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OPENING: So that the readers will have some indication as to what exactly this paper is all about, the 
author is adding this opening in July of 2001. 
 
The origin is unknown, but was set forth in 1831 and from that point on there has been promulgated by 
the infallible mathematical establishment that it is impossible to solve what is known as “the multiple 
body” problem or The Salesman Problem (TSP). That is, the more numbers of points (operations) to be 
connected, the greater the number of possible “solutions” that are required. It is the purpose of this paper 
to show that the formula is, and its assumed results by the current establishments, are totally false. 
 
WORDS: Path/tour means the connection between any two or more points or the entire path. That it is 
the Length is automatically implied. How the word is used should be self-evident. Answer(s) is/are the 
numerical value(s) of the Length. Home is the chosen starting point. Point = city. 
 
The mathematicians have set up a problem that is called the P vs. NP Problem. I am now going to quote 
directly from a website that has offered $1,000,000.00 for its solution. The readers can draw their own 
conclusions. 
 
1. The Statement of the Problem 
 

The P versus NP problem is to determine whether every language accepted by some 
nondeterministic algorithm in polynomial time is also accepted by some (deterministic) 
algorithm in polynomial time. 

 
First what do the words mean?   
Algorithm n. 1. A set of rules for solving a problem in a finite number of steps, as for finding the 
greatest common divisor. 2. A sequence of steps designed for programming a computer to solve a 
specific problem. 
Polynomial  adj. 1. Consisting of or characterized by two or more names or terms – n. 
2. An algebraic expression consisting of the sum of two or more terms. 
Time, take your pick. 
 
Now the term “polynomial time” is an absurdity. Since when (as currently accepted) is or are there two 
“times”? Next, time has absolutely nothing to do with the original problem and ONLY when it is applied 
to the real or practical world. Lastly, how can something be both non-deterministic and deterministic 
(opposites) at the same time? I can only surmise what they really mean. IF one solves the problem in an 
“infinite” (a very large number) number of steps, then the identical problem can be shown to have been 
proved in a lesser number of steps. Does this mean the lesser then has even lesser steps? Who knows?  
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This is not all. In other correspondence other qualifications where thrown in that made no sense either. 
There has been added over time to the original problem many interpretations by many others that further 
confused the simple primary issue. Too many cooks spoil the soup. This will all be clarified when you 
reach the end of this paper. With this the author stops. 
 

PART 1 
 
In the October 1996 issue of SCIENTIFIC AMERICAN, there was an article by Dr. John L. Casti, 
"Confronting Science's Logical Limits".  Basically, it was mathematical applications plus other 
comments.  One of the subjects was called "The Salesman Problem". 
 
As usual, there were not enough rules to actually establish what this problem incurred; so under the 
following assumptions, these are the rules of the game.  A salesman leaves his home base and travels to 
many cities at a fixed Length apart from one another..  The problem posed was:  What is the shortest 
path Length to cover all of the cities?  To make it complete then, [1] does the salesman simply cover all 
of the cities and not return to home base or [2] does he return to home base?  The next is by what means 
of transportation?  In reality, if he drove a car. then the problem is; how many connecting roads are there 
between the cities?  If he was permitted to fly, then no roads needed if he used a helicopter.  Can he or 
cannot he not choose his home base? 
 
In accordance with the article and the mathematicians, depending on the number of cities, the number of 
possible routes are then, say for 100, 100 x 99 x 98 x 97 x 96, etc., or an extremely large number of 
possible combinations requiring improbable time to solve on the fastest computers known today. For 
100 cities it then takes; 100 x 99 x 98 x 97 etc. calculations. For 100 cities it is about 9.3332621 > x 
10157. Even for 30 cities it is about 2.65 > x 1032. That is mathematical theory.  Solve every possible 
combination and then find the shortest path.  By adding two rules, the problem is drastically reduced.  
First, he does not return to any previous stop and does not use Mirror Images (there are three others 
besides the first, so chosen on a two-dimensional surface) since they give the same answer.  That is only 
for starters. 
 
