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The 3D Labyrinth, shown in Figure 1, is a puzzle consisting of 7 double faced mazes, 

and a ball, inside a 58 mm cube. The mazes are not visible. There is a slot in each of 

the two faces that are parallel to the mazes. Holes in the mazes allow the ball to drop 

to a lower level. The challenge is to manipulate the cube so that the ball becomes 

visible through the slot in the face at the bottom. 

 

The 3D Labyrinth is available in 6 degrees of difficulty: easy, regular, mean, awful, 

vicious and mortal. For more information visit insidezecub.com, which is in French. 

The 3D Labyrinth shown in Figures 1 and 2, a present from my son in law, is marked 

awful. 

 

Maze diagrams are moulded on the cube adjacent to the slot (Figure 1). Examination 

of the diagrams showed that to meet the challenge the 3D Labyrinth needed to be 

tilted, and the tilt then rotated in alternate directions. This is difficult to do by hand, 

but is easy using the Meccano solver shown in Figure 2. The 3D Labyrinth is a snug 

fit in a box mounted on gimbals. A rod projecting from the bottom of the box engages 

in a slot in a crank. This can be rotated by a handle through bevel gears providing a 

3:1 reduction ratio. 

 

When the handle is turned slowly there is a series of single clicks as the tilt rotates and 

the ball runs about a maze. If the ball comes to a hole then there is a double click as 

the ball drops down to the next level. To ensure that the ball does come to a hole, then 

the direction in which the handle is turned has to be reversed periodically. Eight turns 

in each direction appears to be sufficient, and with sufficient turns the puzzle will 

eventually be solved. Progress can be monitored by counting the number of double 

clicks. The 3D Solver needs to be removed from the box from time to time to check 

whether the ball has arrived at the slot. 

 

The original plan was to motorise the solver, and space was left in the frame for this 

to be done. However, it has not been possible to devise a means of stopping the solver 

automatically when the ball has reached its destination. 
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