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Constraint Logic
[Hearn & Demaine 2009]
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Hamiltonicity in Grid Graphs



Hamiltonicity in Grid Graphs



100% Speedrun is NP-hard: Mario
The Lost Levels



Speedrun is NP-hard: Zelda



Speedrun is NP-hard: Metroidvania



Speedrun is NP-hard: RPG



Playing is NP-hard: Katamari



The Witness [Blow 2016]

https://youtu.be/zCU5XWyJvWg RbdJellyfish, 2018



The Witness Clue Types
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(also Kostitsyna, Löffler, Sandag, Sonke, Wulms 2018)

(Yato 2000)
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