Since these rules change the problem, then there will be set up the optimum rules as the start, which can 
then be modified to any of the combinations set forth within the problem itself.  There will be chosen the 
following rules:  The salesman does not go home and then does go home, and he flies the helicopter, and 
he can choose his home base. 
 
The problem is easily solved using simple drawings, mathematics and logic.  For [1] there are three 
solutions and for [2] there is only one solution which is one of the three for [1]. 
 
Making a dot matrix does this. The author used 25 or a 5 x 5 dot matrix as shown, and then connect the 
dots as shown in FIG.(59-1).  A. is the matrix, B. is the “saw-tooth” or square wave solution, C. is the 
“key” path, and D. is the spiral path. 
 

 
 A     B     C     D               E                                     
                 

FIGURE 1 
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For [1] any of the three, B - D, gives the same shortest path solution not to home, that is number of dots 
minus 1 [CHAOS again] times Length apart (24 stops) and for D, 24 stops x Length apart + the diagonal 
Length from end to home, the shortest, or, 25 stops total.  The solution was not to use any diagonal 
path(s) for covering all the stops to begin with. 
 
The solution is that SUM = PARTS. The shortest path is a “straight” segment that includes the total 
number of shortest segments added up.  This can be crudely illustrated or, by using a physical model, 
which is the familiar 6-foot carpenter's folding rule. The total Length from one end to the other of the 
same is always 6 feet.  Now imagine or actually use the rule and unfold it out.  Then you can fold it 
about any pivot pin, etc. Consider any one end the salesman's home.  For the longest return to home, that 
“diagonal” is then the rule stretched out straight and the salesman has to go home along this longest 
straight path back home from the furthermost end.  This is the counter-problem or what would be the 
longest path to return home. 
 
Here it gets messy or minutiae.  The next is to bend the straightened out rule in half, and fold, so that the 
two ends nearly touch or a “V” shape.  No change for [1], and for [2], only the Length to go from the 
tips or back home.  Now fold in three parts, a triangle, and let the tips nearly touch again.  One can make 
a number of polygons in this manner, the largest is a regular polygon (circular) with the ends not quite 
touching once again.  All of these “solutions” require the stops to be on the surface of those regular 
geometrical figures.  
 
Now fold same in the paths shown in B, C, and D and the total path Length is still 6 feet with shortest 
diagonal return home that of D.  Since it can be flexed into a 3-dimensional or Volume space, the result 
is the same with one exception.  You can bring the far end slightly above the starting end (home) for the 
shortest “diagonal”. We will ignore this three- dimensional version, again, for optimum results and 
simplicity. 
 
The reason the carpenter's rule is not a perfect model is that it can be folded to other configurations 
which changes the solution, as shown in E.  If this were a real world problem, then it requires yet other 
changes to the solutions or the rules needed to resolve it.  For E.,  the solution rule needed to be added, 

and is, that any two adjoining angles of the segments less than 90o, the shortest path is the lesser of the 
Length they are apart, etc.  Simply, it is really the implied rule that the shortest path is the sum of the 
total shortest paths.  Say in the real world and road rule, if one stop had only one road into it, then the 
rule is that the reverse path (retrace) out is permissible.  All other minutiae will forthwith be ignored.  
These rules could be easily put in a computer software program to solve the problem with ease. 
 
The readers may want to try the spiral solution with a series of random dots drawn on a piece of paper.  
Close your eyes and simply hit the paper 25 times or whatever.  Start at the furthermost dot from the 
center of the paper towards any corner as the home.  Then draw a spiral going in any direction 
connecting the outer dots and winding inward until you hit the closest “center” dot for solution [1] and 
from that to home for [2]. In case this is not clear, say you start in upper left corner that has a dot close 
by.  Now slide a ruler or straightedge parallel to the left edge across the paper to the right.  When you 
uncover any dot, that is the closest dot from the top edge of the paper, connect to start.  Then slide it 
again until you hit another dot closest to second and top of paper, again, and connect it to second dot. 
When you reach the right edge, put the rule horizontal to top and slide down the paper, repeating 
connecting the dots, as they are exposed closest to the right edge of the paper until you hit the bottom 
edge; then put the rule vertical again, from right edge, and go across the paper and repeat upwards, 
across top again, etc.  See NOTES #1. 
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To visually understand this, consider that you have the dot matrix drawn on a thin rubber sheet to start.  
Now you can pull that sheet any Length in any direction or directions and distort that matrix or, you are 
creating a topological map. The shortest Lengths between the dots change so that the total path Length 
changes; but that path is still the shortest path.  It is simply longer than the optimum path Length. 
 
