TRACE COOL MATH GAMES HINTS ROOM 2

TRACE COOL MATH GAMES HINTS ROOM 2 IS A COMMON SEARCH QUERY FOR PLAYERS LOOKING TO OVERCOME THE TRICKY
CHALLENGES WITHIN THIS POPULAR ONLINE PUZZLE GAME. MANY ENTHUSIASTS FIND THEMSELVES STUMPED BY THE INTRICATE
PATHWAYS AND LOGIC REQUIRED TO SUCCESSFULLY NAVIGATE ITS LEVELS, PARTICULARLY IN THE SECOND ROOM. THIS ARTICLE
AIMS TO PROVIDE COMPREHENSIVE GUIDANCE, DETAILED SOLUTIONS, AND STRATEGIC TIPS SPECIFICALLY TAILORED FOR “TrACE:
THE LINE,” CooLMATH GAMES’ ENGAGING PUZZLE EXPERIENCE. WE WILL DELVE INTO THE CORE MECHANICS OF THE GAME,
EXPLORE COMMON STUMBLING BLOCKS IN RooMm 2, AND OFFER STEP-BY-STEP WALKTHROUGHS TO HELP YOU CONQUER EVEN THE
MOST PERPLEXING PUZZLES. BY UNDERSTANDING THE UNDERLYING PRINCIPLES AND EMPLOYING THE RIGHT TECHNIQUES, YOU'LL BE
WELL-EQUIPPED TO MASTER THE CHALLENGES PRESENTED.
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UNDERSTANDING THE CORE MECHANICS OF TRACE

AT ITS HEART, TRACE: THE LINE IS A DECEPTIVELY SIMPLE YET PROFOUNDLY CHALLENGING PUZZLE GAME. T HE FUNDAMENTAL
PREMISE REVOLVES AROUND DRAWING A SINGLE, CONTINUOUS LINE THAT MUST CONNECT A SERIES OF DOTS OR FOLLOW A
PREDETERMINED PATH WITHOUT LIFTING YOUR STYLUS OR MOUSE. THE OBJECTIVE IS TO COMPLETE THE DRAWING WITHOUT
CROSSING YOUR OWN LINE AND OFTEN WITHIN A SET NUMBER OF MOVES OR A TIME LIMIT, DEPENDING ON THE LEVEL'S SPECIFIC
PARAMETERS. THE BRILLIANCE OF TRACE LIES IN ITS ELEGANT SIMPLICITY, WHICH MASKS A DEEP STRATEGIC LAYER THAT
REQUIRES FORESIGHT, PRECISION, AND A KEEN UNDERSTANDING OF SPATIAL REASONING. [T°S NOT JUST ABOUT DRAWING;, IT’S
ABOUT PLANNING YOUR STROKES METICULOUSLY.

THE GAME INTRODUCES VARIOUS ELEMENTS AS YOU PROGRESS, ADDING LAYERS OF COMPLEXITY. THESE CAN INCLUDE
OBSTACLES THAT YOUR LINE MUST AVOID, SPECIFIC POINTS THAT MUST BE VISITED IN A CERTAIN ORDER, OR EVEN ELEMENTS
THAT INTERACT WITH YOUR DRAWN LINE. FOR INSTANCE, SOME LEVELS MIGHT FEATURE “STICkY” POINTS THAT FORCE YOUR
LINE TO ADHERE TO THEM, OR “SLIPPERY" SECTIONS THAT CAUSE YOUR LINE TO GLIDE UNCONTROLLABLY FOR A SHORT
DISTANCE. MASTERING THESE MECHANICS IS CRUCIAL, AS EACH NEW ELEMENT REQUIRES A SHIFT IN YOUR TYPICAL APPROACH.
THINKING AHEAD, ANTICIPATING HOW YOUR LINE WILL BEHAVE, AND VISUALIZING THE ENTIRE PATH BEFORE YOU START DRAWING
ARE ESSENTIAL SKILLS.

