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CFOP (Fridrich) Method: Orientation of Last Layer - 2 Look.

Solve Edges

The first stage of 2-Look OLL is to solve the four edge pieces. Use the algorithms below to do this, depending
on whether you have no edges solved, or 2 edges solved.
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Solve Corners
The second stage of 2-Look OLL is to solve the four corner pieces. Use the algorithms below to do this
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