Next, take a couple, or more, wood pencils and press the eraser down on that sheet and upwards from 
the bottom and you create hills, valleys, mountain peaks and gorges.  Again, the total path Length 
changes, but the shortest path Length does not. Only its total Length is longer than the optimum one, 
once again.  This is still only a two- dimensional surface, which when projected back, is a flat plane 
again. 
 
The Salesman Problem was not a problem.  It was the mathematician’s usual obfuscation (smoke, 
mirrors and misinformation) and setting up some arbitrary/vague rules to confuse the issue. The 
multiplication of the stops was the longest path solution to start with. 
 
Going back into the previous chapters, there was Parkinson's Law for work and that the electron jumped 
in a spiral when creating light, etc.  It is now easily seen that the spiral path (which straightens out into 
the light Wavetrain as a segment of finite Length), was simply obeying Mother Nature.  That spiral was 
the optimum permitted shortest path.  So as to be correct, the work done is path independent (see any 
textbook on work) so that the electron could (highly improbable) go into the saw-tooth or key path and 
give the identical end results.  In this case, it is obviously not so; but again, can never be proven to be 
otherwise.  
 
Mother Nature has all the answers to begin with.  It is only the foolish mathematicians/scientists keep 
trying to “explain” the causation with complicated solutions or far-out theories and absurd mathematics.  
As usual, they are doing things backwards.  The cross-section of the Pearly Nautilus shell (Archimedian 
spiral) or the arrangements of Sunflower seeds are in that spiral or shortest path (connecting) 
configuration.  That is but a variation of the packing problem for the Sunflower seeds.  What 
Buckyballs, and now Buckytubes, viruses, etc., really look like has already been covered.  Simply, the 
same axiom, SUM = PARTS covers all of the various “problems” that are one and the same, just given 
different names.  Parkinson's Law on work, work itself, packing problems, salesman problem, folding 
(of amino acids as an example) problem, Buckyballs, light production and too many others to list, are 
one and the same.  
 
Therefore, the mathematicians/scientists use “mathematics” to prove that which has already been proven 
by using Fibonacci Series, or whatever, to show that one is the other. Mother Nature or GOD came 
before mathematicians, not after. What this does is prove that it is Segmatics which exists in the real 
world and not point and pi mathematics as currently believed. 
 
Now it doesn't take a high IQ nor a Ph.D. in mathematics for a human to figure out how to mow the 
grass using the least effort or path Length.  For a “rectangular” plot it is normally mowed in the square 
“wave” format, the spiral path less often; and for ovals or circles, normally in the spiral format. In 
reality, the spiral path takes less physical (human body) work than the square wave path, i.e., a 90-
degree turn for spiral vs. 360 degree for square wave or “around” the outer part of the rectangle and then 
inward in the spiral, no changes in degrees required.  
 
As Shakespeare wrote, "Much ado about nothing." 
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ADDED June 2000: 
 
Upon further reflection, the carpenter’s rule requires another set of rules to complete the problem. This 
is assuming that the Length between the cities (pivots) is fixed. 
 
To go back to the original discussion, the rule when extended from a zigzag to its full stretched our form 
has the identical shortest path, but only when the pivot points’ Length from its adjoining segments is 
equal to or greater than the Length between the pivot points on any one segment. 
 