CoMMON CHALLENGES IN TRACE: RooM 2

RooM 2 oF TRACE: THE LINE OFTEN PRESENTS A SIGNIFICANT STEP UP IN DIFFICULTY FROM THE INTRODUCTORY LEVELS.
PLAYERS FREQUENTLY ENCOUNTER PUZZLES THAT DEMAND MORE INTRICATE PLANNING AND A GREATER DEGREE OF SPATIAL
AWARENESS. ONE OF THE MOST COMMON HURDLES IS THE INTRODUCTION OF MORE COMPLEX PATHWAYS WITH NUMEROUS
INTERSECTING LINES OR TIGHT CURVES. THESE ELEMENTS CAN EASILY LEAD TO ACCIDENTAL LINE CROSSINGS, IMMEDIATELY
FAILING THE LEVEL. IT’S EASY TO GET FRUSTRATED WHEN YOUR PERFECT PATH UNRAVELS DUE TO A SINGLE MISCALCULATION.

ANOTHER FREQUENT CHALLENGE INVOLVES LEVELS THAT REQUIRE A SPECIFIC SEQUENCE OF MOVEMENTS. Y OU MIGHT NEED TO
TOUCH CERTAIN DOTS IN A PARTICULAR ORDER, OR YOUR LINE MIGHT NEED TO TRACE A SHAPE THAT IS MIRRORED OR ROTATED.
THIS ADDS A LAYER OF LOGICAL DEDUCTION TO THE DRAWING ASPECT. FURTHERMORE, RooM 2 OFTEN INTRODUCES MORE
RESTRICTIVE DRAWING CONDITIONS, SUCH AS LIMITED DRAWING LENGTH OR A REDUCED NUMBER OF ALLOWED STROKES. THESE
CONSTRAINTS FORCE PLAYERS TO BE EXTREMELY EFFICIENT WITH THEIR LINECDRAWING, LEAVING NO ROOM FOR ERROR OR
UNNECESSARY DETOURS. UNDERSTANDING THESE COMMON PITFALLS IS THE FIRST STEP TOWARDS OVERCOMING THEM.

THe PeriLs ofF LINeE CROSSING

THE MOST IMMEDIATE AND COMMON FAILURE IN TRACE IS CROSSING YOUR OWN LINE. IN Room 2, THE GEOMETRIC COMPLEXITY



OF THE PUZZLES SIGNIFICANTLY INCREASES THE RISK OF THIS HAPPENING. PATHWAYS BECOME MORE CONVOLUTED, WITH TIGHT
CORNERS AND OVERLAPPING SEGMENTS. TS LIKE TRYING TO NAVIGATE A MAZE WHERE THE WALLS ARE CONSTANTLY SHIFTING.
EVEN A SLIGHT DEVIATION CAN SEND YOUR LINE CRASHING INTO A PREVIOUSLY DRAWN SEGMENT. DEVELOPING A MENTAL MAP OF
YOUR INTENDED PATH AND CAREFULLY OBSERVING THE AV AILABLE SPACE IS PARAMOUNT TO AVOID THIS FRUSTRATING
OUTCOME.

NAVIGATING SEQUENTIAL DoT CONNECTIONS

SOME OF THE TRICKIER PUZZLES IN ROOM 2 REQUIRE YOU TO CONNECT DOTS IN A SPECIFIC ORDER. THE GAME DOESN'T ALWAYS
EXPLICITLY STATE THIS ORDER, FORCING YOU TO DEDUCE IT THROUGH TRIAL AND ERROR OR BY RECOGNIZING PATTERNS. For
EXAMPLE, YOU MIGHT NEED TO CONNECT A SERIES OF DOTS THAT FORM A NUMBER, OR A SHAPE THAT, WHEN TRACED IN
SEQUENCE, REVEALS A HIDDEN CLUE. THIS INTRODUCES A PUZZLE-WITHIN-A-PUZZLE ELEMENT, WHERE LOGICAL DEDUCTION PLAYS
AS SIGNIFICANT A ROLE AS DRAWING DEXTERITY. FAILING TO FOLLOW THE CORRECT SEQUENCE MEANS YOU'LL LIKELY NEED TO
RESTART THE LEVEL.

DeALING WITH MOVEMENT CONSTRAINTS

ROOM 2 OFTEN TIGHTENS THE REINS ON HOW YOU CAN DRAW. Y OU MIGHT BE GIVEN A VERY LIMITED AMOUNT OF "INk’ TO
COMPLETE THE DRAWING, OR A STRICT LIMIT ON THE NUMBER OF SEPARATE STROKES YOU CAN MAKE. THIS FORCES PLAYERS TO
THINK ABOUT THE MOST ECONOMICAL WAY TO DRAW THE REQUIRED PATH. EVERY SEGMENT OF YOUR LINE MUST SERVE A
PURPOSE, AND THERE'S NO SPACE FOR WASTED MOTION. IT'S LIKE TRYING TO PACK A SUITCASE FOR A LONG TRIP WITH ONLY A
SMALL CARRY~-ON — EVERY ITEM MUST BE ESSENTIAL AND EFFICIENTLY PLACED.

