Sorted by CUBE from Highest to Lowest

WIJA ASCENSION 2026

Data Updated 1/1/2026 through 1/26/2026 Square Rank List (SRL-6
POSSQ 1] POSsQ 2] POs s3] POSsQ4 [ PossQ 5| POssQ 6
D SERIAL# CUBE SPORT* |SQ RANK*| SQ RANK*|SQ RANK*| SQ RANK* | SQ RANK*| SQ RANK*| SQUARE* | EFFICIENCY| MAXFPTS| LCS DELTA RPT* IMG* WIIA* RARITY | RARITY-LCS Delta JA TITLE
5D 3.0107.AL.1 86.60 1 1 1 2 2 4 79.17 94.04 | 315.40 46.42 3 STD FOUNDER 36.81 -9.61 @SportzCube
18D 3.0120.C1.2 82.19 1 4 1 2 1 1 83.33 81.04 | 151.90 43.99 4 FIRE FOUNDER 80.05 36.06 @SportzCube
21D 3.0123.AL1 82.04 3 2 1 1 2 1 83.33 80.75 | 340.80 44.02 2 STD FOUNDER 3521 -8.81 @SportzCube
15D 3.0117.81.1 81.47 1 1 3 2 2 1 83.33 79.60 | 115.70 42.60 3 STD FOUNDER 37.39 -5.21 @SportzCube
11D 3.0113.AL5 80.65 2 2 2 2 2 1 79.17 82.13 | 302.70 37.60 5 ICE FOUNDER 90.11 52.51 @SportzCube
7D 3.0109.A1.6 79.58 1 2 3 1 3 2 75.00 8417 | 302.50 36.20 2 csT FOUNDER 65.69 29.49 @SportzCube Hoosiers Peel The Peach
23D 3.0125.82.7 74.31 1 1 1 2 4 4 70.83 77.79 | 111.20 46.42 3 LG FRIEND 83.19 36.77 @Cowboy_J The World Needs More Cowboys
4D 3.0106.A1.1 71.02 3 2 3 2 3 2 62.50 79.54 | 265.40 38.60 3 STD FOUNDER 44.63 6.03 @SportzCube
10D 3.0112.CL.1 69.27 4 3 1 2 1 3 66.67 71.88 | 155.40 19.82 2 STD FOUNDER 59.74 39.92 @SportzCube
8D 3.0110.81.1 68.83 3 1 1 4 1 4 66.67 70.99 | 119.60 4339 3 STD FOUNDER 36.60 -6.79 @SportzCube
3D 3.0105.CL.1 68.18 1 4 1 4 1 3 66.67 69.69 | 125.70 41.16 3 STD FOUNDER 38.40 -2.76 @SportzCube
130 3.0115.C1.1 64.74 4 2 1 2 3 1 70.83 58.64 | 209.40 45.62 2 STD FOUNDER 37.94 -7.68 @SportzCube
20D 3.0122.CL.1 62.88 1 1 2 3 4 4 62.50 63.27 | 160.90 33.00 2 STD FOUNDER 50.56 17.56 @SportzCube
9D 3.0111.81.1 5931 3 2 2 4 4 1 5833 60.28 99.20 4157 2 STD FOUNDER 36.42 -5.16 @SportzCube
220 3.0124.CL.1 58.41 4 1 4 2 3 3 54.17 62.66 | 193.90 41.20 2 STD FOUNDER 35.16 -6.04 @SportzCube
120 3.0114.A1.1 58.03 2 4 1 4 4 1 58.33 57.72 | 311.00 39.96 3 STD FOUNDER 37.26 -2.70 @SportzCube
17D 3.0119.AL6 56.37 2 4 1 4 2 4 54.17 58.58 | 323.00 39.96 3 csT FOUNDER 42.73 2.77 @SportzCube Hoo Hoo Hoo Hoosiers
6D 3.0108.C1.6 55.97 NHL 3 2 4 4 3 1 54.17 57.76 | 161.00 43.77 2 csT FOUNDER 39.25 -4.52 @SportzCube Hurricane Hacienda
19D 3.0121.AL1 55.04 4 4 1 3 2 3 54.17 5592 | 311.90 32.79 2 STD FOUNDER 43.24 1045 @SportzCube
1D 3.0102.A1.1 53.38 1 1 3 4 3 4 58.33 58.42 | 287.40 4257 2 STD FOUNDER 34.65 7.92 @SportzCube
2D 3.0104.B1.1 52.99 NFL 4 2 2 1 4 3 5833 47.65 | 112.90 36.60 2 STD FOUNDER 41.39 4.79 @SportzCube
14D 3.0116.81.1 48.00 NFL 3 4 4 1 3 2 54.17 4184 | 117.60 36.97 2 STD FOUNDER 39.82 2.84 @SportzCube
16D 3.0117.B1.1 47.97 NFL 2 4 4 1 3 4 50.00 45.95 92.50 36.97 3 STD FOUNDER 47.02 10.04 @SportzCube
24D 3.0126.C1.1 3453 NHL 3 1 4 2 4 4 50.00 19.05 | 162.20 43.80 3 STD FOUNDER 35.16 -8.64 @SportzCube