When the angle is such between two adjoining segments is less than the Length between the pivot points 
of any one segment, then the minimum path becomes less. When all of the pivot points are closer than 
the pivot point separation Length, the solution becomes the square wave one (a rectangle as shown in 
FIGURE 1 (E) and becomes the relative minimum until the rule is finally folded back up to its original 
configuration for the absolute minimum path. 
 
If the rule is extended and then the two ends are connected with a pivot, the minimum path remains 
fixed (a Pirkle, segmented “polygon”) regardless of how the Pirkle is configured as long as none of the 
pivots are permitted to overlap another, i.e., two or more adjoining segments laid on top of one another. 
See NOTES #4: 
 

PART 2 
 

1: THE PROBLEM: 
 
There has been stated for an unknown number of years and taught and believed that to perform the 
necessary calculations (theoretical) for The Salesman Problem is found from the formula: Calculations =  
N x N-1 x N-2 - - -N-(N-1) . (1) The problem was not with small numbers, but with large numbers of 
points (N).  
 
2: THE RULES: 

 
As the author has set forth in the past, the rules governing such problems are rather vague and are not 
chiseled in stone. This causes complications and many interpretations by those involved. For the purpose 
of this paper, it is The Salesman Problem that will be used. This problem is stated as: How many paths 
could a salesman take to cover the cities visiting each only once? According to the formula that is the 
number of possibilities. Then: What is the shortest connecting path? 
 
However, what is wrong is this statement is not fully clarified. Does the salesman start from “home” and 
only to the last city? Or, does he go back “home”? The formula  (1) is for the latter. There is also the 
problem whether or not he can “backtrack” or go back through the same city twice.  It will be assumed 
for the current rules that the points must be random. If there are three cities on a straight-line path, then 
he has to; or may not, depending on the additional number of cities. For the purpose of this paper, it will 
be assumed that none of the points lie on such a line, but is immaterial in the end.  
 
The importance of this problem is of a practical nature. What are the shortest paths (communications) to 
wire up an IC or motherboard? What is the shortest lengths of wire or cable to wire up a number of 
cities? One of the major problems today is predicting the folding of amino acids. In accordance with the 
current physics and mathematics dogma, these solutions require a super-computer, special algorithms, 
and lots of computer running time. The web on the GOOGLE search engine has over 148,000 listings. In 
1998 the record was held by a group at Rice University in Houston, Texas, The Center for Research on 
Parallel Computation (CRPC) [now dissolved] who solved it for 3038 cities.  



 6 

This took one and a half years of computer time. In April of 2001 the team of David Applegate, Robert 
Bixby, Vasek Chvátal (sp), and William Cook in collaboration with Rutgers Bell Communications 
Research and AT&T Bell Laboratories found the solution for 15,112 cities.  
 
This program ran from August 2000 to April 2001, running only when the PC’s were not being used for 
other purposes. Not to be disrespectful, but there has been no duplication(s) as normally required in 
science for this type of claim, nor is there any real proof that such was actually the correct solution. See 
NOTES #2. 
 
About 5 years ago the author mechanically solved The Salesman Problem using nothing more than pen, 
paper, and a straight edge. There turned out to be three fundamental solutions plus a special 
configuration. Each of the first three only requires the identical number of connecting lines as there are 
connections. If you have 64 cities then you only need to make 64 shortest connections. Every 
fundamental solution gave the identical answer for 64 Homes. Therefore, there is only one shortest 
length having the identical length for any given number of cities over 2. 
 
Efforts to bring this to the attention of that group at Rice, the American Mathematical Society, various 
journals, the media, etc. met with total silence, a.k.a. stonewalling. Naturally, as this was anathema to 
one and all concerned. Simply, it showed all of their beliefs about the formula and how they believed 
(claimed) it should be solved was shown to be absolutely false. The loss of untold billions of dollars 
(equivalent worldwide) of government funding (grants) to continue their current line of research would 
be cut off. That absolutely could not be permitted to happen. This is human nature, unfortunately, as set 
forth by the saying: Ride the horse ‘til it drops dead. 
 
