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 Letter Morse Tap Binary Braille Maritime Semaphore Zoni 

A .- 1 1 00001 
   

B -… 1 2 00010 
   

C -.-. 1 3 00011 
   

D -.. 1 4 00100 
   

E . 1 5 00101 
   

F ..-. 2 1 00110 
   

G --. 2 2 00111 
   

H …. 2 3 01000 
   

I .. 2 4 01001 
   

J .--- 2 5 01010 
   

K -.- 1 3 01011 
   

L .-.. 3 1 01100 
   

M -- 3 2 01101 
   

N -. 3 3 01110 
   

O --- 3 4 01111 
   

P .--. 3 5 10000 
   

Q --.- 4 1 10001 
   

R .-. 4 2 10010 
   

S … 4 3 10011 
   

T - 4 4 10100 
   

U ..- 4 5 10101 
   

V …- 5 1 10110 
   

W .-- 5 2 10111 
   

X -..- 5 3 11000 
   

Y -.-- 5 4 11001 
   

Z --.. 5 5 11010 
   

Kick Snare Hi-hat Open 

1 3 4 2 

1. Take the first letter of the serial number 

assign this letter to number 1. 

2. Take the first digit in the serial number, if 

the number is 0, assume it to be 10. Starting 

with your selected letter in step 1, move that 

many positions through the alphabet and set 

your new letter to number 2. Repeat this 

movement to get numbers 3 and 4. 

3. Have your defuser describe the position 

and objects in the pre-filled squares on the 

module. Each will correlate to a number or 

letter. (Ex: H at B1)  

4. Using these numbers(converted from 

letters), complete a 4x4  Sudoku by filling in 

the only valid entries for the remaining 

squares 

5. One square at a time, provide the defuser 

with the entry they need to assign that 

square with the number you have set it to. 

A red button means they will have to use 

morse, a blue button tap code. Some others 

will need to be entered then submitted. And 

some will cycle by clicking. Not clicking for 2 

seconds will submit on a cycle. 


