 1 1 1 1 1 1]
[0 0 0 0 1 1 0 0 0 0 1 1]
[0 0 0 0 1 1 0 0 0 1 0 1]

[0 0 0 0 1 1 0 0 0 1 1 1]
[0 0 0 0 1 1 0 0 1 0 0 1]
[0 0 0 0 1 1 0 0 1 0 1 1]
[0 0 0 0 1 1 0 0 1 1 0 1]
[0 0 0 0 1 1 0 0 1 1 1 1]
[0 0 0 0 1 1 0 1 0 0 0 1]
[0 0 0 0 1 1 0 1 0 0 1 1]
[0 0 0 0 1 1 0 1 0 1 0 1]
[0 0 0 0 1 1 0 1 0 1 1 1]
[0 0 0 0 1 1 0 1 1 0 0 1]
[0 0 0 0 1 1 0 1 1 0 1 1]
[0 0 0 0 1 1 0 1 1 1 0 1]
[0 0 0 0 1 1 0 1 1 1 1 1]
[0 0 0 0 1 1 1 0 0 0 1 1]
[0 0 0 0 1 1 1 0 0 1 0 1]
[0 0 0 0 1 1 1 0 0 1 1 1]
[0 0 0 0 1 1 1 0 1 0 0 1]
[0 0 0 0 1 1 1 0 1 0 1 1]
[0 0 0 0 1 1 1 0 1 1 0 1]
[0 0 0 0 1 1 1 0 1 1 1 1]
[0 0 0 0 1 1 1 1 0 0 0 1]
[0 0 0 0 1 1 1 1 0 0 1 1]
[0 0 0 0 1 1 1 1 0 1 0 1]
[0 0 0 0 1 1 1 1 0 1 1 1]
[0 0 0 0 1 1 1 1 1 0 0 1]
[0 0 0 0 1 1 1 1 1 0 1 1]
[0 0 0 0 1 1 1 1 1 1 0 1]
[0 0 0 0 1 1 1 1 1 1 1 1]
[0 0 0 1 0 0 0 1 0 0 0 1]
[0 0 0 1 0 0 0 1 0 0 1 1]
[0 0 0 1 0 0 0 1 0 1 0 1]
[0 0 0 1 0 0 0 1 0 1 1 1]
[0 0 0 1 0 0 0 1 1 0 0 1]
[0 0 0 1 0 0 0 1 1 0 1 1]
[0 0 0 1 0 0 0 1 1 1 0 1]
[0 0 0 1 0 0 0 1 1 1 1 1]
[0 0 0 1 0 0 1 0 0 0 1 1]
[0 0 0 1 0 0 1 0 0 1 0 1]
[0 0 0 1 0 0 1 0 0 1 1 1]
[0 0 0 1 0 0 1 0 1 0 0 1]
[0 0 0 1 0 0 1 0 1 0 1 1]
[0 0 0 1 0 0 1 0 1 1 0 1]
[0 0 0 1 0 0 1 0 1 1 1 1]
[0 0 0 1 0 0 1 1 0 0 1 1]
[0 0 0 1 0 0 1 1 0 1 0 1]
[0 0 0 1 0 0 1 1 0 1 1 1]
[0 0 0 1 0 0 1 1 1 0 0 1]
[0 0 0 1 0 0 1 1 1 0 1 1]
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[0 0 0 1 0 0 1 1 1 1 0 1]
[0 0 0 1 0 0 1 1 1 1 1 1]
[0 0 0 1 0 1 0 0 0 1 0 1]
[0 0 0 1 0 1 0 0 0 1 1 1]
[0 0 0 1 0 1 0 0 1 0 0 1]
[0 0 0 1 0 1 0 0 1 0 1 1]
[0 0 0 1 0 1 0 0 1 1 0 1]
[0 0 0 1 0 1 0 0 1 1 1 1]
[0 0 0 1 0 1 0 1 0 0 1 1]
[0 0 0 1 0 1 0 1 0 1 0 1]
[0 0 0 1 0 1 0 1 0 1 1 1]
[0 0 0 1 0 1 0 1 1 0 0 1]
[0 0 0 1 0 1 0 1 1 0 1 1]
[0 0 0 1 0 1 0 1 1 1 0 1]
[0 0 0 1 0 1 0 1 1 1 1 1]
[0 0 0 1 0 1 1 0 0 0 1 1]
[0 0 0 1 0 1 1 0 0 1 0 1]
[0 0 0 1 0 1 1 0 0 1 1 1]
[0 0 0 1 0 1 1 0 1 0 0 1]
[0 0 0 1 0 1 1 0 1 0 1 1]
[0 0 0 1 0 1 1 0 1 1 0 1]
[0 0 0 1 0 1 1 0 1 1 1 1]
[0 0 0 1 0 1 1 1 0 0 1 1]
[0 0 0 1 0 1 1 1 0 1 0 1]
[0 0 0 1 0 1 1 1 0 1 1 1]
[0 0 0 1 0 1 1 1 1 0 0 1]
[0 0 0 1 0 1 1 1 1 0 1 1]
[0 0 0 1 0 1 1 1 1 1 0 1]
[0 0 0 1 0 1 1 1 1 1 1 1]
[0 0 0 1 1 0 0 0 1 1 0 1]
[0 0 0 1 1 0 0 0 1 1 1 1]
[0 0 0 1 1 0 0 1 0 0 1 1]
[0 0 0 1 1 0 0 1 0 1 0 1]
[0 0 0 1 1 0 0 1 0 1 1 1]
[0 0 0 1 1 0 0 1 1 0 0 1]
[0 0 0 1 1 0 0 1 1 0 1 1]
[0 0 0 1 1 0 0 1 1 1 0 1]
[0 0 0 1 1 0 0 1 1 1 1 1]
[0 0 0 1 1 0 1 0 0 1 0 1]
[0 0 0 1 1 0 1 0 0 1 1 1]
[0 0 0 1 1 0 1 0 1 0 0 1]
[0 0 0 1 1 0 1 0 1 0 1 1]
[0 0 0 1 1 0 1 0 1 1 0 1]
[0 0 0 1 1 0 1 0 1 1 1 1]
[0 0 0 1 1 0 1 1 0 0 1 1]
[0 0 0 1 1 0 1 1 0 1 0 1]
[0 0 0 1 1 0 1 1 0 1 1 1]
[0 0 0 1 1 0 1 1 1 0 0 1]
[0 0 0 1 1 0 1 1 1 0 1 1]
[0 0 0 1 1 0 1 1 1 1 0 1]
[0 0 0 1 1 0 1 1 1 1 1 1]

[0 0 0 1 1 1 0 0 0 1 1 1]
[0 0 0 1 1 1 0 0 1 0 0 1]
[0 0 0 1 1 1 0 0 1 0 1 1]
[0 0 0 1 1 1 0 0 1 1 0 1]
[0 0 0 1 1 1 0 0 1 1 1 1]
[0 0 0 1 1 1 0 1 0 0 1 1]
[0 0 0 1 1 1 0 1 0 1 0 1]
[0 0 0 1 1 1 0 1 0 1 1 1]
[0 0 0 1 1 1 0 1 1 0 0 1]
[0 0 0 1 1 1 0 1 1 0 1 1]
[0 0 0 1 1 1 0 1 1 1 0 1]
[0 0 0 1 1 1 0 1 1 1 1 1]
[0 0 0 1 1 1 1 0 0 1 0 1]
[0 0 0 1 1 1 1 0 0 1 1 1]
[0 0 0 1 1 1 1 0 1 0 0 1]
[0 0 0 1 1 1 1 0 1 0 1 1]
[0 0 0 1 1 1 1 0 1 1 0 1]
[0 0 0 1 1 1 1 0 1 1 1 1]
[0 0 0 1 1 1 1 1 0 0 1 1]
[0 0 0 1 1 1 1 1 0 1 0 1]
[0 0 0 1 1 1 1 1 0 1 1 1]
[0 0 0 1 1 1 1 1 1 0 0 1]
[0 0 0 1 1 1 1 1 1 0 1 1]
[0 0 0 1 1 1 1 1 1 1 0 1]
[0 0 0 1 1 1 1 1 1 1 1 1]
[0 0 1 0 0 1 0 0 1 0 0 1]
[0 0 1 0 0 1 0 0 1 0 1 1]
[0 0 1 0 0 1 0 0 1 1 0 1]
[0 0 1 0 0 1 0 0 1 1 1 1]
[0 0 1 0 0 1 0 1 0 0 1 1]
[0 0 1 0 0 1 0 1 0 1 0 1]
[0 0 1 0 0 1 0 1 0 1 1 1]
[0 0 1 0 0 1 0 1 1 0 1 1]
[0 0 1 0 0 1 0 1 1 1 0 1]
[0 0 1 0 0 1 0 1 1 1 1 1]
[0 0 1 0 0 1 1 0 0 1 0 1]
[0 0 1 0 0 1 1 0 0 1 1 1]
[0 0 1 0 0 1 1 0 1 0 1 1]
[0 0 1 0 0 1 1 0 1 1 0 1]
[0 0 1 0 0 1 1 0 1 1 1 1]
[0 0 1 0 0 1 1 1 0 0 1 1]
[0 0 1 0 0 1 1 1 0 1 0 1]
[0 0 1 0 0 1 1 1 0 1 1 1]
[0 0 1 0 0 1 1 1 1 0 1 1]
[0 0 1 0 0 1 1 1 1 1 0 1]
[0 0 1 0 0 1 1 1 1 1 1 1]
[0 0 1 0 1 0 0 1 0 1 0 1]
[0 0 1 0 1 0 0 1 0 1 1 1]
[0 0 1 0 1 0 0 1 1 0 1 1]
[0 0 1 0 1 0 0 1 1 1 0 1]
[0 0 1 0 1 0 0 1 1 1 1 1]

