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Board Feature Map

embedding preset ansatz preset

¥ Input Channels (448D = 7ch x 64)
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Quantum Circuit Composer
Design and simulate quantum circuits with PennyLane (embedding part is omitted)

Node: QUANTUM, Qubits 4, Shots 1024, Rest
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Total: 4 qubits, 8 trainable params
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v quantum-377@ (4q)
Preset: angle
Input: 4D — 4D required
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Path to Output
12 nodes in path
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Board Feature Map

¥ Input Channels (448D = 7ch x 64)
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