There occurred to the author, a sudden inspiration, on June 27, 2001 in the mid AM that there was 
another solution to The Salesman Problem. To the best of my knowledge, as the author found out a few 
days later, it has rarely ever been considered so the author was not the first. What is the longest path 
length? 
 

PART 3 
 
The author immediately then drew 8 points and connected the points using visual observation in the 
longest path configuration. Then to double-check there was used 7 points for the full solution and made 
the connections using a compass (or use a pair of dividers). The results totally demolished the original 
formula in more ways than one. Excluding the circle that does not permit any cross-over results in the 
shortest and longest paths being identical, for other polygonal geometrical figures the shortest path will 
be the “perimeter” connections. The formula is: P = NL (2) where L is the identical path between any 
two points. For the longest such will be as so set forth in this paper following. This involves more 
complications, segmented ellipses, “polygons” with one segment longer or shorter than the rest, ones 
with all different lengths, etc. than needs to be discussed here, i.e. Pirkles. 
 
Starting from the beginning, for the figures the author used random points. The results are shown in 
TABLE 1. 
 
The author needs to explain the results for 7 points. As the author show why later, the author did not do 
all of the possible combinations for this number of points. Therefore, there are probably many other 
longest paths for more points that eventually resulted in being immaterial or a moot point. 
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TABLE 1 
N     # Connections Old     # Actual Solutions For Longest 
 1                  0                          0 
 2                  2 (but is same)    1  Is both the shortest and longest path. Random impossible. 
 3                  6                          1  Lengths identical so is both the shortest and longest. 
 4          24   1  3 the identical longest Length  
 5                120   1  3 the identical longest Length 
 7                1680              1  2 (at least) the identical longest Length 
 
It is obvious that starting with 4 points and beyond there is only one solution for the longest Length. The 
question is: Why or how does this happen? 
 
What was totally overlooked is connecting a series of points does not result in just one possible 
connection or solution per the original formula. Consider the following number of points starting with 1 
and back to 1: 1-2-3-4-5-1. That is identical to 1-5-4-3-2-1. First mistake. It makes no difference in 
which direction the salesman is going as that is not part of the rules, and never was, of the problem. It is 
only how long or short is this path. Then, the second mistake is one can start from home anywhere in 
this “chain” (not necessarily a “loop”) and all give the identical paths: 2-3-4-5-1-2, 2-1-5-4-3-2, etc.  
 
The immediate end result is that the number of calculations (solutions) required is drastically cut. For 4 
points, there are only 4 groups with 6 possibilities = 24. However, within each group are two identical 
answers leaving 3 groups. Then those identical possibilities are identical in each of the other remaining 3 
groups. The end result is, there are only 3 separate identical answers = total of 8 in the groups. 
Therefore, 3 x 8 = 24. Note that only 6 connections are required. These Lengths between points will play 
an important point when solving the problem in reality. 
 
The groups are shown in the following table. For this table, the Lengths (units of) between each of the 
points are: 1-2 = 8, 1-3 = 6, 1-4 = 20, 2-3 = 4, 2-4 = 13, and 3-4 = 10. 
Note that only 6 connections are required. 
 

TABLE 2 
d1  1-2-3-4-1  d1  2-1-4-3-2  d1  3-2-1-4-3  d1  4-1-2-3-4 
d1  1-4-3-2-1  d1  2-3-4-1-2  d1  3-4-1-2-3  d1  4-3-2-1-4  
d2  1-3-4-2-1  d2  2-1-3-4-2  d2  3-1-2-4-3  d2  4-2-1-3-4 
d2  1-2-4-3-1              d2  2-4-3-1-2  d2  3-4-2-1-3  d2  4-3-1-2-4 
d3  1-3-2-4-1  d3  2-3-1-4-2  d3  3-1-4-2-3  d3  4-1-3-2-4 

 d3  1-4-2-3-1  d3  2-4-1-3-2  d3  3-2-4-1-2  d3  4-2-3-1-4 
  
The actual Length for d1 is 42, d2 is 37, and d3 is 43. Therefore, all of the solutions for d3 is the longest 
Length. In this case, the shortest Length is d2, and that makes d1 shorter than the longest and longer than 
the shortest or the in-between Length. 
 