[0 0 1 0 1 0 1 0 0 1 1 1]
[0 0 1 0 1 0 1 0 1 0 1 1]
[0 0 1 0 1 0 1 0 1 1 0 1]
[0 0 1 0 1 0 1 0 1 1 1 1]
[0 0 1 0 1 0 1 1 0 0 1 1]
[0 0 1 0 1 0 1 1 0 1 0 1]
[0 0 1 0 1 0 1 1 0 1 1 1]
[0 0 1 0 1 0 1 1 1 0 1 1]
[0 0 1 0 1 0 1 1 1 1 0 1]
[0 0 1 0 1 0 1 1 1 1 1 1]
[0 0 1 0 1 1 0 0 1 0 1 1]
[0 0 1 0 1 1 0 0 1 1 0 1]
[0 0 1 0 1 1 0 0 1 1 1 1]
[0 0 1 0 1 1 0 1 0 0 1 1]
[0 0 1 0 1 1 0 1 0 1 0 1]
[0 0 1 0 1 1 0 1 0 1 1 1]
[0 0 1 0 1 1 0 1 1 0 1 1]
[0 0 1 0 1 1 0 1 1 1 0 1]
[0 0 1 0 1 1 0 1 1 1 1 1]
[0 0 1 0 1 1 1 0 0 1 1 1]
[0 0 1 0 1 1 1 0 1 0 1 1]
[0 0 1 0 1 1 1 0 1 1 0 1]
[0 0 1 0 1 1 1 0 1 1 1 1]
[0 0 1 0 1 1 1 1 0 0 1 1]
[0 0 1 0 1 1 1 1 0 1 0 1]
[0 0 1 0 1 1 1 1 0 1 1 1]
[0 0 1 0 1 1 1 1 1 0 1 1]
[0 0 1 0 1 1 1 1 1 1 0 1]
[0 0 1 0 1 1 1 1 1 1 1 1]
[0 0 1 1 0 0 1 1 0 0 1 1]
[0 0 1 1 0 0 1 1 0 1 0 1]
[0 0 1 1 0 0 1 1 0 1 1 1]
[0 0 1 1 0 0 1 1 1 0 1 1]
[0 0 1 1 0 0 1 1 1 1 0 1]
[0 0 1 1 0 0 1 1 1 1 1 1]
[0 0 1 1 0 1 0 0 1 1 0 1]
[0 0 1 1 0 1 0 0 1 1 1 1]
[0 0 1 1 0 1 0 1 0 1 0 1]
[0 0 1 1 0 1 0 1 0 1 1 1]
[0 0 1 1 0 1 0 1 1 0 1 1]
[0 0 1 1 0 1 0 1 1 1 0 1]
[0 0 1 1 0 1 0 1 1 1 1 1]
[0 0 1 1 0 1 1 0 0 1 1 1]
[0 0 1 1 0 1 1 0 1 0 1 1]
[0 0 1 1 0 1 1 0 1 1 0 1]
[0 0 1 1 0 1 1 0 1 1 1 1]
[0 0 1 1 0 1 1 1 0 1 0 1]
[0 0 1 1 0 1 1 1 0 1 1 1]
[0 0 1 1 0 1 1 1 1 0 1 1]
[0 0 1 1 0 1 1 1 1 1 0 1]
[0 0 1 1 0 1 1 1 1 1 1 1]
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[0 0 1 1 1 0 0 1 1 1 0 1]
[0 0 1 1 1 0 0 1 1 1 1 1]
[0 0 1 1 1 0 1 0 1 0 1 1]
[0 0 1 1 1 0 1 0 1 1 0 1]
[0 0 1 1 1 0 1 0 1 1 1 1]
[0 0 1 1 1 0 1 1 0 1 0 1]
[0 0 1 1 1 0 1 1 0 1 1 1]
[0 0 1 1 1 0 1 1 1 0 1 1]
[0 0 1 1 1 0 1 1 1 1 0 1]
[0 0 1 1 1 0 1 1 1 1 1 1]
[0 0 1 1 1 1 0 0 1 1 1 1]
[0 0 1 1 1 1 0 1 0 1 0 1]
[0 0 1 1 1 1 0 1 0 1 1 1]
[0 0 1 1 1 1 0 1 1 0 1 1]
[0 0 1 1 1 1 0 1 1 1 0 1]
[0 0 1 1 1 1 0 1 1 1 1 1]
[0 0 1 1 1 1 1 0 1 0 1 1]
[0 0 1 1 1 1 1 0 1 1 0 1]
[0 0 1 1 1 1 1 0 1 1 1 1]

[0 0 1 1 1 1 1 1 0 1 0 1]
[0 0 1 1 1 1 1 1 0 1 1 1]
[0 0 1 1 1 1 1 1 1 0 1 1]
[0 0 1 1 1 1 1 1 1 1 0 1]
[0 0 1 1 1 1 1 1 1 1 1 1]
[0 1 0 1 0 1 0 1 0 1 0 1]
[0 1 0 1 0 1 0 1 0 1 1 1]
[0 1 0 1 0 1 0 1 1 0 1 1]
[0 1 0 1 0 1 0 1 1 1 1 1]
[0 1 0 1 0 1 1 0 1 0 1 1]
[0 1 0 1 0 1 1 0 1 1 1 1]
[0 1 0 1 0 1 1 1 0 1 1 1]
[0 1 0 1 0 1 1 1 1 0 1 1]
[0 1 0 1 0 1 1 1 1 1 1 1]
[0 1 0 1 1 0 1 0 1 1 1 1]
[0 1 0 1 1 0 1 1 0 1 1 1]
[0 1 0 1 1 0 1 1 1 0 1 1]
[0 1 0 1 1 0 1 1 1 1 1 1]
[0 1 0 1 1 1 0 1 0 1 1 1]

[0 1 0 1 1 1 0 1 1 0 1 1]
[0 1 0 1 1 1 0 1 1 1 1 1]
[0 1 0 1 1 1 1 0 1 1 1 1]
[0 1 0 1 1 1 1 1 0 1 1 1]
[0 1 0 1 1 1 1 1 1 0 1 1]
[0 1 0 1 1 1 1 1 1 1 1 1]
[0 1 1 0 1 1 0 1 1 0 1 1]
[0 1 1 0 1 1 0 1 1 1 1 1]
[0 1 1 0 1 1 1 0 1 1 1 1]
[0 1 1 0 1 1 1 1 0 1 1 1]
[0 1 1 0 1 1 1 1 1 1 1 1]
[0 1 1 1 0 1 1 1 0 1 1 1]
[0 1 1 1 0 1 1 1 1 1 1 1]
[0 1 1 1 1 0 1 1 1 1 1 1]
[0 1 1 1 1 1 0 1 1 1 1 1]
[0 1 1 1 1 1 1 1 1 1 1 1]
[1 1 1 1 1 1 1 1 1 1 1 1]