STRATEGIC APPROACHES TO SOLVING TRACE PuzzLES

SUCCESSFULLY TACKLING THE INCREASINGLY COMPLEX PUZZLES IN TRACE REQUIRES MORE THAN JUST A STEADY HAND; IT
DEMANDS STRATEGIC THINKING. BEFORE EVEN TOUCHING YOUR MOUSE OR STYLUS, TAKE A MOMENT TO OBSERVE THE ENTIRE
PUZZLE. IDENTIFY THE STARTING POINT, THE ENDING POINT, AND ANY KEY DOTS OR SHAPES THAT NEED TO BE TRACED. Look For
AREAS WHERE YOUR LINE MIGHT BECOME CONSTRICTED OR WHERE POTENTIAL LINE CROSSINGS ARE MOST LIKELY TO OCCUR. THIS
INITIAL RECONNAISSANCE IS INVALUABLE FOR FORMULATING A PLAN.

CONSIDER THE “END GAME” AS WELL. W/HERE WILL YOUR LINE FINISH? KNOWING THE DESIRED ENDPOINT CAN HELP YOU WORK
BACK\WARD AND PLAN THE MOST EFFICIENT ROUTE. SOMETIMES/ THE MOST STRAIGHTFORWARD PATH VISUALLY ISN'T THE MOST
FUNCTIONAL ONE WITHIN THE GAME'S RULES. THINK ABOUT HOW DIFFERENT SECTIONS OF THE DRAWING CAN BE CONNECTED
LOGICALLY AND EFFICIENTLY. THIS MIGHT INVOLVE TRACING LARGER SHAPES FIRST OR CREATING A “BRIDGE” THAT ALLOWS YOU
TO ACCESS A PREVIOUSLY UNREACHABLE AREA WITHOUT CROSSING YOUR EXISTING LINE.

THE PoWER OF VISUALIZATION AND PLANNING

BEFORE YOU DRAW A SINGLE LINE, TAKE A DEEP BREATH AND VISUALIZE THE ENTIRE PROCESS. IMAGINE YOUR LINE MOVING
ACROSS THE SCREEN, CONNECTING THE DOTS, AND FORMING THE FINAL SHAPE. CAN YOU SEE ANY POTENTIAL CONFLICTS? ARE
THERE ANY AREAS WHERE YOUR LINE WILL HAVE TO SQUEEZE THROUGH A NARROW GAP? THIS MENTAL REHEARSAL IS CRUCIAL.
MANY PLAYERS FALL INTO THE TRAP OF DRAWING IMPULSIVELY, ONLY TO REALIZE THEIR MISTAKE HALFWAY THROUGH. A WELL-
PLANNED APPROACH CAN SAVE YOU A LOT OF FRUSTRATION AND REPEATED ATTEMPTS.

\X/ ORKING BACKW ARDS FROM THE SOLUTION

SOMETIMES/ THE MOST EFFECTIVE STRATEGY IS TO NOT START AT THE BEGINNING, BUT AT THE END. IDENTIFY THE FINAL DOT OR
THE CONCLUDING SEGMENT OF THE REQUIRED DRAWING. THEN, TRY TO VISUALIZE THE PATH THAT WOULD LOGICALLY LEAD YOU
TO THAT POINT. THIS ”WORKING BACKWARD"” TECHNIQUE CAN BE INCREDIBLY HELPFUL, ESPECIALLY IN PUZZLES WITH MULTIPLE
INTERCONNECTED ELEMENTS. |T HELPS YOU IDENTIFY THE CRITICAL LAST FEW STEPS, WHICH IN TURN CAN INFORM HOW YOU
SHOULD APPROACH THE EARLIER PARTS OF THE PUZZLE.



