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Picross 3D is NP-complete

KAZUHIKO KusaNo ,T12 Kazuyukl NARISAwA T1
and ArUMI SHINOHARAT?

Picross 3D is a puzzle which is included in the video game with the same title, Nintendo released on
2009. Players are given a rectangular parallelepiped made of cubic blocks and try to take out the hidden
object from it breaking unwanted blocks. In this paper, we show that it is NP-complete to decide whether a
given Picross 3D has solutions by reducing 3SAT to Picross 3D. We also show that we can decide exsistence
of solutions in polynomial time if height of Picross 3D is restricted to 1 and condition of hint numbers is

ignored.
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