[0 0 0 0 0 0 0 0 0 0 0 0 0]
[0 0 0 0 0 0 0 0 0 0 0 0 1]
[0 0 0 0 0 0 0 0 0 0 0 1 1]
[0 0 0 0 0 0 0 0 0 0 1 0 1]
[0 0 0 0 0 0 0 0 0 0 1 1 1]
[0 0 0 0 0 0 0 0 0 1 0 0 1]
[0 0 0 0 0 0 0 0 0 1 0 1 1]
[0 0 0 0 0 0 0 0 0 1 1 0 1]
[0 0 0 0 0 0 0 0 0 1 1 1 1]
[0 0 0 0 0 0 0 0 1 0 0 0 1]
[0 0 0 0 0 0 0 0 1 0 0 1 1]
[0 0 0 0 0 0 0 0 1 0 1 0 1]
[0 0 0 0 0 0 0 0 1 0 1 1 1]
[0 0 0 0 0 0 0 0 1 1 0 0 1]
[0 0 0 0 0 0 0 0 1 1 0 1 1]
[0 0 0 0 0 0 0 0 1 1 1 0 1]
[0 0 0 0 0 0 0 0 1 1 1 1 1]
[0 0 0 0 0 0 0 1 0 0 0 0 1]
[0 0 0 0 0 0 0 1 0 0 0 1 1]
[0 0 0 0 0 0 0 1 0 0 1 0 1]
[0 0 0 0 0 0 0 1 0 0 1 1 1]
[0 0 0 0 0 0 0 1 0 1 0 0 1]
[0 0 0 0 0 0 0 1 0 1 0 1 1]
[0 0 0 0 0 0 0 1 0 1 1 0 1]
[0 0 0 0 0 0 0 1 0 1 1 1 1]
[0 0 0 0 0 0 0 1 1 0 0 0 1]
[0 0 0 0 0 0 0 1 1 0 0 1 1]
[0 0 0 0 0 0 0 1 1 0 1 0 1]

[0 0 0 0 0 0 0 1 1 0 1 1 1]
[0 0 0 0 0 0 0 1 1 1 0 0 1]
[0 0 0 0 0 0 0 1 1 1 0 1 1]
[0 0 0 0 0 0 0 1 1 1 1 0 1]
[0 0 0 0 0 0 0 1 1 1 1 1 1]
[0 0 0 0 0 0 1 0 0 0 0 0 1]
[0 0 0 0 0 0 1 0 0 0 0 1 1]
[0 0 0 0 0 0 1 0 0 0 1 0 1]
[0 0 0 0 0 0 1 0 0 0 1 1 1]
[0 0 0 0 0 0 1 0 0 1 0 0 1]
[0 0 0 0 0 0 1 0 0 1 0 1 1]
[0 0 0 0 0 0 1 0 0 1 1 0 1]
[0 0 0 0 0 0 1 0 0 1 1 1 1]
[0 0 0 0 0 0 1 0 1 0 0 0 1]
[0 0 0 0 0 0 1 0 1 0 0 1 1]
[0 0 0 0 0 0 1 0 1 0 1 0 1]
[0 0 0 0 0 0 1 0 1 0 1 1 1]
[0 0 0 0 0 0 1 0 1 1 0 0 1]
[0 0 0 0 0 0 1 0 1 1 0 1 1]
[0 0 0 0 0 0 1 0 1 1 1 0 1]
[0 0 0 0 0 0 1 0 1 1 1 1 1]
[0 0 0 0 0 0 1 1 0 0 0 0 1]
[0 0 0 0 0 0 1 1 0 0 0 1 1]
[0 0 0 0 0 0 1 1 0 0 1 0 1]
[0 0 0 0 0 0 1 1 0 0 1 1 1]
[0 0 0 0 0 0 1 1 0 1 0 0 1]
[0 0 0 0 0 0 1 1 0 1 0 1 1]
[0 0 0 0 0 0 1 1 0 1 1 0 1]

[0 0 0 0 0 0 1 1 0 1 1 1 1]
[0 0 0 0 0 0 1 1 1 0 0 0 1]
[0 0 0 0 0 0 1 1 1 0 0 1 1]
[0 0 0 0 0 0 1 1 1 0 1 0 1]
[0 0 0 0 0 0 1 1 1 0 1 1 1]
[0 0 0 0 0 0 1 1 1 1 0 0 1]
[0 0 0 0 0 0 1 1 1 1 0 1 1]
[0 0 0 0 0 0 1 1 1 1 1 0 1]
[0 0 0 0 0 0 1 1 1 1 1 1 1]
[0 0 0 0 0 1 0 0 0 0 0 1 1]
[0 0 0 0 0 1 0 0 0 0 1 0 1]
[0 0 0 0 0 1 0 0 0 0 1 1 1]
[0 0 0 0 0 1 0 0 0 1 0 0 1]
[0 0 0 0 0 1 0 0 0 1 0 1 1]
[0 0 0 0 0 1 0 0 0 1 1 0 1]
[0 0 0 0 0 1 0 0 0 1 1 1 1]
[0 0 0 0 0 1 0 0 1 0 0 0 1]
[0 0 0 0 0 1 0 0 1 0 0 1 1]
[0 0 0 0 0 1 0 0 1 0 1 0 1]
[0 0 0 0 0 1 0 0 1 0 1 1 1]
[0 0 0 0 0 1 0 0 1 1 0 0 1]
[0 0 0 0 0 1 0 0 1 1 0 1 1]
[0 0 0 0 0 1 0 0 1 1 1 0 1]
[0 0 0 0 0 1 0 0 1 1 1 1 1]
[0 0 0 0 0 1 0 1 0 0 0 0 1]
[0 0 0 0 0 1 0 1 0 0 0 1 1]
[0 0 0 0 0 1 0 1 0 0 1 0 1]
[0 0 0 0 0 1 0 1 0 0 1 1 1]

5.11 n = 13q
NUniques = 632
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[0 0 0 0 0 1 0 1 0 1 0 0 1]
[0 0 0 0 0 1 0 1 0 1 0 1 1]
[0 0 0 0 0 1 0 1 0 1 1 0 1]
[0 0 0 0 0 1 0 1 0 1 1 1 1]
[0 0 0 0 0 1 0 1 1 0 0 0 1]
[0 0 0 0 0 1 0 1 1 0 0 1 1]
[0 0 0 0 0 1 0 1 1 0 1 0 1]
[0 0 0 0 0 1 0 1 1 0 1 1 1]
[0 0 0 0 0 1 0 1 1 1 0 0 1]
[0 0 0 0 0 1 0 1 1 1 0 1 1]
[0 0 0 0 0 1 0 1 1 1 1 0 1]
[0 0 0 0 0 1 0 1 1 1 1 1 1]
[0 0 0 0 0 1 1 0 0 0 0 1 1]
[0 0 0 0 0 1 1 0 0 0 1 0 1]
[0 0 0 0 0 1 1 0 0 0 1 1 1]
[0 0 0 0 0 1 1 0 0 1 0 0 1]
[0 0 0 0 0 1 1 0 0 1 0 1 1]
[0 0 0 0 0 1 1 0 0 1 1 0 1]
[0 0 0 0 0 1 1 0 0 1 1 1 1]
[0 0 0 0 0 1 1 0 1 0 0 0 1]
[0 0 0 0 0 1 1 0 1 0 0 1 1]
[0 0 0 0 0 1 1 0 1 0 1 0 1]
[0 0 0 0 0 1 1 0 1 0 1 1 1]
[0 0 0 0 0 1 1 0 1 1 0 0 1]
[0 0 0 0 0 1 1 0 1 1 0 1 1]
[0 0 0 0 0 1 1 0 1 1 1 0 1]
[0 0 0 0 0 1 1 0 1 1 1 1 1]
[0 0 0 0 0 1 1 1 0 0 0 0 1]
[0 0 0 0 0 1 1 1 0 0 0 1 1]
[0 0 0 0 0 1 1 1 0 0 1 0 1]
[0 0 0 0 0 1 1 1 0 0 1 1 1]
[0 0 0 0 0 1 1 1 0 1 0 0 1]
[0 0 0 0 0 1 1 1 0 1 0 1 1]
[0 0 0 0 0 1 1 1 0 1 1 0 1]
[0 0 0 0 0 1 1 1 0 1 1 1 1]
[0 0 0 0 0 1 1 1 1 0 0 0 1]
[0 0 0 0 0 1 1 1 1 0 0 1 1]
[0 0 0 0 0 1 1 1 1 0 1 0 1]
[0 0 0 0 0 1 1 1 1 0 1 1 1]
[0 0 0 0 0 1 1 1 1 1 0 0 1]
[0 0 0 0 0 1 1 1 1 1 0 1 1]
[0 0 0 0 0 1 1 1 1 1 1 0 1]
[0 0 0 0 0 1 1 1 1 1 1 1 1]
[0 0 0 0 1 0 0 0 0 1 0 0 1]
[0 0 0 0 1 0 0 0 0 1 0 1 1]
[0 0 0 0 1 0 0 0 0 1 1 0 1]
[0 0 0 0 1 0 0 0 0 1 1 1 1]
[0 0 0 0 1 0 0 0 1 0 0 0 1]
[0 0 0 0 1 0 0 0 1 0 0 1 1]
[0 0 0 0 1 0 0 0 1 0 1 0 1]
[0 0 0 0 1 0 0 0 1 0 1 1 1]