BreAkING DowN CoMPLEX PuzzLEs

IF A PUZZLE SEEMS OVERWHELMINGLY COMPLEX, DON'T TRY TO SOLVE IT ALL AT ONCE. BREAK IT DOWN INTO SMALLER, MORE
MANAGEABLE SEGMENTS. IDENTIFY DISTINCT SHAPES OR SECTIONS THAT NEED TO BE TRACED. CAN YOU DRAW ONE PART OF THE
SHAPE PERFECTLY? THEN, FIGURE OUT HOW TO CONNECT IT TO THE NEXT PART WITHOUT CREATING CONFLICTS. THIS
METHODICAL APPROACH MAKES DAUNTING PUZZLES FEEL MUCH MORE APPROACHABLE. THINK OF IT LIKE BUILDING WITH LEGOS,
YOU ASSEMBLE SMALLER COMPONENTS BEFORE PUTTING THEM ALL TOGETHER.

DETAILED HINTS AND SOLUTIONS FOR TRACE: RooM 2 LEVELS

To PROVIDE THE MOST HELPFUL GUIDANCE FOR TRACE COOL MATH GAMES HINTS ROOM 2, LET'S DELVE INTO SOME SPECIFIC
STRATEGIES FOR COMMONLY ENCOUNTERED CHALLENGING LEVELS. REMEMBERI THE EXACT LAYOUT CAN VARY SLIGHTLY
DEPENDING ON GAME UPDATES, BUT THE UNDERLYING PRINCIPLES REMAIN THE SAME. For INSTANCE, A LEVEL THAT REQUIRES
TRACING A SPECIFIC GEOMETRIC SHAPE WITH SEVERAL INTERNAL POINTS OFTEN BENEFITS FROM DRAWING THE OUTER PERIMETER
FIRST, THEN METICULOUSLY FILLING IN THE INTERNAL DETAILS. THIS ENSURES YOU HAVE A CLEAR PATH FOR THE CORE
STRUCTURE.

CONSIDER A PUZZLE WHERE YOU NEED TO CONNECT A SERIES OF DOTS THAT FORM A STAR. A COMMON MISTAKE IS TO TRY AND
DRAW EACH POINT SEQUENTIALLY. |NSTEAD, A MORE EFFICIENT APPROACH MIGHT BE TO DRAW THE OUTER SHAPE OF THE STAR
FIRST, THEN USE THE INTERNAL CONNECTIONS TO LINK THE POINTS. THIS OFTEN CREATES A SMOOTHER, MORE DIRECT PATH. For
PUZZLES WITH “BLOCKERS” THAT YOUR LINE MUST NAVIGATE AROUND, IDENTIFY THE MOST CRITICAL PATH THAT AVOIDS THESE
OBSTACLES. SOMETIMES/ A SEEMINGLY INEFFICIENT DETOUR IS ACTUALLY THE ONLY WAY TO COMPLETE THE DRAWING WITHOUT
CROSSING YOUR LINE.

LeveL 2-1: THe SIMPLE SPIRAL

THIS LEVEL OFTEN FEATURES A SPIRAL PATTERN THAT NEEDS TO BE TRACED. THE KEY HERE IS SMOOTH, CONTINUOUS MOTION.
START FROM THE OUTERMOST POINT AND DRAW INWWARDS, MAINTAINING A CONSISTENT SPEED. Avolp SUDDEN JERKS, AS THESE
CAN LEAD TO SLIGHT DEVIATIONS THAT CAUSE YOU TO CROSS YOUR LINE. |F THE SPIRAL BECOMES VERY TIGHT, IT MIGHT BE
BENEFICIAL TO SLIGHTLY ZOOM OUT (IF THE GAME ALLO\X/S) TO GET A BETTER PERSPECTIVE AND ENSURE YOUR TRAJECTORY IS
ACCURATE.

LeveL 2-2: THE INTERSECTING LINES

THIS PUZZLE TYPICALLY INVOLVES MULTIPLE LINES THAT INTERSECT. THE CHALLENGE IS TO TRACE THEM WITHOUT CROSSING.
THE BEST APPROACH IS OFTEN TO IDENTIFY WHICH LINES CAN BE DRAWN ENTIRELY WITHOUT INTERFERING WITH OTHERS. DRAW
THESE FIRST. THEN, CAREFULLY PLAN THE PATHS OF THE REMAINING LINES, LOOKING FOR GAPS OR MOMENTS WHERE YOU CAN
BRIEFLY OVERLAP WITHOUT CREATING A PERMANENT CROSSING. THINK OF IT AS THREADING A NEEDLE THROUGH A SERIES OF
LOOPS — YOU NEED TO PICK THE RIGHT ORDER.

