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Abstract

We build a general theory for characterizing the computational complexity of motion plan-
ning of robot(s) through a graph of “gadgets”, where each gadget has its own state defining a
set of allowed traversals which in turn modify the gadget’s state. We study two families of such
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(Push)Push-1 is NP-hard in 2D

|[Demaine, Demaine, O’'Rourke 2000]
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(Push)Push-1 is NP-hard in 2D

|[Demaine, Demaine, O’'Rourke 2000]
| N

closing door
(directed, multi-use)

opening door

(directed, multi-use)



Presenter
Presentation Notes
Slide 10 from Lecture 4 / Figures 5 & 6 of http://erikdemaine.org/papers/CCCG2000b/


Closing Door is NP-hard
|~ Metathm 4b of Viglietta 2012}
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Opening Door + Diode is NP-hard

[~ Metathm 3 of ForiSek 2012]
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Opening Door + Diode is NP-hard
|~ Metathm 3 of ForiSek 2012]
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Super Mario Bros. is NP-Hard
|Aloupis, Demaine, Guo, Viglietta 2014
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