[0 0 0 0 1 0 0 0 1 1 0 0 1]
[0 0 0 0 1 0 0 0 1 1 0 1 1]
[0 0 0 0 1 0 0 0 1 1 1 0 1]
[0 0 0 0 1 0 0 0 1 1 1 1 1]
[0 0 0 0 1 0 0 1 0 0 0 1 1]
[0 0 0 0 1 0 0 1 0 0 1 0 1]
[0 0 0 0 1 0 0 1 0 0 1 1 1]
[0 0 0 0 1 0 0 1 0 1 0 0 1]
[0 0 0 0 1 0 0 1 0 1 0 1 1]
[0 0 0 0 1 0 0 1 0 1 1 0 1]
[0 0 0 0 1 0 0 1 0 1 1 1 1]
[0 0 0 0 1 0 0 1 1 0 0 0 1]
[0 0 0 0 1 0 0 1 1 0 0 1 1]
[0 0 0 0 1 0 0 1 1 0 1 0 1]
[0 0 0 0 1 0 0 1 1 0 1 1 1]
[0 0 0 0 1 0 0 1 1 1 0 0 1]
[0 0 0 0 1 0 0 1 1 1 0 1 1]
[0 0 0 0 1 0 0 1 1 1 1 0 1]
[0 0 0 0 1 0 0 1 1 1 1 1 1]
[0 0 0 0 1 0 1 0 0 0 0 1 1]
[0 0 0 0 1 0 1 0 0 0 1 0 1]
[0 0 0 0 1 0 1 0 0 0 1 1 1]
[0 0 0 0 1 0 1 0 0 1 0 0 1]
[0 0 0 0 1 0 1 0 0 1 0 1 1]
[0 0 0 0 1 0 1 0 0 1 1 0 1]
[0 0 0 0 1 0 1 0 0 1 1 1 1]
[0 0 0 0 1 0 1 0 1 0 0 0 1]
[0 0 0 0 1 0 1 0 1 0 0 1 1]
[0 0 0 0 1 0 1 0 1 0 1 0 1]
[0 0 0 0 1 0 1 0 1 0 1 1 1]
[0 0 0 0 1 0 1 0 1 1 0 0 1]
[0 0 0 0 1 0 1 0 1 1 0 1 1]
[0 0 0 0 1 0 1 0 1 1 1 0 1]
[0 0 0 0 1 0 1 0 1 1 1 1 1]
[0 0 0 0 1 0 1 1 0 0 0 1 1]
[0 0 0 0 1 0 1 1 0 0 1 0 1]
[0 0 0 0 1 0 1 1 0 0 1 1 1]
[0 0 0 0 1 0 1 1 0 1 0 0 1]
[0 0 0 0 1 0 1 1 0 1 0 1 1]
[0 0 0 0 1 0 1 1 0 1 1 0 1]
[0 0 0 0 1 0 1 1 0 1 1 1 1]
[0 0 0 0 1 0 1 1 1 0 0 0 1]
[0 0 0 0 1 0 1 1 1 0 0 1 1]
[0 0 0 0 1 0 1 1 1 0 1 0 1]
[0 0 0 0 1 0 1 1 1 0 1 1 1]
[0 0 0 0 1 0 1 1 1 1 0 0 1]
[0 0 0 0 1 0 1 1 1 1 0 1 1]
[0 0 0 0 1 0 1 1 1 1 1 0 1]
[0 0 0 0 1 0 1 1 1 1 1 1 1]
[0 0 0 0 1 1 0 0 0 0 1 1 1]
[0 0 0 0 1 1 0 0 0 1 0 0 1]

[0 0 0 0 1 1 0 0 0 1 0 1 1]
[0 0 0 0 1 1 0 0 0 1 1 0 1]
[0 0 0 0 1 1 0 0 0 1 1 1 1]
[0 0 0 0 1 1 0 0 1 0 0 0 1]
[0 0 0 0 1 1 0 0 1 0 0 1 1]
[0 0 0 0 1 1 0 0 1 0 1 0 1]
[0 0 0 0 1 1 0 0 1 0 1 1 1]
[0 0 0 0 1 1 0 0 1 1 0 0 1]
[0 0 0 0 1 1 0 0 1 1 0 1 1]
[0 0 0 0 1 1 0 0 1 1 1 0 1]
[0 0 0 0 1 1 0 0 1 1 1 1 1]
[0 0 0 0 1 1 0 1 0 0 0 1 1]
[0 0 0 0 1 1 0 1 0 0 1 0 1]
[0 0 0 0 1 1 0 1 0 0 1 1 1]
[0 0 0 0 1 1 0 1 0 1 0 0 1]
[0 0 0 0 1 1 0 1 0 1 0 1 1]
[0 0 0 0 1 1 0 1 0 1 1 0 1]
[0 0 0 0 1 1 0 1 0 1 1 1 1]
[0 0 0 0 1 1 0 1 1 0 0 0 1]
[0 0 0 0 1 1 0 1 1 0 0 1 1]
[0 0 0 0 1 1 0 1 1 0 1 0 1]
[0 0 0 0 1 1 0 1 1 0 1 1 1]
[0 0 0 0 1 1 0 1 1 1 0 0 1]
[0 0 0 0 1 1 0 1 1 1 0 1 1]
[0 0 0 0 1 1 0 1 1 1 1 0 1]
[0 0 0 0 1 1 0 1 1 1 1 1 1]
[0 0 0 0 1 1 1 0 0 0 1 0 1]
[0 0 0 0 1 1 1 0 0 0 1 1 1]
[0 0 0 0 1 1 1 0 0 1 0 0 1]
[0 0 0 0 1 1 1 0 0 1 0 1 1]
[0 0 0 0 1 1 1 0 0 1 1 0 1]
[0 0 0 0 1 1 1 0 0 1 1 1 1]
[0 0 0 0 1 1 1 0 1 0 0 0 1]
[0 0 0 0 1 1 1 0 1 0 0 1 1]
[0 0 0 0 1 1 1 0 1 0 1 0 1]
[0 0 0 0 1 1 1 0 1 0 1 1 1]
[0 0 0 0 1 1 1 0 1 1 0 0 1]
[0 0 0 0 1 1 1 0 1 1 0 1 1]
[0 0 0 0 1 1 1 0 1 1 1 0 1]
[0 0 0 0 1 1 1 0 1 1 1 1 1]
[0 0 0 0 1 1 1 1 0 0 0 1 1]
[0 0 0 0 1 1 1 1 0 0 1 0 1]
[0 0 0 0 1 1 1 1 0 0 1 1 1]
[0 0 0 0 1 1 1 1 0 1 0 0 1]
[0 0 0 0 1 1 1 1 0 1 0 1 1]
[0 0 0 0 1 1 1 1 0 1 1 0 1]
[0 0 0 0 1 1 1 1 0 1 1 1 1]
[0 0 0 0 1 1 1 1 1 0 0 0 1]
[0 0 0 0 1 1 1 1 1 0 0 1 1]
[0 0 0 0 1 1 1 1 1 0 1 0 1]
[0 0 0 0 1 1 1 1 1 0 1 1 1]
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[0 0 0 0 1 1 1 1 1 1 0 0 1]
[0 0 0 0 1 1 1 1 1 1 0 1 1]
[0 0 0 0 1 1 1 1 1 1 1 0 1]
[0 0 0 0 1 1 1 1 1 1 1 1 1]
[0 0 0 1 0 0 0 1 0 0 0 1 1]
[0 0 0 1 0 0 0 1 0 0 1 0 1]
[0 0 0 1 0 0 0 1 0 0 1 1 1]
[0 0 0 1 0 0 0 1 0 1 0 0 1]
[0 0 0 1 0 0 0 1 0 1 0 1 1]
[0 0 0 1 0 0 0 1 0 1 1 0 1]
[0 0 0 1 0 0 0 1 0 1 1 1 1]
[0 0 0 1 0 0 0 1 1 0 0 1 1]
[0 0 0 1 0 0 0 1 1 0 1 0 1]
[0 0 0 1 0 0 0 1 1 0 1 1 1]
[0 0 0 1 0 0 0 1 1 1 0 0 1]
[0 0 0 1 0 0 0 1 1 1 0 1 1]
[0 0 0 1 0 0 0 1 1 1 1 0 1]
[0 0 0 1 0 0 0 1 1 1 1 1 1]
[0 0 0 1 0 0 1 0 0 0 1 0 1]
[0 0 0 1 0 0 1 0 0 0 1 1 1]
[0 0 0 1 0 0 1 0 0 1 0 0 1]
[0 0 0 1 0 0 1 0 0 1 0 1 1]
[0 0 0 1 0 0 1 0 0 1 1 0 1]
[0 0 0 1 0 0 1 0 0 1 1 1 1]
[0 0 0 1 0 0 1 0 1 0 0 1 1]
[0 0 0 1 0 0 1 0 1 0 1 0 1]
[0 0 0 1 0 0 1 0 1 0 1 1 1]
[0 0 0 1 0 0 1 0 1 1 0 0 1]
[0 0 0 1 0 0 1 0 1 1 0 1 1]
[0 0 0 1 0 0 1 0 1 1 1 0 1]
[0 0 0 1 0 0 1 0 1 1 1 1 1]
[0 0 0 1 0 0 1 1 0 0 0 1 1]
[0 0 0 1 0 0 1 1 0 0 1 0 1]
[0 0 0 1 0 0 1 1 0 0 1 1 1]
[0 0 0 1 0 0 1 1 0 1 0 0 1]
[0 0 0 1 0 0 1 1 0 1 0 1 1]
[0 0 0 1 0 0 1 1 0 1 1 0 1]
[0 0 0 1 0 0 1 1 0 1 1 1 1]
[0 0 0 1 0 0 1 1 1 0 0 1 1]
[0 0 0 1 0 0 1 1 1 0 1 0 1]
[0 0 0 1 0 0 1 1 1 0 1 1 1]
[0 0 0 1 0 0 1 1 1 1 0 0 1]
[0 0 0 1 0 0 1 1 1 1 0 1 1]
[0 0 0 1 0 0 1 1 1 1 1 0 1]
[0 0 0 1 0 0 1 1 1 1 1 1 1]
[0 0 0 1 0 1 0 0 0 1 0 1 1]
[0 0 0 1 0 1 0 0 0 1 1 0 1]
[0 0 0 1 0 1 0 0 0 1 1 1 1]
[0 0 0 1 0 1 0 0 1 0 0 1 1]
[0 0 0 1 0 1 0 0 1 0 1 0 1]
[0 0 0 1 0 1 0 0 1 0 1 1 1]