LeveL 2-3: THE SEQUENTIAL CONNECT

HERE, YOU’LL LIKELY NEED TO CONNECT DOTS IN A SPECIFIC ORDER. LOOK FOR VISUAL CUES. DO THE DOTS FORM A NUMBER? A
LETTER? A SIMPLE SHAPE? OFTEN, THE ORDER IS IMPLIED BY THE PROGRESSION OF A FAMILIAR PATTERN. IF YOU’RE STUCK, TRY
CONNECTING DOTS THAT APPEAR CLOSE TOGETHER FIRST, OR THOSE THAT FORM THE MOST LOGICAL NEXT STEP IN A SEQUENCE.
For INSTANCE, IF DOTS FORM A ICI, YOU'D CONNECT THEM IN THE ORDER THEY APPEAR IN THE LETTER'S STROKE.

ADVANCED TIPS FOR MASTERING TRACE: THE LINE

AS YOU PROGRESS THROUGH TRACE AND BEYOND ROOM 2, YOU’LL FIND THAT A FEW ADVANCED TECHNIQUES CAN ELEVATE
YOUR GAMEPLAY SIGNIFICANTLY. ONE SUCH TECHNIQUE IS UNDERSTANDING THE GAME’S HITBOX AND THE PRECISE MOMENT YOUR



LINE IS CONSIDERED TO HAVE CROSSED ITSELF. SOMETIMES, LINES CAN APPEAR TO BE VERY CLOSE WITHOUT ACTUALLY
CROSSING, AND LEARNING TO EXPLOIT THIS SMALL MARGIN CAN BE THE DIFFERENCE BETWEEN SUCCESS AND FAILURE. THIS OFTEN
COMES WITH PRACTICE AND A KEEN EYE FOR DETAIL.

ANOTHER ADVANCED TIP INVOLVES LEARNING TO ANTICIPATE HOW THE GAME REGISTERS YOUR DRAWING. CERTAIN CURVES OR
SHARP TURNS MIGHT BEHAVE SLIGHTLY DIFFERENTLY THAN YOU EXPECT. EXPERIMENTATION ON EARLIER LEVELS, OR EVEN
REPLAYING SOLVED LEVELS WITH DIFFERENT APPROACHES, CAN HELP YOU BUILD AN INTUITION FOR THESE NUANCES.
FURTHERMORE, FOR THOSE PLAYING ON TOUCH DEVICES, PRACTICING WITH DIFFERENT FINGER PRESSURES OR STYLUS TYPES CAN
SOMETIMES YIELD BETTER CONTROL. THE GOAL IS TO ACHIEVE A LEVEL OF MASTERY WHERE THE DRAWING FEELS ALMOST
INTUITIVE.

ExpLOITING GAME PHYSICs AND HITBOXES

TRACE/ LIKE MANY GAMES, HAS UNDERLYING PHYSICS AND “HITBOXES” THAT DETERMINE WHEN A LINE IS CONSIDERED CROSSED.
SOMETIMES/ LINES CAN APPEAR TO BE INCREDIBLY CLOSE WITHOUT ACTUALLY REGISTERING AS A COLLISION. W/ITH PRACTICE,
YOU CAN LEARN TO IDENTIFY THESE SUBTLE DISTINCTIONS. THIS INVOLVES A VERY PRECISE DRAWING STYLE, AIMING TO KEEP
YOUR LINE AS CLOSE AS POSSIBLE TO EXISTING LINES WITHOUT ACTUALLY TOUCHING THEM. IT'S A DELICATE ART THAT

REW ARDS PATIENCE AND FINE MOTOR CONTROL.

DEVELOPING AN INTUITIVE DRAWING STYLE

THE MORE YOU PLAY TRACE, THE MORE YOU'LL DEVELOP AN INTUITIVE UNDERSTANDING OF HOW YOUR LINE WILL BEHAVE. THIS
COMES FROM RECOGNIZING PATTERNS, ANTICIPATING HOW CURVES WILL FORM, AND UNDERSTANDING THE GAME'S
RESPONSIVENESS. TRY TO CULTIVATE THIS INTUITION BY PLAYING REGULARLY AND PAYING ATTENTION TO YOUR MISTAKES.
WHY DID THAT LINE CROSS? W/ AS IT THE SPEED OF YOUR DRAW? THE ANGLE? LEARNING FROM THESE EXPERIENCES WILL MAKE
FUTURE PUZZLES FEEL LESS LIKE A CHALLENGE AND MORE LIKE A FAMILIAR TASK.