* Indicates Attribute Included in Rarity

Certification

1/27/2025




SPORTZCUBE CREATION 2025

How to use the table
Each WIJA produced by Jonnie Aces playing sportzcube.com results in a combination of 11 different attributes which are listed in the tables below
Rarity is calculated by how frequently each attribute occurs
An overall rarity score is calculated as the sum of 1/Rarity of all attributes and recorded for each individual WIJA
A Least Common Sequence (LCS) score is calculated for each WIJA and LCS Delta represents (LCS Base-LCS)

Data Updated 1/1/2026 through 1/26/2026

| ATTRIBUTE 1 LEGEND
[SPORT NUMBER RARITY ATTRIBUTE 1 SPORT
0 0.00% ATTRIBUTE 2 SQUARE RANK POS SQUARE 1
7 29.17% ATTRIBUTE 3 SQUARE RANK POS SQUARE 2
9 37.50% ATTRIBUTE 4 SQUARE RANK POS SQUARE 3
8 33.33% ATTRIBUTE 5 SQUARE RANK POS SQUARE 4
24 ATTRIBUTE 6 SQUARE RANK POS SQUARE 5
ATTRIBUTE 7 SQUARE RANK POS SQUARE 6
SQUARE RANK 1 2 2 4 TOTAL ATTRIBUTE 8 WIA
ATTRIBUTE2  |POS SQUARE 1 8 B] 8 5 24 ATTRIBUTE 9 SQUARE
RARITY 33.33% 12.50% 33.33% 20.83% ATTRIBUTE 10 REPEAT (RPT)
ATTRIBUTE 3  |POS SQUARE 2 8 8 1 7 24 ATTRIBUTE 11 IMAGE (IMG)
RARITY 33.33% 33.33% 4.17% 29.17%
ATTRIBUTE4 _|POS SQUARE 3 1 4 4 5 24 Definitions
RARITY 45.83% 16.67% 16.67% 20.83% ATTRIBUTE 1 Sport played for the Daily Cube
ATTRIBUTE5 |POS SQUARE 4 5 10 2 7 24 ATTRIBUTE 2 Square Rank Achieved (1-4) for the given Position Square
RARITY 20.83% 41.67% 8.33% 29.17% ATTRIBUTE 3 Square Rank Achieved (1-4) for the given Position Square
ATTRIBUTE6 |POS SQUARE 5 4 6 8 6 24 ATTRIBUTE 4 Square Rank Achieved (1-4) for the given Position Square
RARITY 16.67% 25.00% 33.33% 25.00% ATTRIBUTE 5 Square Rank Achieved (1-4) for the given Position Square
ATTRIBUTE 7  |POS SQUARE 6 8 2 5 8 24 ATTRIBUTE 6 Square Rank Achieved (1-4) for the given Position Square
RARITY 33.33% 12.50% 20.83% 33.33% ATTRIBUTE 7 Square Rank Achieved (1-4) for the given Position Square
ATTRIBUTE 8 Who is Jonnie Aces for the Day
ATTRIBUTE 8 ATTRIBUTE 9 (Sum of Square Points Achieved)/6
WIA NUMBER RARITY ATTRIBUTE 10 Number of Times a Square Rank Repeats
FOUNDER 23 95.83% ATTRIBUTE 11 Background Image Dictated by Repeat Unless Custom or College*
FRIEND 1 4.17% *RPT 2,3 yield Standard(STD) Image
FELLOWX 0 0.00%
FELLOW 0 0.00%
TOTAL 24
ATTRIBUTE 9 ATTRIBUTE 10
SQ TOTAL* SQ PTS** SQUARE NUMBER RARITY RPT NUMBER RARITY
6 600 100.00 0 0.00% 6 0 0.00%
7 575 95.83 0 0.00% 5 1 4.17%
8 550 91.67 0 0.00% 4 1 4.17%
9 525 87.50 0 0.00% 3 11 45.83%
10 500 83.33 3 12.50% 2 11 45.83%
11 475 79.17 2 8.33% TOTAL 24
12 450 75.00 1 4.17%
13 425 70.83 2 8.33%
14 400 66.67 3 12.50%
15 375 62.50 2 8.33% ATTRIBUTE 11
16 350 58.33 4 16.67% IMG NUMBER RARITY
17 325 54.17 5 20.83% COLLEGE (CLG) 1 4.17%
18 300 50.00 2 8.33% CUSTOM (CST) 3 12.50%
19 275 45.83 0 0.00% GRAIL* 0 0.00%
20 250 41.67 0 0.00% GOLD 0 0.00%
21 225 37.50 0 0.00% ICE 1 4.17%
22 200 33.33 0 0.00% FIRE 1 4.17%
23 175 29.17 0 0.00% STANDARD (STD) 18 75.00%
24 150 25.00 0 0.00% TOTAL 24
TOTAL 24 *Defined as Perfect Cube with Repeat as 1-1-1-1-1-1
*Sum of Position Square Ranks Achieved
**Sum of Square Points awarded using table below
LEAST COMMON SEQUENCE
Pos Sq Rank Sq Pts Awarded POS SQ 1 POS SQ 2 POS SQ 3 POS SQ 4 POS SQ 5 POS SQ 6
100 I Least Common PSR 2 3 3 3 1 2 LCS Base*
2 75 I 1/Rarity 8.00 24.00 6.00 12.00 6.00 8.00 64.00
3 50 *Least Common Sequence Base (LCS Base)
4 25 LCS Base establishes a baseline for which Position Square Ranks occur least frequently in each subsequent position square

It is calculated in each position by 1/Rarity Position Square Rank
LCS Base=sum of (1/Rarity Position Square Ranks)