[0 0 0 1 0 1 0 0 1 1 0 0 1]
[0 0 0 1 0 1 0 0 1 1 0 1 1]
[0 0 0 1 0 1 0 0 1 1 1 0 1]
[0 0 0 1 0 1 0 0 1 1 1 1 1]
[0 0 0 1 0 1 0 1 0 0 0 1 1]
[0 0 0 1 0 1 0 1 0 0 1 0 1]
[0 0 0 1 0 1 0 1 0 0 1 1 1]
[0 0 0 1 0 1 0 1 0 1 0 0 1]
[0 0 0 1 0 1 0 1 0 1 0 1 1]
[0 0 0 1 0 1 0 1 0 1 1 0 1]
[0 0 0 1 0 1 0 1 0 1 1 1 1]
[0 0 0 1 0 1 0 1 1 0 0 1 1]
[0 0 0 1 0 1 0 1 1 0 1 0 1]
[0 0 0 1 0 1 0 1 1 0 1 1 1]
[0 0 0 1 0 1 0 1 1 1 0 0 1]
[0 0 0 1 0 1 0 1 1 1 0 1 1]
[0 0 0 1 0 1 0 1 1 1 1 0 1]
[0 0 0 1 0 1 0 1 1 1 1 1 1]
[0 0 0 1 0 1 1 0 0 0 1 1 1]
[0 0 0 1 0 1 1 0 0 1 0 0 1]
[0 0 0 1 0 1 1 0 0 1 0 1 1]
[0 0 0 1 0 1 1 0 0 1 1 0 1]
[0 0 0 1 0 1 1 0 0 1 1 1 1]
[0 0 0 1 0 1 1 0 1 0 0 1 1]
[0 0 0 1 0 1 1 0 1 0 1 0 1]
[0 0 0 1 0 1 1 0 1 0 1 1 1]
[0 0 0 1 0 1 1 0 1 1 0 0 1]
[0 0 0 1 0 1 1 0 1 1 0 1 1]
[0 0 0 1 0 1 1 0 1 1 1 0 1]
[0 0 0 1 0 1 1 0 1 1 1 1 1]
[0 0 0 1 0 1 1 1 0 0 0 1 1]
[0 0 0 1 0 1 1 1 0 0 1 0 1]
[0 0 0 1 0 1 1 1 0 0 1 1 1]
[0 0 0 1 0 1 1 1 0 1 0 0 1]
[0 0 0 1 0 1 1 1 0 1 0 1 1]
[0 0 0 1 0 1 1 1 0 1 1 0 1]
[0 0 0 1 0 1 1 1 0 1 1 1 1]
[0 0 0 1 0 1 1 1 1 0 0 1 1]
[0 0 0 1 0 1 1 1 1 0 1 0 1]
[0 0 0 1 0 1 1 1 1 0 1 1 1]
[0 0 0 1 0 1 1 1 1 1 0 0 1]
[0 0 0 1 0 1 1 1 1 1 0 1 1]
[0 0 0 1 0 1 1 1 1 1 1 0 1]
[0 0 0 1 0 1 1 1 1 1 1 1 1]
[0 0 0 1 1 0 0 0 1 1 0 0 1]
[0 0 0 1 1 0 0 0 1 1 0 1 1]
[0 0 0 1 1 0 0 0 1 1 1 0 1]
[0 0 0 1 1 0 0 0 1 1 1 1 1]
[0 0 0 1 1 0 0 1 0 0 1 0 1]
[0 0 0 1 1 0 0 1 0 0 1 1 1]
[0 0 0 1 1 0 0 1 0 1 0 0 1]

