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AHHOTaAMSA
For a long time the games are the entertainment, which is the most
demanded for. Both in USA, and in a number of European countries,
gaming industry overcame cinema in annual income already several
years ago. The annual turnover in gaming industry already exceeded
15 billion dollars, and it still grows every year. I have proposed a logical
gaming device, which combines the elements of Rubik’s Cube and the

15 puzzle, and which can be used widely to improve logical thinking
abilities in children.
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Logical gaming device Thinker

“What I give to others,
Is my gift to the Universe,
For I am a part of the society
Talking to God”

From Spiritual Wisdom

It is well-known that gaming industry has much potential
Worldwide. Logical gaming devices represent one segment of the
gaming industry.

Unlike gambling machines in a casino, which are now subject
for restriction measures in this country, logical gaming devices
improve abstract thinking abilities and imagination, what is
essential, in children and teenagers, and the usage of logical
gaming devices is not restricted.

Production without serious initial investments and paying
back fast enough is a significant advantage of this type
of products. Here is what financial analysts say in connection
with the subject matter:

“It is going on for quite a while, that games are the
entertainment, which is the most demanded for. Both in USA,
and in a number of European countries, gaming industry
overcame cinema in annual income already several years
ago. Games become more popular than cinema, it is a trend
Worldwide. The annual turnover in gaming industry already



exceeded 15 billion dollars, and it still grows every year”.

I remember 1950s, when many people enjoyed playing
a logical game, which is called the 15 puzzle. People in public
transport, people walking on streets were all the time moving
small squares with numbers across the playing area with
borders — so strong was the dedication. The aim of the game
was to rearrange the numbered squares, premixed, into a specific
sequence, by moving them one after another via the free
space of the missing sixteenth square. The final pattern might
be anything from the ascending sequence to the descending
sequence, or anything else, 15 pieces may be beautifully arranged
in many ways. The game was very popular for several decades,
maybe until 1970s, when Rubik invented his Cube.



Many readers may remember the time, when playing the
Cube was everyone’s obsession. Rubik’s Cubes were costly
those days, still some people purchased several different Rubik’s
Cubes to have a home collection of the cubes. Mass media
reported Rubik’s Cube sales volumes “high above the sky”,



dozens of millions every year, those who participated in the
industry lived like in paradise.

And then all is gone in just a few years. How can it be
explained, that it took only a few years for the demand for
Rubik’s Cubes to fall down from the sky to something near the
ground? What kept the previous puzzle on top for decades?

The answer was simple. Learning to solve Rubik’s Cube
needed memorizing just one specific sequence of actions, and



after several successful completions of the puzzle, the interest
to it disappears almost instantly. In contrast, the 15 puzzle
required finding solutions, which are not too sophisticated, but
every time new, to have it solved.



Konen 03HaKOMUTEJLHOI'O
¢dparmenra.

Tekct npenocraBieH OO0 «JIutPec».

[IpounTaiiTe STy KHUTY LIEJIMKOM, KYIIUB TOJIHYIO JIETATbHYIO
Bepcuio Ha JIutPec.

Be3ormacHo oriaTuTh KHATY MOKHO OaHKOBCKOH KapToit Visa,
MasterCard, Maestro, co cuyera MOOMJIBHOTO TesiehOHa, C TiIa-
Te)KHOro TepMmuHaia, B cajoHe MTC wmm Cesa3HoOHM, uepe3
PayPal, WebMoney, Aunexc./lensru, QIWI Komenek, 60Hyc-
HBIMU KapTaMu WK APYTUM YI0OHBIM Bam crioco6om.



https://www.litres.ru/valeriy-zhiglov/thinker-logical-gaming-device-which-combines-the-elements-of-rubik-s-cube-the-15-puzzle-dominoes-and-playing-cards/
https://www.litres.ru/valeriy-zhiglov/thinker-logical-gaming-device-which-combines-the-elements-of-rubik-s-cube-the-15-puzzle-dominoes-and-playing-cards/

	Logical gaming device Thinker
	Конец ознакомительного фрагмента.

