





2-Look OLL

the Last Layer) solves the top color of the last layer in 2 steps. This is part of the CFOP method. To solve the cub:
Advanced: OLL

NAME = CASE ALGORITHM =+ GROUP * BESTS | AVG =
Dot Shape ﬂ FRURUFfRURU'F 1: Edges -
I-Shape @ FRUR'U'F 1: Edges -
L-Shape ﬂ fRUR U f 1: Edges -
Antisune ﬁ RU2R' U RU'R’ 2: Corners -
H @ RUR'URURURU2ZR 2: Corners -
L @ FRRFruru'r 2: Corners -
Pi @ RU2R2ZU'R2ZU'R2UZR 2: Corners -
Sune @ RUR' URUZR' 2: Corners -
T E rurR'UrFRF 2: Corners -
u @ RZDR'U2RD'R'UZR 2: Corners -




2-Look PLL

L (Permutation of the Last Layer) solves the cube in 2 steps after completing 2-Look OLL. This is part of the CFOI
Advanced: PLL

NAME = CASE ALGORITHM GROUP # BEST+ | AVG %
Diagonal @ FRURURURFRURURFRF 1: Corners -
Headlights D RURURFR2U'RURURF 1: Corners -
PLL (H) D M2 U M2 U2 M2 U M2 2: Edges -
i i\
I
PLL (Ua) RURURURUR U R2 2: Edges -
[ i\
I
PLL (Ub) RRURUR URURUR 2: Edges -
PLL (2) ﬁ M'UM2UM2UM U2 M2 2: Edges -
N I




3x3 OLL

OLL (Orientation of the Last Layer) solves the top color of the last layer. This is the 3rd step of the CFOP method.
Beginner: 2-Look OLL | Advanced: Winter Variation, COLL

NAME = | CASE ALGORITHM * GROUP ~ |BEST* | AVG +
29 @ RURURURFUERUR Awkward Shape | -
30 @ FRER2U'R U'RURE2 Awkward Shape | -
41 @ RURURU2RFRUR U'F Awkward Shape | -
42 @ RURURU2RFRUR U'F Awkward Shape | -
39 LELULUEU L' Big Lightning -

Bolt
40 RFRURUFUR Big Lightning -
Bolt
34 @ RUR2U'RERURU'F C Shape ;
46 @ RURFRFUR C Shape -




28 @ ruUrR'UrRURU'R Corners Oriented
57 @ RUR'UMURUT Corners Oriented
21 @ RU2ZRUVRUR' U RU'R Cross
22 @ RU2ZR2ZU'R2U'R2U2ZR Cross
23 E R2D'RU2ZR'DRUZR Cross
24 E rUR'UrFRF Cross
25 @ FruURUTrFR Cross
£4
26 ﬁ RU2ZR'U'RU'R’ Cross
27 @ RUR'URU2R Cross




1 ﬂ RU2ZR2FRF U2R'FRF Dot
2 ﬂ ruru2ruU2RrR U2rRU'r Dot
3 @ rRZUR'Uru2rum Dot
4 ﬂ MU rU2r U RU R M Dot
17 @ FRFRZFURU R U M Dot
18 @ rURURU2r2U RU'R'U2r Dot
19 @ rRURUR'UMREFRF Dot
20 @ rurR"UM2URU'R" U M Dot
9 ﬂ RURURFRZUR U'F Fish Shape




10 @ RURURFRFRU2R Fish Shape
35 @ RU2R2ZFRFRU2R Fish Shape
37 @ FRERURUR Fish Shape
51 @ FURURURURF | Shape
52 ﬂ RURURUBUB'R | Shape
55 @ RFRURUR2ZFR2ZURURUR! | Shape
56 @ FUTrURURURURIUT | Shape
13 @ FURU'R2FRURU'R Knight Move
Shape
14 @ RFRURFRFUF Knight Move
Shape




15 @ FUILULUIUI Knight Move
Shape

16 @ rUFRUR U rU'F Knight Move
Shape

31 E RRUFURUR'FR P Shape

32 @ LUFULULFL P Shape

43 @ FULULF P Shape

44 @ FURU'R'F P Shape

47 ﬁ RRURFRFRFRFUR Small L Shape

48 @ FRUR'URURUF Small L Shape

49 @ ru'r2ur2Ur2U'r Small L Shape




50 @ rur2U0'r2U0r2Ur' Small L Shape

53 g Fu2LUL U LUL Ul Small L Shape

54 @ ruzR'URUR U'RU' I Small L Shape

2 FUR URU2 T Small Lightning
Bolt

8 U LU L U2] Small Lightning
Bolt

1 rURURFRFRU2F Small Lightning
Bolt

12 M'R'URURU2RURT small Lightning
Bolt

5 @ ruzLuL ul Square Shape

6 ﬂ ruzrRU'RU'r Square Shape




33 @ RUR'URFRF T Shape
45 @ FRUR U F T Shape
36 @ L'ULULULULFLF W Shape
38 ﬁ RURURURURFRF W Shape




3x3 PLL

PLL (Permutation of the Last Layer) solves the cube after OLL. This is the last step of the CFOP method.
Note: Recognize G perms with headlights (solved corners) on the left, and find where the block is.

Beginner: 2-Look PLL

NAME =

CASE

ALGORITHM %

GROUP “

BEST #

AVG ¥

Adjacent Corner

Swap

Aa @ x2D2L'U'LD2L UL -

Swap
7

Ab @ x12D2LUL'D2LUL Adjacent Corner|
Swap

F ! RUFRURURFRZUR URUR UR |AdacentCorner|
Swap

Ga | R2ZURURURU'R2U'DR URD' Adjacent Corner f
| Swap

Gb E ! RURUDR2ZUR URURUR2D Adjacent Corner f
Swap

Gc E ! R2ZU'RU'RUR UR2UD RU'R'D Adjacent Corner|
Swap

Gd E ! RUR U'DR2U'RU' R UR UR2D' Adjacent Corner|
Swap

Adjacent Corner

Ja Llll xR2FRFRU2F Ur U2 J -

*| Swap
fI .
Adjacent Corner
Jb il RURFRUR U'RFR2U'R’ J -




Adjacent Corner

Ra RU'R'U'RURDR U'RD' R U2R'

Swap
[ A

Rb F R2ZFRURU'R'FRU2R'U2R Adjacent Corner
Swap

T E | RURURFR2U'RURURF Adjacent Corner
Swap

E HC ! XLULD'LULDLULDLULD Diagonal Corner
Swap

Diagonal Corner

Na RURURURFRURURFR2ZUR U2RU'R
Swap

Nb ! gl | RURURFUFRURFRFRUR Diagonal Corner
Swap

Vv @ RURUYRFR2U R URFRF Diagonal Corner
Swap

Y @ FRURURURFRURURFRF Diagonal Corner
Swap

H D M2 U M2 U2 M2 U M2 Edges Only




-
-

Ua E :l |: | M2UMU2 MU M2 Edges Only
i \
I
Ub M2 UM U2 MU' M2 Edges Only
zZ ;‘ ; I M'UM2UM2UM U2M2 Edges Only
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