[0 0 0 1 1 0 0 1 0 1 0 1 1]
[0 0 0 1 1 0 0 1 0 1 1 0 1]
[0 0 0 1 1 0 0 1 0 1 1 1 1]
[0 0 0 1 1 0 0 1 1 0 0 1 1]
[0 0 0 1 1 0 0 1 1 0 1 0 1]
[0 0 0 1 1 0 0 1 1 0 1 1 1]
[0 0 0 1 1 0 0 1 1 1 0 0 1]
[0 0 0 1 1 0 0 1 1 1 0 1 1]
[0 0 0 1 1 0 0 1 1 1 1 0 1]
[0 0 0 1 1 0 0 1 1 1 1 1 1]
[0 0 0 1 1 0 1 0 0 0 1 1 1]
[0 0 0 1 1 0 1 0 0 1 0 0 1]
[0 0 0 1 1 0 1 0 0 1 0 1 1]
[0 0 0 1 1 0 1 0 0 1 1 0 1]
[0 0 0 1 1 0 1 0 0 1 1 1 1]
[0 0 0 1 1 0 1 0 1 0 0 1 1]
[0 0 0 1 1 0 1 0 1 0 1 0 1]
[0 0 0 1 1 0 1 0 1 0 1 1 1]
[0 0 0 1 1 0 1 0 1 1 0 0 1]
[0 0 0 1 1 0 1 0 1 1 0 1 1]
[0 0 0 1 1 0 1 0 1 1 1 0 1]
[0 0 0 1 1 0 1 0 1 1 1 1 1]
[0 0 0 1 1 0 1 1 0 0 1 0 1]
[0 0 0 1 1 0 1 1 0 0 1 1 1]
[0 0 0 1 1 0 1 1 0 1 0 0 1]
[0 0 0 1 1 0 1 1 0 1 0 1 1]
[0 0 0 1 1 0 1 1 0 1 1 0 1]
[0 0 0 1 1 0 1 1 0 1 1 1 1]
[0 0 0 1 1 0 1 1 1 0 0 1 1]
[0 0 0 1 1 0 1 1 1 0 1 0 1]
[0 0 0 1 1 0 1 1 1 0 1 1 1]
[0 0 0 1 1 0 1 1 1 1 0 0 1]
[0 0 0 1 1 0 1 1 1 1 0 1 1]
[0 0 0 1 1 0 1 1 1 1 1 0 1]
[0 0 0 1 1 0 1 1 1 1 1 1 1]
[0 0 0 1 1 1 0 0 0 1 1 1 1]
[0 0 0 1 1 1 0 0 1 0 0 1 1]
[0 0 0 1 1 1 0 0 1 0 1 0 1]
[0 0 0 1 1 1 0 0 1 0 1 1 1]
[0 0 0 1 1 1 0 0 1 1 0 0 1]
[0 0 0 1 1 1 0 0 1 1 0 1 1]
[0 0 0 1 1 1 0 0 1 1 1 0 1]
[0 0 0 1 1 1 0 0 1 1 1 1 1]
[0 0 0 1 1 1 0 1 0 0 1 0 1]
[0 0 0 1 1 1 0 1 0 0 1 1 1]
[0 0 0 1 1 1 0 1 0 1 0 0 1]
[0 0 0 1 1 1 0 1 0 1 0 1 1]
[0 0 0 1 1 1 0 1 0 1 1 0 1]
[0 0 0 1 1 1 0 1 0 1 1 1 1]
[0 0 0 1 1 1 0 1 1 0 0 1 1]
[0 0 0 1 1 1 0 1 1 0 1 0 1]
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[0 0 0 1 1 1 0 1 1 0 1 1 1]
[0 0 0 1 1 1 0 1 1 1 0 0 1]
[0 0 0 1 1 1 0 1 1 1 0 1 1]
[0 0 0 1 1 1 0 1 1 1 1 0 1]
[0 0 0 1 1 1 0 1 1 1 1 1 1]
[0 0 0 1 1 1 1 0 0 1 0 0 1]
[0 0 0 1 1 1 1 0 0 1 0 1 1]
[0 0 0 1 1 1 1 0 0 1 1 0 1]
[0 0 0 1 1 1 1 0 0 1 1 1 1]
[0 0 0 1 1 1 1 0 1 0 0 1 1]
[0 0 0 1 1 1 1 0 1 0 1 0 1]
[0 0 0 1 1 1 1 0 1 0 1 1 1]
[0 0 0 1 1 1 1 0 1 1 0 0 1]
[0 0 0 1 1 1 1 0 1 1 0 1 1]
[0 0 0 1 1 1 1 0 1 1 1 0 1]
[0 0 0 1 1 1 1 0 1 1 1 1 1]
[0 0 0 1 1 1 1 1 0 0 1 0 1]
[0 0 0 1 1 1 1 1 0 0 1 1 1]
[0 0 0 1 1 1 1 1 0 1 0 0 1]
[0 0 0 1 1 1 1 1 0 1 0 1 1]
[0 0 0 1 1 1 1 1 0 1 1 0 1]
[0 0 0 1 1 1 1 1 0 1 1 1 1]
[0 0 0 1 1 1 1 1 1 0 0 1 1]
[0 0 0 1 1 1 1 1 1 0 1 0 1]
[0 0 0 1 1 1 1 1 1 0 1 1 1]
[0 0 0 1 1 1 1 1 1 1 0 0 1]
[0 0 0 1 1 1 1 1 1 1 0 1 1]
[0 0 0 1 1 1 1 1 1 1 1 0 1]
[0 0 0 1 1 1 1 1 1 1 1 1 1]
[0 0 1 0 0 1 0 0 1 0 0 1 1]
[0 0 1 0 0 1 0 0 1 0 1 0 1]
[0 0 1 0 0 1 0 0 1 0 1 1 1]
[0 0 1 0 0 1 0 0 1 1 0 1 1]
[0 0 1 0 0 1 0 0 1 1 1 0 1]
[0 0 1 0 0 1 0 0 1 1 1 1 1]
[0 0 1 0 0 1 0 1 0 0 1 0 1]
[0 0 1 0 0 1 0 1 0 0 1 1 1]
[0 0 1 0 0 1 0 1 0 1 0 1 1]
[0 0 1 0 0 1 0 1 0 1 1 0 1]
[0 0 1 0 0 1 0 1 0 1 1 1 1]
[0 0 1 0 0 1 0 1 1 0 0 1 1]
[0 0 1 0 0 1 0 1 1 0 1 0 1]
[0 0 1 0 0 1 0 1 1 0 1 1 1]
[0 0 1 0 0 1 0 1 1 1 0 1 1]
[0 0 1 0 0 1 0 1 1 1 1 0 1]
[0 0 1 0 0 1 0 1 1 1 1 1 1]
[0 0 1 0 0 1 1 0 0 1 0 1 1]
[0 0 1 0 0 1 1 0 0 1 1 0 1]
[0 0 1 0 0 1 1 0 0 1 1 1 1]
[0 0 1 0 0 1 1 0 1 0 0 1 1]
[0 0 1 0 0 1 1 0 1 0 1 0 1]

[0 0 1 0 0 1 1 0 1 0 1 1 1]
[0 0 1 0 0 1 1 0 1 1 0 1 1]
[0 0 1 0 0 1 1 0 1 1 1 0 1]
[0 0 1 0 0 1 1 0 1 1 1 1 1]
[0 0 1 0 0 1 1 1 0 0 1 0 1]
[0 0 1 0 0 1 1 1 0 0 1 1 1]
[0 0 1 0 0 1 1 1 0 1 0 1 1]
[0 0 1 0 0 1 1 1 0 1 1 0 1]
[0 0 1 0 0 1 1 1 0 1 1 1 1]
[0 0 1 0 0 1 1 1 1 0 0 1 1]
[0 0 1 0 0 1 1 1 1 0 1 0 1]
[0 0 1 0 0 1 1 1 1 0 1 1 1]
[0 0 1 0 0 1 1 1 1 1 0 1 1]
[0 0 1 0 0 1 1 1 1 1 1 0 1]
[0 0 1 0 0 1 1 1 1 1 1 1 1]
[0 0 1 0 1 0 0 1 0 1 0 1 1]
[0 0 1 0 1 0 0 1 0 1 1 0 1]
[0 0 1 0 1 0 0 1 0 1 1 1 1]
[0 0 1 0 1 0 0 1 1 0 0 1 1]
[0 0 1 0 1 0 0 1 1 0 1 0 1]
[0 0 1 0 1 0 0 1 1 0 1 1 1]
[0 0 1 0 1 0 0 1 1 1 0 1 1]
[0 0 1 0 1 0 0 1 1 1 1 0 1]
[0 0 1 0 1 0 0 1 1 1 1 1 1]
[0 0 1 0 1 0 1 0 0 1 0 1 1]
[0 0 1 0 1 0 1 0 0 1 1 0 1]
[0 0 1 0 1 0 1 0 0 1 1 1 1]
[0 0 1 0 1 0 1 0 1 0 0 1 1]
[0 0 1 0 1 0 1 0 1 0 1 0 1]
[0 0 1 0 1 0 1 0 1 0 1 1 1]
[0 0 1 0 1 0 1 0 1 1 0 1 1]
[0 0 1 0 1 0 1 0 1 1 1 0 1]
[0 0 1 0 1 0 1 0 1 1 1 1 1]
[0 0 1 0 1 0 1 1 0 0 1 1 1]
[0 0 1 0 1 0 1 1 0 1 0 1 1]
[0 0 1 0 1 0 1 1 0 1 1 0 1]
[0 0 1 0 1 0 1 1 0 1 1 1 1]
[0 0 1 0 1 0 1 1 1 0 0 1 1]
[0 0 1 0 1 0 1 1 1 0 1 0 1]
[0 0 1 0 1 0 1 1 1 0 1 1 1]
[0 0 1 0 1 0 1 1 1 1 0 1 1]
[0 0 1 0 1 0 1 1 1 1 1 0 1]
[0 0 1 0 1 0 1 1 1 1 1 1 1]
[0 0 1 0 1 1 0 0 1 0 1 1 1]
[0 0 1 0 1 1 0 0 1 1 0 1 1]
[0 0 1 0 1 1 0 0 1 1 1 0 1]
[0 0 1 0 1 1 0 0 1 1 1 1 1]
[0 0 1 0 1 1 0 1 0 0 1 1 1]
[0 0 1 0 1 1 0 1 0 1 0 1 1]
[0 0 1 0 1 1 0 1 0 1 1 0 1]
[0 0 1 0 1 1 0 1 0 1 1 1 1]