Unwittingly the author had, by serendipity, discovered how to find the shortest path mathematically. 
 
For the longest it is only necessary to write a very simple software program using the unit lengths. Start 
the “search” with the longest one and put in memory. Then find the next from the last point to the next 
longest one (put in memory), and repeat to the last open point and connect it to the starting point (put in 
memory). That is the answer. To be sure, repeat using the next Home point. Then compare the results to 
find the longest path and how many have this identical answer. 
 
For the shortest path go backwards using the shortest to start etc.; obvious. 
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It is obvious that even an off the shelf PC with about 700 MHz (clock rate) can solve this problems for a 
small number of points (even 100) in fractions of a second. 
 
What has been set forth up to this point, was to show how the longest path solution was found. To 
actually find the optimum number of complete calculations requires only the number equal to the 
number of points. The following FIGURE shows closely the 5 points the author used.  Note that 5 is 
inside the “loop”. Connect 1-2-3-4-1 for the loop. 5 is “inside” the loop. I call connecting 1-5-2-3-4-1 or 
1-3-2-5-4-1 (has a cross-over) a “chain”. 
 
    3 

    .  
       
       
           5 .    FIGURE 2 
      .  4 
        2 . 
 

1 . 
 

For 5 points, due to duplications, 10 in number, then gives the following 5 primary solutions:                
1-3-2-4-5-1, 2-3-1-4-5-2-, 3-1-4-2-5-3, 4-2-3-1-5-4, and 5-1-3-2-4-5.  For brevity, how this is done 
mechanically and obviously can be done using yet another software program is given at the end of this 
paper. 
 
The readers can print this page out and make the 5 primary connections. Start with 1 as Home and make 
the first connections. Then repeat for H2 etc. You will end up with five figures, but three figures are 
identical, H1, H4, and H5. 
 
The lengths used were: 1-2 = 22, 2-3 =80, 3-4 = 34, 4-5 = 25, 2-5 = 54, 3-5 = 31,  
4-1 = 75, 4-2 = 76, 1-3 = 88, and 1-5 = 58 or a total of 2 x N = 10. 
 
The actual formula is counterintuitive to the current formula. The new true formula for the connections 
in theory is: C = N-1 + N-2 + N-3 + N-4 . . .. (3), so that for 5 points, the connections are 4 + 3 + 2 + 1 
= 10. However, due to duplications, d = 2 x N (4), the number of calculations can be reduced as 
previously set forth.  
 
For the solution to the shortest and longest path, there is only required 2 x N (5) solutions. Since each 
solution requires N paths to be added, then the total steps (step = a single complete operation) are:         
S = 2 x N x N = 2N2. (6) Hence for 7 points there is not 1680 but only 98.  See NOTES #3. 
 
The end result for the longest path Length is: 
1. The current formula is not the actual number of calculations required. 
2. The number of possible connecting lines is equal to number of points for the final solution.[Identical 

as for the shortest solution.] 
3. It can be solved for all practical purposes within the time allocated (assuming using the fastest 

computer available) once the proper software is written, even for a million points.  
4. The number of connections is per the new formula. For 100 points there would be only 

4950 connections or set-up excluded, 20,000 steps to solve for either of the two paths. 
5. To actually set forth the rules to cover all possibilities can be done. It is not for here as it involves 

many complicated and yet unknown to any establishment many new mathematical discoveries by 
this author. There are some others yet to be solved. 
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Once the basic concept is understood, there are probably other possible shortcuts that can be made by 
the software programmers to reduce the number of actual operations required. 
 