THE V ALUE OF REPLAYING AND EXPERIMENTATION

DON'T BE AFRAID TO REPLAY LEVELS YOU'VE ALREADY SOLVED, BUT THIS TIME, TRY A COMPLETELY DIFFERENT APPROACH. THiS
IS AN EXCELLENT WAY TO DISCOVER NEW STRATEGIES AND TO REINFORCE YOUR UNDERSTANDING OF THE GAME'S MECHANICS.
SOMETIMES, A SOLUTION THAT SEEMS OVERLY COMPLICATED MIGHT ACTUALLY BE MORE EFFICIENT. EXPERIMENTATION IS KEY TO
UNLOCKING YOUR FULL POTENTIAL IN TRACE: THE LINE AND UNDERSTANDING THE SUBTLE INTRICACIES THAT CAN MAKE ALL THE
DIFFERENCE.

FAQ

Q: WHAT IS THE PRIMARY GOAL IN TRACE: THE LINE?

A: THE PRIMARY GOAL IN TRACE: THE LINE IS TO DRAW A SINGLE, CONTINUOUS LINE THAT CONNECTS ALL THE REQUIRED POINTS
OR COMPLETES A SPECIFIC PATTERN WITHOUT CROSSING YOUR OWN LINE.

Q: WHY 1S ROOM 2 OFTEN CONSIDERED MORE DIFFICULT THAN RooM 1°

A:ROOM 2 TYPICALLY INTRODUCES MORE COMPLEX GEOMETRIC SHAPES, TIGHTER PATHWAYS, AND A GREATER NUMBER OF
INTERSECTING LINES, INCREASING THE LIKELIHOOD OF ACCIDENTAL LINE CROSSINGS AND DEMANDING MORE INTRICATE PLANNING.

Q: WHAT ARE SOME COMMON MISTAKES PLAYERS MAKE IN ROoM 2 oF TRACE?

A: COMMON MISTAKES INCLUDE DRAWING IMPULSIVELY WITHOUT PLANNING, FAILING TO NOTICE REQUIRED DOT SEQUENCES, AND
MISJUDGING THE SPACE AVAILABLE, LEADING TO LINE CROSSINGS.



Q: How cAN | AVOID CROSSING MY LINE IN TRACE PUZZLES?

A: To AVOID CROSSING YOUR LINE, IT'S CRUCIAL TO VISUALIZE THE ENTIRE PATH BEFORE DRAWING, BREAK DOWN COMPLEX
PUZZLES INTO SMALLER SECTIONS, AND METICULOUSLY PLAN YOUR STROKES, PAYING CLOSE ATTENTION TO UPCOMING
INTERSECTIONS.

QZ IS THERE A SPECIFIC ORDER FOR CONNECTING DOTS IN SOME TRACE LEVELS?

A: YES, SOME TRACE PUZZLES REQUIRE CONNECTING DOTS IN A SPECIFIC SEQUENCE, WHICH IS OFTEN IMPLIED BY VISUAL CUES OR
NUMERICAL ORDER. YOU MAY NEED TO DEDUCE THIS ORDER THROUGH OBSERVATION OR LOGICAL REASONING.

Q: WHAT DOES “WORKING BACKWARD" MEAN IN THE CONTEXT OF SOLVING TRACE
PUZZLES?

A: "\W ORKING BACKWARD" INVOLVES STARTING FROM THE INTENDED END POINT OF THE DRAWING AND PLANNING THE PATH IN
REVERSE, WHICH CAN OFTEN REVEAL THE MOST EFFICIENT AND CONFLICT-FREE ROUTE.

QI ARE THERE DIFFERENT WAYS TO APPROACH A SINGLE TRACE PUZZLE?

A: ABSOLUTELY. MANY TRACE PUZZLES CAN BE SOLVED THROUGH MULTIPLE VALID STRATEGIES. EXPERIMENTING WITH
DIFFERENT APPROACHES CAN HELP YOU DISCOVER MORE EFFICIENT METHODS OR BETTER UNDERSTAND THE GAME'S MECHANICS.

Q: HOW IMPORTANT IS SPEED WHEN PLAYING TRACE?

A: WHILE SOME LEVELS MIGHT HAVE TIME LIMITS, PRECISION IS GENERALLY MORE IMPORTANT THAN SPEED IN TRACE. RUSHING
YOUR DRAWING INCREASES THE LIKELIHOOD OF ERRORS, ESPECIALLY LINE CROSSINGS. Focus oN ACCURACY.
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