[0 0 1 0 1 1 0 1 1 0 0 1 1]
[0 0 1 0 1 1 0 1 1 0 1 0 1]
[0 0 1 0 1 1 0 1 1 0 1 1 1]
[0 0 1 0 1 1 0 1 1 1 0 1 1]
[0 0 1 0 1 1 0 1 1 1 1 0 1]
[0 0 1 0 1 1 0 1 1 1 1 1 1]
[0 0 1 0 1 1 1 0 0 1 1 0 1]
[0 0 1 0 1 1 1 0 0 1 1 1 1]
[0 0 1 0 1 1 1 0 1 0 0 1 1]
[0 0 1 0 1 1 1 0 1 0 1 0 1]
[0 0 1 0 1 1 1 0 1 0 1 1 1]
[0 0 1 0 1 1 1 0 1 1 0 1 1]
[0 0 1 0 1 1 1 0 1 1 1 0 1]
[0 0 1 0 1 1 1 0 1 1 1 1 1]
[0 0 1 0 1 1 1 1 0 0 1 1 1]
[0 0 1 0 1 1 1 1 0 1 0 1 1]
[0 0 1 0 1 1 1 1 0 1 1 0 1]
[0 0 1 0 1 1 1 1 0 1 1 1 1]
[0 0 1 0 1 1 1 1 1 0 0 1 1]
[0 0 1 0 1 1 1 1 1 0 1 0 1]
[0 0 1 0 1 1 1 1 1 0 1 1 1]
[0 0 1 0 1 1 1 1 1 1 0 1 1]
[0 0 1 0 1 1 1 1 1 1 1 0 1]
[0 0 1 0 1 1 1 1 1 1 1 1 1]
[0 0 1 1 0 0 1 1 0 0 1 1 1]
[0 0 1 1 0 0 1 1 0 1 0 1 1]
[0 0 1 1 0 0 1 1 0 1 1 0 1]
[0 0 1 1 0 0 1 1 0 1 1 1 1]
[0 0 1 1 0 0 1 1 1 0 1 0 1]
[0 0 1 1 0 0 1 1 1 0 1 1 1]
[0 0 1 1 0 0 1 1 1 1 0 1 1]
[0 0 1 1 0 0 1 1 1 1 1 0 1]
[0 0 1 1 0 0 1 1 1 1 1 1 1]
[0 0 1 1 0 1 0 0 1 1 0 1 1]
[0 0 1 1 0 1 0 0 1 1 1 0 1]
[0 0 1 1 0 1 0 0 1 1 1 1 1]
[0 0 1 1 0 1 0 1 0 0 1 1 1]
[0 0 1 1 0 1 0 1 0 1 0 1 1]
[0 0 1 1 0 1 0 1 0 1 1 0 1]
[0 0 1 1 0 1 0 1 0 1 1 1 1]
[0 0 1 1 0 1 0 1 1 0 1 0 1]
[0 0 1 1 0 1 0 1 1 0 1 1 1]
[0 0 1 1 0 1 0 1 1 1 0 1 1]
[0 0 1 1 0 1 0 1 1 1 1 0 1]
[0 0 1 1 0 1 0 1 1 1 1 1 1]
[0 0 1 1 0 1 1 0 0 1 1 1 1]
[0 0 1 1 0 1 1 0 1 0 1 0 1]
[0 0 1 1 0 1 1 0 1 0 1 1 1]
[0 0 1 1 0 1 1 0 1 1 0 1 1]
[0 0 1 1 0 1 1 0 1 1 1 0 1]
[0 0 1 1 0 1 1 0 1 1 1 1 1]
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[0 0 1 1 0 1 1 1 0 0 1 1 1]
[0 0 1 1 0 1 1 1 0 1 0 1 1]
[0 0 1 1 0 1 1 1 0 1 1 0 1]
[0 0 1 1 0 1 1 1 0 1 1 1 1]
[0 0 1 1 0 1 1 1 1 0 1 0 1]
[0 0 1 1 0 1 1 1 1 0 1 1 1]
[0 0 1 1 0 1 1 1 1 1 0 1 1]
[0 0 1 1 0 1 1 1 1 1 1 0 1]
[0 0 1 1 0 1 1 1 1 1 1 1 1]
[0 0 1 1 1 0 0 1 1 1 0 1 1]
[0 0 1 1 1 0 0 1 1 1 1 0 1]
[0 0 1 1 1 0 0 1 1 1 1 1 1]
[0 0 1 1 1 0 1 0 0 1 1 1 1]
[0 0 1 1 1 0 1 0 1 0 1 0 1]
[0 0 1 1 1 0 1 0 1 0 1 1 1]
[0 0 1 1 1 0 1 0 1 1 0 1 1]
[0 0 1 1 1 0 1 0 1 1 1 0 1]
[0 0 1 1 1 0 1 0 1 1 1 1 1]
[0 0 1 1 1 0 1 1 0 1 0 1 1]
[0 0 1 1 1 0 1 1 0 1 1 0 1]
[0 0 1 1 1 0 1 1 0 1 1 1 1]
[0 0 1 1 1 0 1 1 1 0 1 0 1]
[0 0 1 1 1 0 1 1 1 0 1 1 1]
[0 0 1 1 1 0 1 1 1 1 0 1 1]
[0 0 1 1 1 0 1 1 1 1 1 0 1]
[0 0 1 1 1 0 1 1 1 1 1 1 1]
[0 0 1 1 1 1 0 0 1 1 1 1 1]
[0 0 1 1 1 1 0 1 0 1 0 1 1]
[0 0 1 1 1 1 0 1 0 1 1 0 1]
[0 0 1 1 1 1 0 1 0 1 1 1 1]

[0 0 1 1 1 1 0 1 1 0 1 0 1]
[0 0 1 1 1 1 0 1 1 0 1 1 1]
[0 0 1 1 1 1 0 1 1 1 0 1 1]
[0 0 1 1 1 1 0 1 1 1 1 0 1]
[0 0 1 1 1 1 0 1 1 1 1 1 1]
[0 0 1 1 1 1 1 0 1 0 1 0 1]
[0 0 1 1 1 1 1 0 1 0 1 1 1]
[0 0 1 1 1 1 1 0 1 1 0 1 1]
[0 0 1 1 1 1 1 0 1 1 1 0 1]
[0 0 1 1 1 1 1 0 1 1 1 1 1]
[0 0 1 1 1 1 1 1 0 1 0 1 1]
[0 0 1 1 1 1 1 1 0 1 1 0 1]
[0 0 1 1 1 1 1 1 0 1 1 1 1]
[0 0 1 1 1 1 1 1 1 0 1 0 1]
[0 0 1 1 1 1 1 1 1 0 1 1 1]
[0 0 1 1 1 1 1 1 1 1 0 1 1]
[0 0 1 1 1 1 1 1 1 1 1 0 1]
[0 0 1 1 1 1 1 1 1 1 1 1 1]
[0 1 0 1 0 1 0 1 0 1 0 1 1]
[0 1 0 1 0 1 0 1 0 1 1 1 1]
[0 1 0 1 0 1 0 1 1 0 1 1 1]
[0 1 0 1 0 1 0 1 1 1 0 1 1]
[0 1 0 1 0 1 0 1 1 1 1 1 1]
[0 1 0 1 0 1 1 0 1 0 1 1 1]
[0 1 0 1 0 1 1 0 1 1 0 1 1]
[0 1 0 1 0 1 1 0 1 1 1 1 1]
[0 1 0 1 0 1 1 1 0 1 0 1 1]
[0 1 0 1 0 1 1 1 0 1 1 1 1]
[0 1 0 1 0 1 1 1 1 0 1 1 1]
[0 1 0 1 0 1 1 1 1 1 0 1 1]

[0 1 0 1 0 1 1 1 1 1 1 1 1]
[0 1 0 1 1 0 1 0 1 1 0 1 1]
[0 1 0 1 1 0 1 0 1 1 1 1 1]
[0 1 0 1 1 0 1 1 0 1 1 1 1]
[0 1 0 1 1 0 1 1 1 0 1 1 1]
[0 1 0 1 1 0 1 1 1 1 0 1 1]
[0 1 0 1 1 0 1 1 1 1 1 1 1]
[0 1 0 1 1 1 0 1 0 1 1 1 1]
[0 1 0 1 1 1 0 1 1 0 1 1 1]
[0 1 0 1 1 1 0 1 1 1 0 1 1]
[0 1 0 1 1 1 0 1 1 1 1 1 1]
[0 1 0 1 1 1 1 0 1 1 0 1 1]
[0 1 0 1 1 1 1 0 1 1 1 1 1]
[0 1 0 1 1 1 1 1 0 1 1 1 1]
[0 1 0 1 1 1 1 1 1 0 1 1 1]
[0 1 0 1 1 1 1 1 1 1 0 1 1]
[0 1 0 1 1 1 1 1 1 1 1 1 1]
[0 1 1 0 1 1 0 1 1 0 1 1 1]
[0 1 1 0 1 1 0 1 1 1 1 1 1]
[0 1 1 0 1 1 1 0 1 1 1 1 1]
[0 1 1 0 1 1 1 1 0 1 1 1 1]
[0 1 1 0 1 1 1 1 1 0 1 1 1]
[0 1 1 0 1 1 1 1 1 1 1 1 1]
[0 1 1 1 0 1 1 1 0 1 1 1 1]
[0 1 1 1 0 1 1 1 1 1 1 1 1]
[0 1 1 1 1 0 1 1 1 1 1 1 1]
[0 1 1 1 1 1 0 1 1 1 1 1 1]
[0 1 1 1 1 1 1 1 1 1 1 1 1]
[1 1 1 1 1 1 1 1 1 1 1 1 1]