Finally, this new method can be used to solve the TSP in 3-dimensions (volume) 
 
1. WRAP-UP: 
 
The current believed formula for the solution and all the other beliefs so attached to it for The Salesman 
Problem are absolutely false. It can easily be solved as a practical matter, using the new methods set 
forth in this paper. The end result is that such will give both the shortest and longest path lengths for the 
number of points in question by either mechanical, mathematical or a combination of both in 
practicality, means. 
 
For either the shortest or longest path there is only one answer for any solution. In which sequence is 
immaterial according to the rules. Excluding the one shortest and longest path, all the other paths are 
longer than the shortest or shorter than the longest when there are 4 or more points. 
 
For the optimum solution to the longest, there is only required the number of (for the total path) the 
number of primary solutions equal to number of the points to be connected. The proof follows. 
 
This was how the author did it mechanically using the compass. You set one point on the Home point 
and find the next point that is at the furthest length away. Swing the compass in a circle to be sure that 
none of the other points are outside this circle. Draw a line between Home and that point. Set the 
compass point on this point and find the next furthest point from that one repeating the swinging of the 
compass. Repeat this process until there is only one point still unconnected. Connect that point to Home. 
 
Then, use another point as the Home and repeat the process as for the first Home point. Repeat until you 
then have the identical number of diagrams as the number of Home points. For 7 points you will have 7 
diagrams. Due to duplications, that will be all that are necessary. Solve one time (49 additions required) 
for the connecting lengths for each solution, as all the rest are duplicates. Find the longest path from one 
or more of the 7 answers. For the shortest there are 49 additions, so that the total is 2 x 49 = 98 as 
previously so set forth. That is it! The author did NOT say that this was the actual number required. For 
5 points it only takes 15 as three figures are identical; so 3 x 5 = 15 steps. Theory is not necessarily 
reality. 
 
Though the readers may not understand the end of this sentence, the author calls this (and any other such 
solutions) The Thomas Edison Common Sense Solution. 

 
2. CONCLUSIONS FOR THE TSP: 
 
1. The old formula is true only as to the maximum possible connections required. 
2. The solution based on the new formulae is useable in either two or three dimensions. 
3. There are a maximum number of required steps in theory, but that can be reduced to a smaller 

optimum value in reality. 
4. It no longer takes “extremely long times” to solve the TSP. 
5. The TSP can be easily solved for all practical purposes using mechanical or electronic (calculators) 

means. How many points would dependent only on the speed of the human/calculator and time 
allocated. (One of Parkinson’s Laws.) 

6. The longest and shortest paths may be identical. 
7. There is only one longest and one shortest path for 4 or more random points. 



 10 

8. Where there is a longest and a shortest path and additional paths, the other paths are either shorter 
than the longest or longer than the shortest. 

9.  The author, for all practical purposes has done the “impossible”. 
 
NOTES:  
 
#1: In one of the few rare instances, the author did receive a reply on the TSP from the author’s web site. 
The author is going to violate one of the author’s own rules and not give his name, but he is one of the 
recognized experts on this matter. The end result was, he evaded answering any of the author’s specific 
questions and only gave the usual verbiage answers.  
 
The final contact (termination of responses) had his statement that the author was wrong as to te 
compass mechanical solution as it did not work for some vague large number of points (cities). The 
author did not respond further as he did not give me any proofs as to why or showed any inclinations to 
do so. 
 
To the best the author could determine, it does not make any difference even IF the Lengths between the 
cities are inaccurate as to their numerical values shown on the map. That is, as long as within reason, 
i.e., 6 km vs. 6.01 km or even 6.1 km. Simply the mechanical selection point by the compass will give 
the closest city even IF the listed Length is wrong as there might be a closer city mechanically point 
wise, i.e., one that is actually 6 km, that is not the first one selected by the compass at 6.01 km or the 6.1 
km one as shown on the map. 
 
At first this did not make sense to the author But, on having second thoughts, the author forgot the 
author’s own works again. A map is two-dimensional. But for clarification, let only one city be on the 
top of a hill  so that the “slant” Length is what is being shown on the map as the Length to the next cities 
etc. Hence, it would make no difference to the actual path Length when the Lengths are added. Simply, 
if 6 km compass point is wrong, then it is replaced with the correct 6.1 one and still gives the shortest or 
longest path as desired as the 6 compass drops out or vice versa. It cannot have two values in any one set 
of connections. 
 
