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ABSTRACT

In the popular computer game of Tetris, the player is given a sequence of tetromino
pieces and must pack them into a rectangular gameboard initially occupied by a given
configuration of filled squares; any completely filled row of the gameboard is cleared
and all filled squares above it drop by one row. We prove that in the offline version

∗This paper is the merged version of two previous papers: “Tetris is Hard, Even to Approximate”
by Erik D. Demaine, Susan Hohenberger, and David Liben-Nowell, and “Tetris is Hard, Made
Easy” by Ron Breukelaar, Hendrik Jan Hoogeboom, and Walter A. Kosters.1,2
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