  Permission to copy, modify and distribute the files collectively 
known as the System Reference Document 5.1 (“SRD5”) is 
granted solely through the use of the Open Gaming License, 
Version 1.0a. This material is being re leased using the Open 
Gaming License Version 1.0a and you should read and understand 
the terms of that license before using this material. The text 
of the Open Gaming License itself is not Open Game Content. 
Instructions on using the License are provided within the License 
itself. The following items are designated Product Identity, 
as defined in Section 1(e) of the Open Game License Version 
1.0a, and are subject to the conditions set forth in Section 7 
of the OGL, and are not Open Content: Dungeons Dragons, 
DD, Player’s Hand book, Dungeon Master, Monster 
Manual, d20 System, Wizards of the Coast, d20 (when 
used as a trademark), Forgotten Realms, Faerûn, proper 
names (including those used in the names of spells or items), 
places, Underdark, Red Wizard of Thay, the City of Union, 
Heroic Domains of Ysgard, EverChanging Chaos of Limbo, 
Windswept Depths of Pandemonium, Infinite Layers of the 

Abyss, Tarterian Depths of Carceri, Gray Waste of Hades, 
Bleak Eter nity of Gehenna, Nine Hells of Baator, Infernal 
Battlefield of Acheron, Clockwork Nirvana of Mechanus, 
Peaceable Kingdoms of Arcadia, Seven Mounting Heavens 
of Celestia, Twin Paradises of Bytopia, Blessed Fields of 
Elysium, Wilderness of the Beastlands, Olympian Glades of 
Arborea, Concordant Domain of the Outlands, Sigil, Lady 
of Pain, Book of Ex alted Deeds, Book of Vile Darkness, 
beholder, gauth, carrion crawler, tanar’ri, baatezu, dis placer 
beast, githyanki, githzerai, mind flayer, illithid, umber hulk, 
yuan-ti. All of the rest of the SRD5 is Open Game Content 
as described in Section 1(d) of the License. The terms of the 
Open Gaming License Version 1.0a are as follows: OPEN 
GAME LICENSE Version 1.0a The following text is the 
property of Wizards of the Coast, Inc. and is Copyright 2000 Wiz 
ards of the Coast, Inc (”Wizards”). All Rights Reserved. 

q6. Legal Information
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  1.  Definitions: (a)”Contributors” means the copyright 
and/or trademark owners who have contributed Open Game 
Content; (b)”Derivative Material” means copyrighted 
material including derivative works and translations 
(including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, 
improvement, com pilation, abridgment or other form 
in which an existing work may be recast, transformed or 
adapted; (c) ”Distribute” means to reproduce, license, rent, 
lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d)”Open Game Content” means the game 
mechanic and includes the methods, procedures, processes 
and routines to the extent such content does not embody the 
Product Identity and is an enhancement over the prior art 
and any additional content clearly identified as Open 

Game Content by the Contributor, and means any work 
covered by this License, including translations and derivative 
works under copyright law, but specifically excludes Product 
Identity. (e) ”Product Identity” means product and 
product line names, logos and identifying marks including 
trade dress; artifacts; creatures characters; stories, storylines, 
plots, thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, formats, 
poses, concepts, themes and graphic, photographic and 
other visual or audio representations; names and descriptions 
of characters, spells, enchantments, person alities, teams, 
personas, likenesses and special abilities; places, locations, 
environments, creatures, equipment, magical or supernatural 
abilities or effects, logos, symbols, or graphic designs; and any 
other trademark or registered trademark clearly identified 
as Product identity by the owner of the Product Identity, 
and which specifically excludes the Open Game Content; (f) 
”Trademark” means the logos, names, mark, sign, motto, 
designs that are used by a Contributor to identify itself or its 
products or the associated products contributed to the Open 
Game License by the Contributor (g) ”Use”, ”Used” or 
”Using” means to use, Distribute, copy, edit, format, modify, 
trans late and otherwise create Derivative Material of Open 
Game Content. (h) ”You” or ”Your” means the licensee in 
terms of this agreement. 

  2.  The License: This License applies to any Open Game 
Content that contains a notice indicating that the Open Game 
Content may only be Used under and in terms of this License. 
You must affix such a notice to any Open Game Content that 
you Use. No terms may be added to or subtracted from this 
License except as described by the License itself. No other 
terms or conditions may be applied to any Open Game 
Content distributed using this License. 

  3.  Offer and Acceptance: By Using the Open Game 

Content You indicate Your acceptance of the terms of this 
License.
 
  4.  Grant and Consideration: In consideration for 
agreeing to use this License, the Contributors grant You a 
perpetual, worldwide, royalty-free, nonexclusive license with 
the exact terms of this License to Use, the Open Game 
Content. 

  5.  Representation of Authority to Contribute: If You 
are contributing original material as Open Game Content, 
You represent that Your Contributions are Your original 
creation and/or You have sufficient rights to grant the rights 
conveyed by this License. 

  6.  Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to include 
the exact text of the COPYRIGHT NOTICE of any Open 
Game Content You are copying, modifying or distributing, 
and You must add the title, the copyright date, and the 
copyright holder’s name to the COPYRIGHT NOTICE 
of any original Open Game Content you Distribute. 

  7.  Use of Product Identity: You agree not to Use 
any Product Identity, including as an indication as to 
compatibility, except as expressly licensed in another, 
independent Agreement with the owner of each element 
of that Product Identity. You agree not to indicate 
compatibility or co-adaptability with any Trademark or 
Registered Trademark in conjunction with a work containing 
Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark 
or Registered Trademark. The use of any Product Identity 
in Open Game Content does not constitute a challenge to 
the ownership of that Product Identity. The owner of any 
Product Identity used in Open Game Content shall retain all 
rights, title and interest in and to that Product Identity. 

  8.  Identification: If you distribute Open Game Content 
You must clearly indicate which portions of the work that you 
are distributing are Open Game Content. 

  9.  Updating the License: Wizards or its designated 
Agents may publish updated versions of this License. You 
may use any authorized version of this License to copy, 
modify and dis tribute any Open Game Content originally 
distributed under any version of this License. 

  10.  Copy of this License: You MUST include a copy 
of this License with every copy of the Open Game Content 
You Distribute. 
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  11.  Use of Contributor Credits: You may not market 
or advertise the Open Game Content using the name of any 
Contributor unless You have written permission from the 
Contributor to do so. 

  12.  Inability to Comply: If it is impossible for You to 
comply with any of the terms of this License with respect to 
some or all of the Open Game Content due to statute, judicial 
order, or governmental regulation then You may not Use 
any Open Game Material so affected. 

  13.  Termination: This License will terminate automatically 

if You fail to comply with all terms herein and fail to cure such 
breach within 30 days of becoming aware of the breach. All 
sublicenses shall survive the termination of this License. 
  14.  Reformation: If any provision of this License is held 
to be unenforceable, such provision shall be reformed only to 
the extent necessary to make it enforceable. 

  15.  COPYRIGHT NOTICE Open Game License v 
1.0a Copyright 2000, Wizards of the Coast, LLC. System 
Reference Document 5.1 Copyright 2016, Wizards of the 
Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris 
Perkins, Rodney Thompson, Peter Lee, James Wyatt, 

Regarding the use of the Spell Writing System (as 
outlined in this document), you may use the system for 
any purpose so long as you cite me (`me’ being The 
Gorilla of Destiny, @GorillaOfDestiny on tiktok, or @
GorillaOfDest on twitter) and make it clear that your 
work is not endorsed or authored by me. However, any 
spells or information you represent with this system are 
subject to the appropriate licences and conditions of their 
respective owners.

6.1 Use of Spell Writing Systemq