Therefore, the compass or straight-edge method (He ignored that one completely.) will work at all times 
and the results there from will not change just due to a greater number of cities or points being resolved. 
If it did, then that violates the Law of the Universe: SUM = PARTS.  
 
What the author thinks what went wrong, was a flaw somewhere in the software used. And knowing 
how their minds work, it was not to be considered, as such was infallible.  
 
However, if a software program was used to add up a string of numbers down and then in reversed order 
and gave two answers, I would bet that they would not claim that program was infallible and try to find 
out what went wrong. You must remember, any mechanical solution to any mathematical problem is 
total anathema and to be shown to be false, if possible. And that is what they did, so they believe the 
software was infallible, and the mechanical solution collapsed at some vague number of cities and 
failed. 
 
Nothing new here as this happens all the time. The theory (software) is right, the equipment 
(experiments) are wrong. 
 
#2: The author did not check out all 148,000+ listings to see if the “rules” were specifically laid out and 
agreed on by one and all involved. The final set the author used was what the author considered as the 
“general consensus” and should be acceptable.  
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Many of the sites prohibited any re-passing through a city. That is obviously not reality as one could 
have, say 10 cities all lying on the identical straight-line path. Simply, even with three cities all on the 
line, there would be no solutions as the salesman must pass back the identical path he made to the third. 
So this rule set by some in their papers/discourses is obviously incorrect. 
 
The author also did check out a few sites to see if anyone had the longest path and one site did have this. 
I suspect that only a few of the remainder had such as all were blind-sided, like blinders on a horse’s 
bridle, by the concentration (a.k.a. brainwashing) on trying to find only the shortest path. 
 
Based on the author’s initial discoveries for the shortest length, the mechanical can be combined with 
the mathematical (addition only required) to solve for the shortest. It will probably be the fastest means 
that can be used. Once each in order connection is made, then each path used found from the connection 
table can be added and will give the final answer at the end of the program once the last connection is 
made. On an off the shelf PC running at 600-700 Mhz, in about 40 hours for 10,000 points with a good 
software program.  
 
#3: The spiral solution is the optimum solution. However, recognizing it as the “spiral” for all the 
required solutions is a real problem for small N’s. As the number of cities increase, when home is a start 
from the outermost city (nearest the edge), it becomes visually apparent with no problems. At the 
expense of overkill, the spiral can only start or end at the most center(al) city and/or start or end at an 
outermost city within said boundary. Hence, there are only a very limited number of the final optimum 
shortest paths for ALL cities, i.e., what is the shortest path of/from all the solutions? For brevity, on a 
rectangular sheet of paper, one city located at each corner, each the exact length away from the corner 
and a larger number at random points, each of the corner cities as the home city may or may not (most 
probable) have the identical shortest path. If there was only one in a corner, then there is only ONE 
shortest (optimum) path. 
 
This one single spiral solution is an anomaly and then forces the generic P vs. NP problem to have an 
”exclusion”. No theorem or theory can be said to be 100% infallible if there is an exception. It must be 
100% right or it is not right, no exceptions permitted. Hence, the current problem can only be such for 
non-random (quasi-symmetrical?) points. Quasi-symmetrical defined as: Two cities (or more 
understood) must be equidistant from the central/center-most city, i.e., if a circle can be drawn from the 
“center” of the group of cities so that two cities lie on the circle and enclose all the others, then it is 
quasi-symmetrical. If one city still lies outside this circle, it is random and has only one solution. 
 
#4: Pirkle is a closed figure composed of segments that can be identical in Length (the normal polygon), 
or vary, one or more, in Length per segment. Name was unknown so this I coined to cover such. 
 
With minor necessary changes, this is CHAPTER 59 from my book. 
 
1997-1998 Original work 
Reformatted January 2007 
 


